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This study aims to determine the effect of the Teams Games Tournament 
(TGT) cooperative learning model on student learning outcomes in 
Pancasila and Citizenship Education (PPKn). The TGT cooperative 
learning model aims to improve students' knowledge, abilities, and skills 
in a fun and competitive learning atmosphere. This study adopted a 
quantitative approach with a quasi-experimental pretest-posttest control 
group design. Participants were selected from class XI MM 1 (control 
group) and XI FKK (experimental group) at SMK Negeri 1 Cikedung, 
Indramayu Regency using purposive sampling. The sample consisted of 48 
students, 29 in the experimental group and 19 in the control group. Data 
analysis used SPSS 22, with a learning achievement test instrument 
consisting of 20 items. The results of the analysis showed that the average 
score of the experimental group's student learning outcomes was 82.06, 
while the average score of the control group was 77.89, with the moderate 
control group category and the high experimental group. Testing the 
hypothesis using the t test produces t count <t table (1.039 <2.015) with a 
significance level of 0.025 so that the null hypothesis (H0) is rejected and 
the alternative hypothesis (Ha) is accepted. Consequently, there was a 
significant difference in the post-test results between the control and 
experimental groups. Thus, the TGT cooperative learning model has a 
positive effect on the learning outcomes of Pancasila and Citizenship 
Education (PPKn), especially regarding the system and dynamics of 
Pancasila democracy, so that the learning outcomes in the experimental 
group are high. 
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INTRODUCTION 
 

Education as an institution for the development of human resources has a 
significant role in forming students to create unique national assets (Aji, 2020). 
This is following the function of national Education, which has been stated in the 
Law of the Republic of Indonesia No. 20 of 2003 concerning the National 
Education System Chapter I Article 1 states that Education is a conscious and 
planned effort to create a learning atmosphere and learning process so that 
students actively develop their potential to have religious, spiritual strength, self-
control, personality, intelligence, noble character, as well as the skills needed by 
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himself, the community, the nation and the State. Education in schools is a 
planned and purposeful process so that the learning process carried out by 
teachers and students can achieve learning objectives. 

One way to realize superior students is through the learning process that is 
carried out. A good learning process will create superior students in the end. 
Teaching in the standard context of the educational process is not just conveying 
learning material but is also interpreted as regulating the environment so that 
students are happy with learning (Emita & Lukas, 2022). 

Learning is a process by educators to teach students in a particular learning 
environment that has resulted in changes in behavior (Jusuf et al., 2021). Learning 
is a process, so some components are related to one another. Some main 
components in learning include learning objectives, educators, students, 
curriculum, strategies, media, models, and learning evaluation. The result of the 
relationship between the many components of learning, one of which will form an 
activity called the learning process. 

Educators are expected to create fun and practical learning process 
activities. One effort can be made to renew a learning model that can touch 
students' cognitive, affective, and psychomotor abilities. For example, a learning 
model that familiarizes students to be active so that students can develop all 
abilities to learn independently by looking at conventional issues in everyday life 
(Mulyati et al., 2022). 

Using learning models in Pancasila and Civic Education (PPKn) subjects 
that are not appropriate can impact learning activities that are quickly dull so that 
the material presented is complex for students to accept. In this case, it will impact 
learning outcomes and low student motivation. For example, students become 
lazy to study subjects Pancasila and Civic Education (PPKn), sleepy while 
attending lessons, less active in following lessons, and less precise in answering 
questions. It impacts the achievement of learning outcomes that do not reach the 
Minimum Completeness Criteria (KKM). 

It is suspected that citizenship learning tends to be boring, so learning 
outcomes stay within the minimum limit. The same is true in studies, which show 
that the civics subject in the learning process still seems to be taught a lot and 
needs to be learned (Wahyuni et al., 2021). Citizenship learning in the 2013 
curriculum aims to make students cooperative, critical, and active, providing 
experience and practice in the concept of national and state life inside and outside 
the classroom (Harendita & Kristianto, 2022). The teacher's more dominant role 
in the learning process causes students to perceive that the teacher constantly 
guides and directs them. Teachers, as sources of inspiration and motivation, 
should actively encourage students to participate. 

