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ABSTRAK

Pe~ne~li~ti~an i~ni~ be~rtu~ju~an u~ntu~k me~nde~skri~psi~kan pe~ne~rapan mode~l
pe~mbe~lajaran koope~rati~f ti~pe~ Te~ams Game~s Tou~rname~nt (TGT) be~rbantu~an
apli~kasi~ Kahoot, me~nganali~si~s pe~ni~ngkatan ke~mampu~an pe~me~cahan masalah
pe~se~rta di~di~k, se~rta me~ngi~de~nti~fi~kasi~ ke~ndala yang di~hadapi~ dalam
pe~mbe~lajaran Pe~ndi~di~kan Pancasi~la ke~las X.B SMA Ne~ge~ri~ 2 Si~ngaraja.
Pe~ne~li~ti~an i~ni~ me~ru~pakan Pe~ne~li~ti~an Ti~ndakan Ke~las (PTK) yang di~laksanakan
dalam du~a si~klu~s de~ngan tahapan pe~re~ncanaan, pe~laksanaan, obse~rvasi~, dan
re~fle~ksi~. Hasi~l pe~ne~li~ti~an me~nu~nju~kkan bahwa pe~ne~rapan mode~l TGT
be~rbantu~an Kahoot mampu~ me~ni~ngkatkan ke~mampu~an pe~me~cahan masalah
pe~se~rta di~di~k, di~tu~nju~kkan ole~h pe~ni~ngkatan rata-rata ni~lai~ me~njadi~ 88,15, daya
se~rap 88,15%, dan ke~tu~ntasan be~lajar klasi~kal se~be~sar 84,21% pada si~klu~s I~I~.
Se~lai~n i~tu~, ke~akti~fan, ke~rja sama, dan ke~mampu~an be~rpi~ki~r kri~ti~s pe~se~rta di~di~k
ju~ga me~ni~ngkat. Di~si~mpu~lkan bahwa mode~l pe~mbe~lajaran koope~rati~f ti~pe~ TGT
be~rbantu~an Kahoot e~fe~kti~f me~ni~ngkatkan ke~mampu~an pe~me~cahan masalah
pada pe~mbe~lajaran Pe~ndi~di~kan Pancasi~la.

Kata ku~nci~: Te~ams Game~s Tou~rname~nt (TGT), Kahoot, ke~mampu~an pe~me~cahan
masalah, Pe~ndi~di~kan Pancasi~la, Pe~ne~li~ti~an Ti~ndakan Ke~las.
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ABSTRACT

Thi~s stu~dy ai~me~d to de~scri~be~ the~ i~mple~me~ntati~on of the~ Te~ams Game~s
Tou~rname~nt (TGT) coope~rati~ve~ le~arni~ng mode~l assi~ste~d by the~ Kahoot
appli~cati~on, analyze~ the~ i~mprove~me~nt of stu~de~nts' proble~m-solvi~ng ski~lls, and
i~de~nti~fy the~ challe~nge~s e~ncou~nte~re~d i~n Pancasi~la E~du~cati~on le~arni~ng i~n Class
X.B of SMA Ne~ge~ri~ 2 Si~ngaraja. Thi~s stu~dy e~mploye~d Classroom Acti~on
Re~se~arch (CAR), whi~ch was condu~cte~d i~n two cycle~s consi~sti~ng of the~ stage~s of
planni~ng, acti~on, obse~rvati~on, and re~fle~cti~on. The~ fi~ndi~ngs re~ve~ale~d that the~

i~mple~me~ntati~on of the~ TGT le~arni~ng mode~l assi~ste~d by Kahoot e~ffe~cti~ve~ly
i~mprove~d stu~de~nts' proble~m-solvi~ng ski~lls, as i~ndi~cate~d by an i~ncre~ase~ i~n the~

ave~rage~ score~ to 88.15, a le~arni~ng absorpti~on rate~ of 88.15%, and classi~cal
le~arni~ng maste~ry of 84.21% i~n the~ se~cond cycle~. I~n addi~ti~on, stu~de~nts'
parti~ci~pati~on, collaborati~on, and cri~ti~cal thi~nki~ng ski~lls also i~mprove~d. I~t can
be~ conclu~de~d that the~ TGT coope~rati~ve~ le~arni~ng mode~l assi~ste~d by Kahoot i~s
e~ffe~cti~ve~ i~n i~mprovi~ng stu~de~nts' proble~m-solvi~ng ski~lls i~n Pancasi~la E~du~cati~on
le~arni~ng.

Ke~ywords: Te~ams Game~s Tou~rname~nt (TGT), Kahoot, proble~m-solvi~ng ski~lls,
Pancasi~la E~du~cati~on, Classroom Acti~on Re~se~arch.


