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Abstract: This research aims to improve student learning outcomes through the use of 
teams games tournament (TGT) learning. This classroom action research was carried out 
in class VII B of SMP Negeri 10 Manokwari. The research subjects were 18 students. The 
cycle was carried out as much as and and a test to measure student learning outcomes. The 
results of the study show that the use of TGT learning can improve student learning 
outcomes. It is proven by the percentage of the average classical completeness score of 
students' learning outcomes in the first cycle of 77.8% and increased in the second cycle to 
88.9%. The findings indicate that student learning outcomes has met the 75% classical 
standard. Student activity has also increased. Based on the results of the research that has 
been done, it can be concluded that the application of TGT can improve student learning 
outcomes. 
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Abstrak: Riset ini bertujuan meningkatkan hasil belajar siswa melalui penggunaan teams 
games tournament (TGT) learning. Penelitian tindakan kelas ini telah dilaksanakan di kelas 
VII B SMP Negeri 10 Manokwari. Subjek penelitian adalah 18 siswa. Siklus dilaksanakan 
sebanyak dan dan sebuah tes untuk mengukur hasil belajar siswa. Hasil penelitian 
menunjukkan bahwa penggunaan pembelajaran TGT dapat meningkatkan hasil belajar 
sisw. Terbukti pada persentase nilai rata-rata ketuntasan klasikal hasil belajar siswa pada 
siklus I sebesar 77,8% dan meningkat pada siklus II menjadi 88,9%. Temuan 
mengindikasikan bahwa capaian siswa telah memenuhi standar kaslikal sebesar 75%. 
Aktivitas siswa juga mengalami peningkatan. Berdasarkan hasil penelitian yang telah 
dilakukan dapat disimpulkan bahwa dengan penerapan TGT dapat meningkatkan hasil 
belajar siswa. 
 

 Kata kunci: Pembelajaran biologi, prestasi IPA, pembelajaran team games tournament   
 

INTRODUCTION 

Learning is carried out aiming to improve the learning process between students and 

teachers who are wrong. Mistakes that occur continuously have caused student learning 

outcomes to decrease. To improve student learning outcomes, learning models are needed 

that increase student learning interest, motivation, and skills (Beluan et al., 2018; Thenu et 

al., 2023; Damopolii et al., 2018; Kurniawan et al., 2021; Lelasari et al., 2021; Nusantari et al., 

2020). Researchers have made observations in class VII SMP Negeri 10 Manokwari. It is 

suspected that the science scores of students at school are still low. This can be seen from 

the value of the final evaluation conducted by the teacher which is still low. The lack of 

enthusiasm of students in the learning process can affect their understanding of the material 
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being studied. In particular, the material for the classification of living things turned out to 

have low students where the highest score was <50. There were no students who scored 

above it, so this indicated that 100% of students did not pass because no one met the 

minimum standard criteria for science lessons (the minimum standard for science learning 

was 65). Therefore the teacher needs a fun learning model so as to increase the enthusiasm 

of students. 

One of the materials that students find difficult is the material for classifying living 

things. This material uses scientific language that is so complicated. Many students do not 

master the classification of living things (Diah et al., 2023; Idris et al., 2018; Mecita et al., 

2019; Rohwati, 2012; Selvi & Öztürk Çoşan, 2018; Surya, 2019; Yunita, 2016). As many as 

60% of students find it difficult to understand this material due to the lack of use of learning 

resources and teacher teaching strategies that are not optimal (Istiani & Retnoningsih, 2015). 

Research that has been conducted by Purnamasari et al. (2012)have revealed that the reason 

students do not understand this material is the use of minimal learning resources, no media, 

and no variation in teaching. In addition, this researcher revealed that students only saw, 

recorded and heard the teacher's explanation which indicated that the learning process was 

dominated by the teacher. Ndia et al. (2021) in his research revealed that the dominance of 

memorizing Latin names has caused students' understanding of classification material to be 

not optimal. Sofian et al. (2022) have identified that the problems that occur related to 

teaching classification materials are the activities and student learning outcomes are not good, 

students are not enthusiastic about learning, students have discussions outside of teaching 

topics, and do not do assignments. 

Learning must improve student performance, skills, motivation and activity 

(Damopolii et al., 2019; Mandasari et al., 2021; Samara et al., 2018; Yurida et al., 2021). TGT 

(teams games tournament) learning is one of the learning methods that can solve learning 

problems. TGT can enhance learning achievement and student interest compared to other 

learning (Damanik et al., 2023). Conventional learning has caused problems for students, but 

that can be corrected by learning TGT (Antika & Yono, 2023). The large number of students 

who do not complete learning can be overcome by using TGT learning (Armidi, 2022). In 

TGT learning it has made students interested, able to analyze, able to do assignments and 

listen well to learning (Armadani et al., 2022). Hasibuan et al. (2022) has conducted a review 

on the use of TGT learning in science learning related to the topic of biology. They revealed 

that TGT as a learning alternative, can help students who are low in activity and low in 

interest to get good performance. TGT learning has been proven to improve students' 

science learning outcomes (Novritasari et al., 2022). Thus, the purpose of this study is to 

enhance student learning outcomes through applying TGT learning. 