The results of observations made at 1 Cikedung Vocational High School 
obtained data that students tend to be less motivated. The average achievement 
percentage of KKM learning outcomes in previous PPKn subjects was 55%. The 
low achievement of student competence is possible because of the teacher-
centered learning process. The same thing happened to the research results 
released by the international civic and Citizenship Study, which shows that the 
average citizenship knowledge of students in Indonesia is still below the 
international average, namely 433 and 499. 
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Based on the observation results, teachers' learning model still seems 
monotonous and tends to rely on conventional learning models. This causes 
students to need more motivation in the teaching and learning process. Learning 
Pancasila and Civic Education (PPKn) involving students can improve their 
learning outcomes because, by learning PPKn, students can find new things that 
can guide them in everyday life in their social environment. Learning is a change 
in behavior in an individual due to interactions between one individual and 
another and between the individual and the environment (Kurniawan et al., 2022). 

Internal factors that affect the improvement of learning outcomes are factors 
experienced by students, such as learning attitudes, concentration, motivation, 
intelligence, self-confidence, learning goals, and study habits. In contrast, external 
factors influence learning activities, such as teachers, facilities and infrastructure, 
school environment, and curriculum (Emita & Lukas, 2022). Learning success 
PPKn at school depends on how the teacher teaches in class concerning the 
professional skills of Civics teachers. So far, there are still many teachers PPKn in 
teaching using conventional lecture methods by prioritizing students' abilities. 
Memorization. 

In the learning process, motivation is needed. Learning motivation in 
students is essential for improving learning outcomes. Ideally, students have many 
motivation sources in their learning experiences in each class (Amin & Lestari, 
2021). Objective PPKn in schools emphasizes mastery of knowledge and skills 
that equip students to handle everyday life (Zulhelmi et al., 2023). Leading role 
PPKn in the country is related to state formation and is designed to build a shared 
identity that instills patriotism and loyalty to the nation. The use of innovative 
learning models can increase the motivation and learning outcomes of students in 
learning PPKn, and teachers can use learning models Teams Games Tournament 
(TGT) (Arum, 2020). 

Learning Cooperative type Team Games Tournaments (TGT) is a type of 
cooperative learning model that uses academic tournaments, using quizzes, and an 
individual progress score system, where students compete as representatives of 
their team with other team members whose previous academic performance is 
equivalent to them. Increasing motivation and learning outcomes can be done with 
active learning, such as the TGT-type cooperative learning model (Arum, 2020). 
This learning model offers a pleasant atmosphere in learning activities that are 
packaged in the form of tournaments or competitions. In the end, students' 
learning activities are hoped to increase. 

TGT is a model that involves all students' activities, including religious, 
nationalist, independent, cooperation, and integrity, without having any status 
differences, involving the role of students as peer tutors with an element of play 
(Alexandro, 2021). If this model is implemented, it can increase the motivation 
and creativity of students in participating in class learning, and interaction can 
occur in groups so that students accept group members who have different 
knowledge and can learn to accept different opinions (Vebrianto & Thahir, 2021).  

This model has several advantages, namely (a) It makes bright students 
more prominent in learning, and students with medium and low abilities are also 
active in participating in learning because they are also given roles or assignments 
in their groups. (b) Cooperation fosters a sense of togetherness and mutual respect 
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among group members. (c) Make students more enthusiastic about following the 
lesson. Because the teacher promises awards to the best students or groups for 
those who win a tournament or competition. (d) Makes students more happy and 
enthusiastic in participating in learning because of game and competition 
activities (tournaments). However, the drawbacks are that it takes a long time, 
teachers are required to be good at choosing learning materials that are suitable for 
this model, teachers must prepare this model well before it is implemented, and 
must know the academic order of students from highest to lowest. 

Previous research revealed that applying the type cooperative learning 
model Team Games Tournaments (TGT), succeeded in increasing physics 
learning activities in class X BKP3 1 Denpasar Vocational High School. Another 
research is that applying the TGT cooperative learning model (Teams Games 
Tournament) can increase the learning motivation of students in class XI IPS 1, 
Lubuk Basung 1 High School. The TGT-type cooperative learning model is a 
learning model that can develop knowledge, abilities, and skills as a whole in a 
fun and competitive learning atmosphere inside the learning process. In addition, 
applying the TGT-type cooperative learning model increases student learning 
outcomes (Siregar et al., 2021). The cooperative learning model is a learning 
model that groups students into small groups with different abilities and works 
together to complete assignments (Anugrah et al., 2020).  

