ABSTRAK

Hapizah, 2024. “Pengembangan Perangkat Pembelajaran Melalui Penggunaan
Metode Teams Games Tournament (TGT) Terintegrasi Permainan
Tradisional Lompat Jengkal di Kelas VI SDN 8 Salobulo”.Skripsi
Program Studi Pendidikan Guru Mandrasah Ibtidaiyah Faklutas Tarbiyah
dan llmu Keguruan Institut Agama Islam Negeri Palopo. Dibimbing oleh
Rosdiana dan Lisa Aditya Dwiwansyah Musa.

Penelitian ini bertujuan untuk (1) Untuk mengetahui analisis kebutuhan
pengembangan perangkat pembelajaran melalui penggunaan metode Teams Games
Tournament (TGT) terintegrasi permainan tradisional lompat jengkal di kelas VI
SDN 8 Salobulo (2) Untuk mengetahui desain produk pengembangan perangkat
pembelajaran melalui penggunaan metode Teams Games Tournament (TGT)
terintegrasi permainan tradisional lompat jengkal di kelas VI SDN 8 Salobulo (3)
Untuk mengetahui validitas pengembangan perangkat pembelajaran melalui
penggunaan metode Teams Games Tournament (TGT) terintegrasi permainan
tradisional lompat jengkal di kelas VI SDN 8 Salobulo. Penelitian yang dilakukan
menggunakan jenis penelitian pengembangan atau Research and Development
(R&D) dengan model pengembangan ADDIE (Analysis, Design, Development,
Implementation, Evaluation). Penelitian ini dilakukan di SDN 8 Salubulo. Subjek
dalam penelitian ini yaitu siswa yang berjumlah 23 orang yang berusia rata-rata 12
tahun, dan objek penelitian ini yaitu RPP dengan menggunakan metode Teams
Games Tournament (TGT) dan Tes Hasi Belajar (THB) terintegrasi permainan
tradisonal lompat jengkal. Teknik pengumpulan data yang digunakan yaitu
observasi, wawancara, angket dan dokumentasi. Data yang diperoleh kemudian
dianalisis secara kualitatif dan kuantitatif. Penelitian ini menghasilkan perangkat
pembelajaran RPP dan THB dengan menggunakan metode Teams Games
Tournament (TGT) terintegrasi permainan tradisonal lompat jemgkal pada tema 1
nilai-nilai pancasila yang divalidasi oleh 2 orang ahli, yaitu ahli bahasa dengan nilai
84% (kategori sangat valid), dan ahli materi dengan nilai 75% (kategori valid). Hal
ini menunjukkan bahwa produk yang dikembangkan memiliki Tingkat kevalidan
yang tinggi, maka produk produk yang dikembangkan oleh peneliti layak
digunakan untuk kegiatan pembelajaran di sekolah.

Kata kunci: Pengembangan Perangkat Pembelajaran, Metode Teams Games
Tournament (TGT), Permainan Tradisional Lompat Jengkal.
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ABSTRACT

Hapizah, 2024. "Development of Learning Tools Through the Use of the Teams
Games Tournament (TGT) Method Integrated with the Traditional Jump
Jump Game in Class VI of SDN 8 Salobulo”. Thesis of the Mandrasah
Ibtidaiyah Teacher Education Study Program, Faculty of Tarbiyah and
Teacher Science, Palopo State Islamic Institute. Supervised by Rosdiana
and Lisa Aditya Dwiwansyah Musa.

This research aims to (1) To determine the analysis of needs for developing
learning tools through the use of the Teams Games Tournament (TGT) method
integrated with the traditional game of long jump in class VI at SDN 8 Salobulo (2)
To find out the product design for developing learning tools through the use of the
Teams Games Tournament method (TGT) integrated traditional game of long jump
in class VI SDN 8 Salobulo (3) To determine the validity of developing learning
tools through the use of the Teams Games Tournament (TGT) method integrated
traditional game of long jump in class VI SDN 8 Salobulo. The research was carried
out using the type of development research or Research and Development (R&D)
with the ADDIE (Analysis, Design, Development, Implementation, Evaluation)
development model. This research was conducted at SDN 8 Salubulo. The subjects
in this research were 23 students with an average age of 12 years, and the object of
this research was lesson plans using the Teams Games Tournament (TGT) method
and Learning Achievement Test (THB) integrated with the traditional game of long
jump. The data collection techniques used were observation, interviews,
questionnaires and documentation. The data obtained was then analyzed
qualitatively and quantitatively. This research produced a lesson plan learning tool
using the Teams Games Tournament (TGT) method integrated with the traditional
game of jumping jacks on theme 1, Pancasila values, which was validated by 2
experts, namely a language expert with a score of 84% (very valid category), and a
material expert. with a score of 75% (valid category). This shows that the product
developed has a high level of validity, so the product developed by the researcher
is suitable for use for learning activities in schools.

Keywords: Learning Tool Development, Team Games Tournament (TGT)
Method, Traditional Jump Jump Game

xxiii



(3 o @) G S Wk 38 b ] S o ledll psT ol Oyt Baaly ()l i
L Y Zeald) ZansSE) ool dewybs dewslnd) 228l 2 AN 1id) Gt SV o 22
&é.g‘.ﬂ\ yjjb dgxe ¢ QQ.A.L&L\ oyl Z,yjd\ ST Ao dwyde g«l;u awlys c»bj: 3;-}}9? !

s oleadlazgs Ll [y Blisje) oon sy . asSE) Syl

e szl I3 e el Slgal jyglas St JE 800 (1) L Ayl 0da 2uZ
BengSo Aln) el gl eslidl Gl (3 doge 5aal) 28 Bldss 24 (3 o 3) G4 IN/FINS
Yoly LN plasral s o ol gl s ) Joolo el 3,80 () slpislleslglln 8
G RS AR elhe gl bl Caall 3 dos il A w0lE 1 (G o 3) S oleJf
o &) Gl Sl Ypler CILAN plaszal S e ) Slgsl glas B 23 Bal (T) Ssglle
Sade S Alnl e GU e el (a3 Ry i R aall e 28 (G
e T S CI I I O R e T BEURCTE
Slpblsl sl (3 an g S a3z) ke 3UE 3 o\ Vo sl) & (rndily Lodily yslosly anaily oloel)
Yk plasials oyl 2ot ga Gl s o Bubly i | T o Lawszt U YT o 2l oda (3
o OB oy BaEd il ad s LS (G o 3) P A Ly (e 3) G ol
ke Jgadl @ Il bl L2 & & a5l oblanVly oMl da>d o dedsand) SLL)
Wl e (& o &) o2 F G ol sk izl o) et Jas 3131 ol Ms oty L LaSs Loy
Loy celyibl o ¥ 5 oo Lo o il £ ly SlSSl o o ) ol 8 o B 540 2lad
AV O e Jug s (1l a8) /. Vo s,y Ikl slpsg (s 3kl 38) /A £ iy O g2l
aasil (3 plsza ) enlie Gl o5b o) el 0B LWLy A Slall n Lo (Gstns maon op5has ¢
o @ el

i) A A (3 o §) G CW gl AR b (oladl g pglai ekl SLIST

XXiv



