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ABSTRAK

Penelitian ini bertujuan untuk mengetahui: (1) Peningkatan kemampuan pemahaman
konsep matematis siswa menggunakan model Cooperative Learning Tipe Team Game
Tournament dengan media berbantuan wordwall pada siswa kelas 111 Sekolah Dasar; dan
(2) Kesulitan siswa dan guru dalam meningkatkan kemampuan pemahaman konsep
matematis dengan penggunaan model Cooperative Learning Tipe Team Game Tournament
berbantuan wordwall. Metode penelitian yang digunakan adalah mix method dengan desain
penelitian yaitu the explanatory sequential design. Lokasi penelitian dilaksanakan di salah
satu sekolah di Kecamatan Ngamprah, Kabupaten Bandung Barat. Subjek penelitian adalah
siswa kelas 111 sebanyak 22 siswa. Adapun data penelitian diperoleh dari data pretest dan
posttest, lembar angket untuk siswa dan guru, observasi dan wawancara. Berdasarkan data
kuantitatif yang diperolen menunjukkan adanya peningkatan kemampuan pemahaman
konsep matematis siswa dengan semula rata-rata perolehan nilai 64,27 menjadi 89,68 dan
mencapai persentase ketuntasan sebesar 86% setelah perlakuan model Team Game
Tournament diterapkan. Sedangkan data kualitatif menunjukkan bahwa kesulitan yang
dihadapi para siswa berfokus pada penggunaan media wordwall melalui teknologi digital
sehingga siswa cenderung masih sulit dan belum terbiasa melaksanakan turnamen
akademik yang telah disiapkan oleh peneliti. Kemudian kesulitan guru menunjukkan
adanya kesulitan dalam mengelola kelas karena kegiatan pembelajaran yang seharusnya
berjalan aktif namun dalam implementasinya pembelajaran seringkali berjalan tidak
kondusif. Sehingga guru harus mempersiapkan strategi pembelajaran dalam setiap aktivitas
belajar. Selain itu kemampuan setiap siswa yang berbeda-beda menyebabkan guru
seringkali harus menjelaskan materi berulang-ulang kali. Di setiap pertemuan seringkali
pembelajaran hanya didominasi oleh siswa yang cerdas, sehingga tidak terlihat siswa
mana yang belum mengerti.

Kata Kunci: Kemampuan pemahaman konsep matematis, Matematika, Team Game
Tournament dan Wordwall



ABSTRACT

This research aims to determine: (1) Increasing students' ability to understand mathematical
concepts using the Team Game Tournament Type Cooperative Learning model with
wordwall-assisted media in class Il elementary school students; and (2) Difficulty for
students and teachers in improving their ability to understand mathematical concepts by
using the Team Game Tournament Type Cooperative Learning model assisted by
wordwall. The research method used is a mix method with a research design, namely the
explanatory sequential design. The research location was carried out at one of the schools
in Ngamprah District, West Bandung Regency. The research subjects were 22 class IlI
students. The research data was obtained from pretest and posttest data, questionnaire
sheets for students and teachers, observations and interviews. Based on the quantitative
data obtained, it shows that there is an increase in students' ability to understand
mathematical concepts with an average score of 64.27 to 89.68 and achieving a completion
percentage of 86% after the Team Game Tournament model treatment was implemented.
Meanwhile, qualitative data shows that the difficulties faced by students focus on using
wordwall media via digital technology so that students tend to still have difficulty and are
not used to carrying out academic tournaments that have been prepared by researchers.
Then the teacher's difficulties show that there are difficulties in managing the class because
learning activities are supposed to be active, but in their implementation learning is often
not conducive. So teachers must prepare learning strategies in every learning activity. Apart
from that, the different abilities of each student mean that teachers often have to explain
the material repeatedly. In every meeting, learning is often dominated by only intelligent
students, so it is not visible which students don't understand.

Keywords: Ability to understand mathematical concepts, Mathematics, Team Game
Tournament and Wordwall
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