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ABSTRAK 

Penelitian ini dilatarbelakangi oleh rendahnya kemampuan berfikir kritis siswa SD 

kelas III pada materi bangun datar. Maka peneliti bertujuan untuk mengembangkan 

media pembelajaran Puzzle dengan menggunakan Make A Match berbantuan model 

Problem Based Learning . Metode penelitian yang digunakan adalah metode 

penelitian dan pengembangan (R&D) tahapan Borg dan Gall.  Hasil validasi ahli 

materi 68% dalam kategori cukup valid, validasi ahli media 80% dalam kategori 

valid dan hasil validasi ahli praktisi 83% kategori sangat valid dengan demikian 

media ini layak digunakan. Sedangkan respon pengguna media yaitu guru dan siswa 

pada uji terbatas dan uji luas terhadap media Puzzle berada dalam kategori baik. 

Dan peningkatan kemampuan berfikir kritis siswa setelah menggunakan desain 

penelitian one group design pretest-posttest pada uji terbatas kepada 10 siswa kelas 

III dan uji luas kepada 20 siswa kelas III terdapat perbedaan yang signifikan, dalam 

artian setelah menggunakan media Puzzle kemampuan berfikir kritis siswa 

berkembang. Dengan demikian pengembangan media puzzle dengan menggunakan 

model make a match berbantuan model promblem based learning  mampu 

meningkatkan kemampuan berfikir kritis siswa khususnya pada materi bangun 

datar. 

 

Kata Kunci: Media Puzzle , Model Problem Based Learning, Kemampuan Berfikir 

Kritis. 
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ABSTRACT 

This research was motivated by the low critical thinking ability of third grade elementary 

school students in flat shape material. So the researcher aims to develop Puzzle learning 

media using Make A Match assisted by the Problem Based Learning model. The research 

method used is the Borg and Gall stage research and development (R&D) method.  The 

material expert validation results are 68% in the quite valid category, the media expert 

validation results are 80% in the valid category and the practitioner expert validation results 

are 83% in the very valid category, thus this media is suitable for use. Meanwhile, the 

response of media users, namely teachers and students, to the limited test and extensive test 

of Puzzle media was in the good category. And the increase in students' critical thinking 

abilities after using the one group design pretest-posttest research design in a limited test 

on 10 class III students and a broad test on 20 class III students there was a significant 

difference, in the sense that after using Puzzle media students' critical thinking abilities 

developed. Thus, the development of puzzle media using the make a match model with the 

help of the problem based learning model is able to improve students' critical thinking 

skills, especially in plane material. 

 

 

Keywords: Puzzle Media, Problem Based Learning Model, Critical Thinking 

Ability. 
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