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ABSTRAK

Penelitian ini merupakan penelitian kuantitatif. Tujuan dari penelitian ini adalah
untuk mengetahui pengaruh yang signifikan pada metode permainan Crossword
Puzzle terhadap hasil belajar IPAS siswa. Desain penelitian yang digunakan dalam
penelitian ini yakni Pre-Eksperimental dengan bentuk One-Group Pre-test-
Posttest Design. Sampel yang digunakan dalam penelitian ini menggunakan
teknik sampling jenuh dengan jumlah sampel sebanyak 17 siswa. Pengumpulan
data penelitian ini menggunakan observasi, dan tes. Hasil penelitian ini
menunjukkan bahwa metode permainan Crossword Puzzle berpengaruh terhadap
hasil belajar IPAS siswa kelas 1V SDN Pabian IV Kabupaten Sumenep.
Berdasarkan perhitungan uji hipotesis dengan uji paired sample T-test diperoleh
thitung > trabel Yaitu sebesar 2,828 > 1,745 maka Ho ditolak dan Hj diterima. Pada
hasil signifikansi 2(tailed) sebesar (0,012 < 0,05) sehingga Ho ditolak dan H:
diterima, yang artinya ada pengaruh signifikan penggunaan metode permainan
Crossword Puzzle terhadap hasil belajar IPAS siswa kelas IV SDN Pabian IV
Kabupaten Sumenep.
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ABSTRACT

This research is a quantitative research. The purpose of this study was to
determine the significant effect of the Crossword Puzzle game method on students'
science learning outcomes. The research design used in this study was Pre-
Experimental with the form of One-Group Pre-test-Posttest Design. The sample
used in this study used a saturated sampling technique with a sample size of 17
students. Data collection for this study used observation, and test. The results of
this study indicate that the Crossword Puzzle game method has an effect on the
science learning outcomes of grade 1V students Elementary school of Pabian 1V,
Sumenep Regency. Based on the calculation of the hypothesis test with the paired
sample T-test, it was obtained that twest > trape Was 2,828 > 1,745, so Ho was
rejected and Hi was accepted. The results of the 2 (tailed) significance are (0.012
<0.05) so HO is rejected and H1 is accepted, which means that there is a
significant effect of using the Crossword Puzzle game method on the science
learning outcomes of grade 1V students Elementary school of Pabian 1V, Sumenep
Regency
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