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ABSTRAK

Penelitian ini bertujuan untuk mengetahui pengaruh model pembelajaran Teams Game Tournament (TGT) berbantuan Question Card terhadap pemahamankonsep siswaSMA padamateri gelombang bunyi. Metode yang digunakan adalah kuantitatif dengan desain quasi experiment tipe Nonequivalent Control Group Design. Subjek penelitian adalah siswa kelas XI SMAN 2 Lubuk Pakam, dengan kelas XI-C sebagai kelas eksperimen (36 siswa) dan XI-A sebagai kelas kontrol (34 siswa). Instrumen yang digunakan berupa soal pretest dan posttest sertalembar observasi. Hasil penelitian menunjukkan bahwa terdapat peningkatan signifikan pada pemahaman konsep siswa setelah penerapan model TGT berbantuan Question Card. Berdasarkan hasil uji hipotesis dengan independent sample t-test, nilai signifikansi posttest sebesar 0,000 < 0,05, sehingga H₀ ditolak dan Hₐ diterima, yang berarti terdapat perbedaan signifikan antara kelas eksperimen dan kontrol. Hasil uji N-Gain menunjukkan rata-rata skor N-Gain kelaseksperimen adalah 0,65(kategorisedang ke tinggi),sedangkan kelas kontrol 0,31 (kategori rendah ke sedang). Hal ini menunjukkan bahwa model TGT berbantuan Question Card lebih efektif dalam meningkatkan pemahaman konsep dibandingkan metode ceramah. Kesimpulannya, penggunaan model TGT berbantuan Question Card berpengaruh positif dan signifikan dalammeningkatkan pemahaman konsep fisika siswa. Model ini mampu menciptakan suasana pembelajaran yang aktif, menyenangkan, dan kompetitif, sekaligus meningkatkan partisipasi dan kepercayaan diri siswa dalam memahami materi.
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THEEFFECTOFTHEQUESTIONCARD-ASSISTEDTEAMSGAME TOURNAMENT (TGT) LEARNING MODEL ON HIGH SCHOOL STUDENTS’ CONCEPTUAL UNDERSTANDING
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ABSTRACT

[image: ]The objective of the research was to determine the effect of the Question Card-assisted Teams Game Tournament (TGT) learning model on high school students' conceptual understanding of sound waves. The method used was quantitative with a quasi-experimental design of the Nonequivalent Control Group Design. The subjects were 11th grade students of SMAN 2 Lubuk Pakam, with 11th grade students (36 students) as the experimental class and 11th grade students (34 students) as the control class. The instruments used were pretest and posttest questions, as well as observation sheets. Theresults showed a significant increase in students' conceptual understanding after implementing the Question Card-assisted TGT model. Based on the results of the hypothesis test using an independent sample t-test, the posttest significance value was 0.000 < 0.05, so H₀ was rejected and Hₐ was accepted, indicating a significant difference between the experimentalandcontrolclasses.TheN-Gaintestresultsshowedthattheaverage N-Gain score for the experimental class was 0.65 (medium to high category), while the control class was 0.31 (low to medium category). This indicates that the Question Card-assisted TGT model is more effective in improving conceptual understanding than the lecture method. In conclusion, the use of the Question Card-assisted TGT model has a positive and significant effect on improving students' understanding of physics concepts. This model is able to create anactive, enjoyable, and competitive learning atmosphere, while increasing student participation and co nfidence in understanding the material.
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