METHOD 

This research is a type of classroom action research accomplished at SMP Negeri 10 

Manokwari. In this study, 1 class was used, namely class VIIB with the number of students 



34 

as a sample, namely 18 students. In the research process TGT learning was applied in 2 

cycles. 

The learning tools that have been prepared are in the form of lesson plans, student 

worksheets, observation sheets and learning achievement tests. Learning tools have been 

validated by experts and declared valid. Implementation of learning for two cycles with the 

learning used is TGT. Observations were made to determine the process of implementing 

learning in class related to teacher and student activities. Events that arise during the 

implementation of learning in class will be evaluated and problems that arise are used as 

material for reflection. In reflection, the researcher analyzed the results of the observations 

and then used them as material for reflection to improve the next cycle. Reflection was 

carried out twice, namely in cycle I and II. 

The indicator of success is that students pass when they get a score of ≤ 65. On 

scores below that, students do not pass. classical pass is 75%. 

RESULTS AND DISCUSSION 

This research is a classroom action research accomplished at SMP Negeri 10 

Manokwari, where the class that was used as the object of this research was class VIIB with 

18 students. The material being taught is the classification of living things. The results of this 

research are presented in Figure 1 (learning activities) and 2 (learning outcomes). 

 

 

Figure 1. Student activity in TGT learning 
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activities, especially when playing games and tournaments. In cycle I, the activity values of 

students were included in the very good category, so it was continued in cycle II to see if 

there was an increase in some aspects that were still in the sufficient category. 

In cycle II, however, student activity increased slightly, with the average percentage 

reaching 91.37 percent. The aspects that experienced an increase were that students paid 

more attention to the delivery of material, some students began to actively ask questions, and 

students received scores obtained after games and tournaments. Based on the achievement 

of this score, it is known that the activity of students is considered optimal. From the average 

percentage of student activity values 91.37% are included in the very good category. 

Based on the results of the analysis of observations on the observation of student 

activities and student learning outcomes with the utilization of the TGT learning, there are 

still deficiencies in the learning process so that the results obtained are not optimal, as 

follows: 

1. Student activities at meetings in cycle I are still lacking in aspects where students are still 

difficult to participate in asking questions. 

2. Student learning outcomes obtained by using a formative test of 15 multiple choice 

questions, there are still 4 students with a percentage of completeness criteria of 22.2% 

who have not met the minimum completeness score. This is due to students' lack of 

understanding of the material being taught. It is hoped that at the next meeting the 

weaknesses in cycle I can be corrected. 

 

 
Figure 2. Student learning outcomes in TGT learning 

 

0% 20% 40% 60% 80% 100%

Cycle I

Cycle II

77.8%

88.9%

22.2%

11.1%

Pass Not Pass



36 

The completion percentage of students' learning outcomes can be determined 

through the pass category. The students' learning outcomes in cycle I who passed were 77.8% 

and students who did not pass were 22.2%, while in cycle II students who passed were 88.9% 

and those who did not passed were 11.1%. 

Based on the results of the implementation of learning in cycle II using the TGT 

learning is better than cycle I. This can be seen from the results of the analysis that has been 

carried out on student activity and learning outcomes. On the activity observation sheet, 

students experienced an increase of 0.77%. The success in cycle II was also seen from the 

evaluation of student learning outcomes, which increased by 11.1%, this was seen in the 

number of students who did not complete in cycle I as many as 4 students and decreased in 

cycle II by 2. student person. Cycle II learning outcomes with an average value of 81.02 with 

classical completeness achieved at 88.9%. This has reached the classical completeness 

indicator so that the researcher does not continue in the next cycle. 

Research has succeeded in improving student learning activities and outcomes. TGT 

has been able to elevate student learning activities and outcomes. these findings are in line 

with previous research that TGT can elevate student learning outcomes (Arga et al., 2022; 

Novritasari et al., 2022; Samrin et al., 2021) and student activity (Asniwati et al., 2018). 

Student activity increased because TGT invited students to play games and tournaments with 

other group members. Students in their groups must try to solve the problems given by the 

teacher so that they can win compared to other groups. In the TGT that has been applied 

students are not passive, but they are active in discussions and looking for answers. The 

increase in this activity shows that they continue to understand the material provided. The 

impact of high student activity in TGT is increasing their understanding of the material. 

Measurements at the end of the cycle have indicated that student learning outcomes have 

increased. Thus TGT is the right solution to be used to improve student learning activities 

and outcomes, especially material on the classification of living things. 

CONCLUSION 

On the basis of the research data and discussion, it is possible to conclude that the 

application of TGT learning may increase the learning outcomes of class VIIB students of 

SMP Negeri 10 Manokwari, as evidenced by the criteria of completeness of student learning 

outcomes in cycle I (77.8%) and cycle II (88.9%). The rate of growth reached 11%. 
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