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PENGEMBANGAN MEDIA PAPAN PERMAINAN DALAM PEMBELAJARAN
FISIKA  MODEL COOPERATIVE LEARNING METODE TEAM GAMES
TOURNAMENT UNTUK MENINGKATKAN HASIL BELAJAR MURID (Oleh
Muhammad Dzaki Abdillah, Pembimbing: Muhammad Arifuddin, Andi Ichsan Mahardika;
2026)

ABSTRAK

Rendahnya hasil belajar fisika murid dikarenakan oleh kurangnya penggunaan
media yang interaktif dalam proses pembelajaran. Penelitian ini bertujuan untuk
mengembangkan media papan permainan pada materi gelombang dan bunyi
melalui model Cooperative Learning tipe Team Games Tournament (TGT), serta
mendeskripsikan validitas, kepraktisan, dan efektivitas media yang dikembangkan.
Pengembangan penelitian yang digunakan adalah Research & Development (R&D)
dengan model ADDIE. Subjek uji coba untuk penelitian ini adalah murid kelas XI
SMA Negeri 5 Banjarmasin. Desain uji coba untuk penelitian ini adalah one group
pretest dan posttest. Instrumen penelitian yang digunakan meliputi lembar validasi,
angket respon, dan tes. Data dianalisis secara kualitatif dan kuantitatif. Hasil
penelitian menunjukkan bahwa media papan permainan mendapatkan persentase
validitas sebesar 81% dengan kategori sangat valid, kepraktisan sebesar 70%
dengan kategori praktis, serta efektivitas berdasarkan nilai N-Gain sebesar 0,32
dengan kategori sedang. Diperoleh simpulan bahwa media papan permainan yang
dikembangkan layak digunakan dalam pembelajaran.

Kata Kunci: Media Papan Permainan, Cooperative Learning, Team Games
Tournament, Gelombang dan Bunyi, Hasil Belajar Murid
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DEVELOPMENT OF A BOARD GAME MEDIA IN PHYSICS INSTRUCTION
USING THE COOPERATIVE LEARNING MODEL AND THE TEAM GAMES
TOURNAMENT METHOD TO IMPROVE STUDENT LEARNING
OUTCOMES (By Muhammad Dzaki Abdillah, Advisors: Muhammad Arifuddin,
Andi Ichsan Mahardika; 2026)

ABSTRACT

Students’ low achievement in physics is due to the lack of interactive media in the
learning process. This study aims to develop a board game as a teaching aid for the
topic of waves and sound using the Team Games Tournament (TGT) model of
cooperative learning, as well as to describe the wvalidity, practicality, and
effectiveness of the developed teaching aid. The research methodology employed
was Research & Development (R&D) using the ADDIE model. The test subjects
for this study were 1lth-grade students at State Senior High School 5 in
Banjarmasin. The experimental design for this study was a one-group pretest-
posttest design. The research instruments used included a validation sheet, a
response questionnaire, and a test. The data were analyzed qualitatively and
quantitatively. The results showed that the board game teaching aid achieved a
validity percentage of 81% (classified as very valid), a practicality percentage of
70% (classified as practical), and an effectiveness based on an N-Gain value 0f (.32
(classified as moderate). It was concluded that the developed board game teaching
aid is suitable for use in the classroom.

Keywords: Board Games, Cooperative Learning, Team Games Tournament, Sound
and Wave, Student Learning Outcomes
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