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ABSTRACT

The research is aimed to improve students; learrangvities and
outcomes in class through the implementation ofgBimodels on Mollusc topic
for 10" grade student, X-3 class, in SMA Negeri 1 Tebifmggi academic year
2011/2012 . The research was design as classrotion acsearch (CAR)
consisted of four cycles. The subject of researah &l students at class X-3 that
totally 34 students. This research used two kirfdsigirument, test and nontest
instrument. The test instrument involved multipl®ice of Mollusc achievement
test whereas non-test instrument used observaieet.s

Result shown that percentage of students’ learastiyities increased by
20.58% in cycle 1, 41.17% iin cycle Il, 58.83% iycte 11l and become 88.22% in
cycle IV. Where the increase of each activitiesalde namely: (1) Number of
students didPre-test and Post Test increased t0%,10@®@) Students
followedteacher's explanations concerning on legrrobjectiveswere 56.62%,
(3)Studentsfollowedteacher's explanations regarthmgstruction of methods or
media ‘were 61.76%, (4)Studentsmade group discusmiderly were 66.18%,
(5)StudentsRead and pay attention on the workstleehg observation and
discussion were 50%, (6)Studentsfollowedteachexfdaeations regarding to
learning material or lesson increased to 69.85%&t(idlentsenthusiastically in
observation, (8)Studentsenthusiastically in disamssincreased to 80.88%,
(9)Studentshadrespect to the other students whiksepting their results
ofobservations were 36.03%, (10)Studentsgavefe&dimaquestions on the topic
that was presented were 41.19%, (11)Studentseasticsilly durin@IlNGOgame
were 58.82%, (12)StudentsPolite behave duringptpy@iNGO game were
63.97%, (13)Studentsfoundthe right keyword pregiseld quickly were52.21%,
(14)Studentshada good cooperation on group wer@s5%a,. (15)Studentsgavea
rightconclussion were 31.62%, (16)Studentsstudes pleased to award that
given by the teacher to the winner groupsBoRGO game were 44.12% and
(17)Number of studentslistened to and followed rin&ivation from the teacher
increased to 57.35%.

The result of data analysis showed the percentdg&tudent learning
outcomes by implementingingo models increased fom cycle | to cycle IV that is
20.59% in cycle 1, 38.24% in cycle Il, 64.7% in ydll and 88.2% in the fourth
cycle. The implementation of Bingo models by CARhdanprove students’
learning activities and outcomes.
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