ABSTRAK

Yona Fuzi Ratiyah, (2017): Pengaruh Penerapan Model Creative Problem
Solving dengan Media Puzzle Card terhadap
Hasil Belajar Kimia Siswa Sekolah Menengah
Atas Tri Bhakti Pekanbaru

Penelitian ini bertujuan untuk mengetahui pengaruh penerapan model
Creative Problem Solving dengan media Puzzle Card terhadap hasil belajar
kognitif siswa kelas X Sekolah Menengah Atas Tri Bhakti Pekanbaru pada materi
hidrokarbon. Penelitian ini merupakan penelitian Quasi-experiment dengan desain
penelitian menggunakan Pretest-Posttest Control Group Design. Subjek
penelitian ini adalah siswa kelas X tahun ajaran 2016/2017 dengan jumlah sampel
dua kelas yaitu X.3 sebagai kelas eksperimen dan X.1 sebagai kelas kontrol.
Pengambilan sampel dilakukan dengan menggunakan teknik simple random
sampling. Teknik pengumpulan data menggunakan wawancara, observasi, tes
berupa pretest dan posttest, dan dokumentasi. Perhitungan data akhir dilakukan
dengan uji t dan diperoleh nilai thiwng = 3,0026 dan nilai tiape = 2,99714 pada taraf
signifikan 5%. Nilai thiung > tber SEhingga Ha diterima dan Ho ditolak. Artinya,
penerapan model Creative Problem Solving dengan media Puzzle Card
berpengaruh terhadap hasil belajar kognitif siswa kelas X Sekolah Menengah Atas
Tri Bhakti Pekanbaru pada materi hidrokarbon dengan koefisien pengaruh sebesar
12,18%.

Kata kunci: Model Creative Problem Solving, Media Puzzle Card, Hasil
Belajar, Hidrokarbon
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ABSTRACT

Yona Fuzi Ratiyah, (2017): The Effect of Using Creative Problem Solving
Model with Puzzle Card Media toward Student
Chemistry Learning Achievement at Senior
High School of Tri Bhakti Pekanbaru

This research aimed at knowing the effect of using Creative Problem
Solving model with Puzzle Card media toward student cognitive learning
achievement on Hydrocarbon material at the tenth grade of Senior High School of
Tri Bhakti Pekanbaru. This research was a Quasi-experiment with Pretest-
Posttest Control Group Design. The subjects of this research were the tenth grade
students in the Academic Year of 2016/2017, and there were two classes of
samples that the tenth grade of class 3 was as the experimental group andthe tenth
grade of class 1 was as the control group. Simple random sampling technique was
used in this research. Interview, observation, tests in the forms of pretest and
posttest, and documentation were the techniques of collecting the data. Final data
calculation was done by using t test, and it was obtained that topserveq Was 3.0026
and tpe Was 2.99714 at 5% significant level. topserved Was higher than tipe that H,
was accepted and H, was rejected. It meant that Creative Problem Solving model
with Puzzle Card media affected student cognitive learning achievement on
Hydrocarbon material at the tenth grade of Senior High School of Tri Bhakti
Pekanbaru, and the coefficient effect was 12.18%.

Keywords: Creative Problem Solving Model, Puzzle Card Media, Learning
Achievement, Hydrocarbon
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