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ABSTRAK

Purwati, 212541009, Upaya Meningkatkan Perkembangan Kognitif Melalui
Media Bermain Puzzle Pada Anak Usia Dini Kelompok A di RA Ma’arif NU
04 Istigomah Kalisabuk Cilacap, Januari 2026

Media pembelajaran merupakan suatu sarana, metode, dan teknik yang digunakan
untuk meningkatan perkembangan kognitif anak dalam kegiatan belajar. Media
bermain Puzzle yang dinilai efektif dan menarik perhatian anak dalam belajar secara
Bersama-sama. Media Puzzle menjadi prioritas utama dalam kegiatan pembelajaran
anak usia dini, selain itu, media dapat menstimulasi berbagai perkembangan anak
seperti  fisik-motorik, kognitif, bahasa, agama, sosial-emosional dan seni.
Perkembangan kognitif merupakan proses penting dalam tahap usia dini, di mana
anak mulai menunjukkan kemampuan berpikir, memahami, mengingat, dan
memecahkan masalah secara sederhana melalui interaksi dengan lingkungannya.

Tujuan dalam penelitian ini yaitu untuk mendeskripsikan proses peningkatan
perkembangan kognitif anak melalui media Puzzle kelompok A di RA Ma’arif NU
04 Istigomah Kalisabuk Kesugihan Cilacap. Jenis penelitian ini adalah penelitian
tindakan kelas (PTK) atau Classroom Action Research. Penelitian tindakan kelas
ini adalah suatu penelitian yang dilakukan secara sistematis refektif terhadap
berbagai tindakan yang dilakukan guru sekaligus sebagai peneliti. Penelitian
tindakan kelas dilaksanakan melalui beberapa siklus, di mana setiap siklus terdiri
atas empat tahap utama, yaitu perencanaan, pelaksanaan tindakan, pengamatan, dan
refleksi.

Hasil yang diperoleh selama penelitian Penggunaan media puzzle dapat
meningkatkan perkembangan kognitif anak di RA Ma’arif NU 04 Istigomah
Kalisabuk Kesugihan Cilacap. Hal ini dapat dilihat saat sebelum tindakan (pra-
siklus) diperoleh anak yang berkembang sebanyak 2 anak dengan persentase
berkembang anak sebesar 67%. Pada siklus | pertemuan | diperoleh anak yang
berkembang sebanyak 5 anak dengan persentase berkembang anak sebesar 87%.
Selanjutnya peningkatan dapat dilihat pada siklus Il anak yang berkembang,
sebanyak 12 anak dengan persentase anak yang berkembang sebesar 87,2%, Hasil
penelitian tersebut telah mencapai harapan dalam penelitian ini.

Kata Kunci: Media Pembelajaran, Puzzle, Perkembangan Kognitif anak, Puzzle
kelompok A di RA Ma’arif NU 04 Istiqomah Kalisabuk
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ABSTRACT

Purwati, 212541009, Efforts to Improve Cognitive Development Through Puzzle
Play in Early Childhood Group A at RA Ma'arif NU 04 Istigomah Kalisabuk
Cilacap, January 2026

Learning media are tools, methods, and techniques used to enhance children's
cognitive development during learning activities. Puzzle play is considered effective
and engages children's attention during collaborative learning. Puzzle play is a top
priority in early childhood learning activities. Furthermore, it can stimulate
various child developmental areas, including physical-motor, cognitive, language,
religious, social-emotional, and artistic. Cognitive development is a crucial process
in early childhood, where children begin to demonstrate the ability to think,
understand, remember, and solve simple problems through interactions with their
environment.

The purpose of this study is to describe the process of improving children's
cognitive development through Puzzle media in group A at RA Ma'arif NU 04
Istigomah Kalisabuk Kesugihan Cilacap. This type of research is classroom action
research (CAR). This classroom action research is a research conducted
systematically and reflectively on various actions carried out by teachers who also
act as researchers. Classroom action research is carried out through several
cycles, where each cycle consists of four main stages, namely planning,
implementing actions, observing, and reflecting.

The results obtained during the study The use of puzzle media can improve
children's cognitive development at RA Ma'arif NU 04 Istigomah Kalisabuk
Kesugihan Cilacap. This can be seen before the action (pre-cycle) obtained
children who developed as many as 2 children with a percentage of child
development of 67%. In the first cycle of the first meeting obtained children who
developed as many as 5 children with a percentage of child development of 87%.
Furthermore, an increase can be seen in the second cycle of children who
developed, as many as 12 children with a percentage of child development of
87.2%. The results of this study have achieved the expectations in this study.

Keywords: Learning Media, Puzzles, Children's Cognitive Development, Group A
Puzzles at RA Ma'arif NU 04 Istigomah Kalisabuk
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