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ABSTRAK

Asumpta Rasmawati Sababalat (1613017013)

Tujuan dari penelitian ini merupakan untuk mengetahui Pengaruh Permainan
Tebak Gambar terhadap Kemampuan Berpikir Logis Anak Usia 4-5 Tahun. Penelitian ini
dilakukan di lembaga TK Kemala Bhayangkari 99 Sidoarjo. Kemampuan berpikir logis
anak pada lembaga TK Kemala Bhayangkari 99 Sidoarjo belum berkembang secara
optimal seperti yang diharapkan. Salah satu penyebab kurang berkembangnya
kemampuan berpikir logis anak yaitu, pembelajaran yang dilakukan menunjukkan
kurangnya kreativitas guru dalam mengelola pembelajaran. Adapun ciri berpikir logis
yaitu anak dapat mengklasifikasikan bentuk, ukuran, dan warna, anak mampu mengenal
sebab akibat, anak dapat mengurutkan, mengelompokkan benda, dan mengenal benda
yang ada di sekitarnya. Meningkatkan kemampuan berpikir logis anak usia 4-5 tahun
peneliti melakukan kegiatan permainan tebak gambar melalui Microsoft Powerpoint.
Permainan tebak gambar merupakan suatu cara dalam proses pembelajaran anak usia dini
dalam meningkatkan minat belajar anak, sehingga dalam proses pembelajaran dapat
meningkatkan daya ingat anak. Penelitian ini menggunakan pre-experimental design
yaitu dengan One Group Pretest-Posttest sebagai desain penelitian. Adapun pola
penelitian metode one group pretest- posttest design. opulasi yang peneliti gunakan
berjumlah 27 anak dan menggunakan sampel di kelas A1 dan A2 sebanyak 17 anak yang
dipilih secara acak. Hasil pengujian tersebut diperoleh dari hasil uji N-Gain dan hasil
penilaian menunjukkan angka 79,29. Penelitian ini ditunjukkan bahwa permainan tebak
gambar dikategorikan efektif dan hasil uji paired T-Test dengan nilai signifikasi 2-tailed
0,000 < 0,05 yang artinya penelitian ini memiliki pengaruh terhadap meningkatkan
kemampuan berpikir logis anak. hasil uji hipotesis penilitian ini yaitu H, ditolak dan H,
diterima yang artinya permainan tebak gambar memiliki pengaruh terhadap kemampuan
berpikir logis anak usia 4-5 tahun di TK Kemala Bhayangkari 99 Sidoarjo.

Kata Kunci: Permainan tebak gambar, kemampuan berpikir logis anak
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ABSTRACT

Asumpta Rasmawati Sababalat (1613017013)

The purpose of this study was to determine the effect of the Guessing Game on the
Logical Thinking Ability of 4-5 Years Old Children. This research was conducted at the
Kemala Bhayangkari 99 Kindergarten in Sidoarjo. The logical thinking ability of
children at the Kemala Bhayangkari 99 Kindergarten in Sidoarjo has not developed
optimally as expected. One of the causes of the lack of development of children's logical
thinking skills, namely, the learning carried out shows the teacher's lack of creativity in
managing learning. The characteristics of logical thinking are that children can classify
shapes, sizes, and colors, children are able to recognize cause and effect, children can
sort, group objects, and recognize objects around them. Improving logical thinking skills
of children aged 4-5 years researchers carry out game activities guess the picture via
Microsoft Powerpoint. Picture guessing game is a way in the early childhood learning
process in increasing children's interest in learning, so that in the learning process it can
improve children's memory. This study uses a pre-experimental design with One Group
Pretest-Posttest as the research design. The research pattern is the one group pretest-
posttest design method. The population that the researcher used was 27 children and
used samples in class Al and A2 as many as 17 randomly selected children. The test
results were obtained from the results of the N-Gain test and the results of the assessment
showed the number 79.29. This study shows that the guessing game is categorized as
effective and the results of the paired T-Test test with a significance value of 2-tailed
0.00 <0.05, which means this research has an influence on improving children's logical
thinking skills. The results of this research hypothesis test are that HO is rejected and Ha
is accepted, which means that the guessing game has an influence on the logical thinking
ability of children aged 4-5 years at Kemala Bhayangkari 99 Sidoarjo Kindergarten.

Keywords: picture guessing game, children’s logical thinking ability
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