Based on the problems presented above, learning Pancasila and Citizenship 
Education using the TGT-type cooperative learning model is expected to be a 
solution. This is due to the type of cooperative learning models Teams Games 
Tournament (TGT) is a type of cooperative learning model that collaborates three 
main activities, namely group learning (Teams), Games, and competitions 
between groups (Tournaments) to achieve learning objectives. This study aims to 
determine the effect of the TGT cooperative learning model on student learning 
outcomes in learning Pancasila and Citizenship Education. The benefit of this 
writing is to increase knowledge and understanding of TGT-type cooperative 
learning on learning outcomes. 

 
 
METHODS 
 

The method of measuring learning outcomes uses a quantitative approach 
with quasi-experimental methods. The data processing technique uses test 
instruments in the form of multiple choice questions, which are tested for validity 
beforehand by a team of experts. The percentage results obtained are 86.5% (very 
feasible). Then the questions were tested for validity by students. Out of 25 
questions, only 20 were valid. Then, the valid questions were tested for reliability, 
and the value of r count > table (0.947 > 0.444) was obtained. This indicated that 
the questions were reliable and feasible to collect data. The data analysis 
technique uses the "t" test with the help of the SPSS 22 program for Windows and 
tests the N-gain score. The hypothesis in this study consists of: 

H0: There is no difference in the pretest/posttest results of the control class and 
the class experiment. 

Ha: There are differences in the results of the pretest/posttest of the control 
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class and the class experiment. 
Quantitative research collects numerical data, which is analyzed using 

mathematical/statistical methods (Mirdayanti et al., 2022). The experimental 
design used was a quasi-experiment with a pretest-posttest control group design. 
The population of this research is students of class XI of 1 Cikedung Vocational 
High School, Indramayu Regency. The sample of this research is the students of 
class XI Clinical and Community Pharmacy (FKK) and XI Multimedia (MM) 1 1 
Cikedung Vocational High School, who was taken with the technique of 
purposive sampling. Class XI FKK is the experimental class, and Class XI MM 1 
is the control class. 
 
 
RESULTS & DISCUSSION 
 
Results Pretest and Posttest Control Class and Experiment 

This study measured student learning outcomes by administering pretests 
and post-tests. The pretest was given first before being given treatment for both 
the control class and the experimental class. The purpose of the pretest is to 
measure students' initial abilities according to specific instructional objectives 
before participating in the learning process. At the same time, the post-test aims to 
measure students' abilities after receiving learning material (Hakim, 2022). The 
post-test was given after applying the TGT cooperative learning model to the 
experimental class and the conventional learning model to the control class. The 
following are the results of the pretest and post-test of students' learning outcomes 
in learning PPKn on system material and the dynamics of Pancasila democracy. 

Table 1. Pretest results for Control Class and Experiment Class 

Score Qualification Control class Experiment Classes 
total % total % 

95-100 Special 0 0 0 0 

80-95 Very good 0 0 0 0 

65-80 Good 0 0 0 0 

55-65 Enough 0 0 0 0 

40-55 Not enough 8 42,1 5 17,2 

0-40 Very Less 11 57,9 24 82,8 
Total 19 100 29 100 
Average 35 17,24 
 
There is Table 1, where it is known that the percentage of results from the 

pretest of the control class and the experimental class have different results. In the 
control class, 19 students obtained different pretest scores. 11 students were of 
inferior qualifications, with a percentage of 57.9%. 8 students need to be more 
qualified, with a percentage of 42.1%. Meanwhile, 29 students also obtained 
different pretest scores in the experimental class. 24 students were of inferior 
qualifications, with a percentage of 83.9%. 24 students were of inferior 
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qualifications, with a percentage of 83.9%. 5 students need to be more qualified, 
with a percentage of 17.2%. The choice of XI FKK as the experimental class was 
because the number of students who scored significantly less was more than that 
of class XI MM1. By applying the TGT-type cooperative learning model, it was 
hoped that it could improve learning outcomes. 

Table 2. Results Post-test Class Control and Experiment 

score 
Qualific

ation Control class Experiment 
Classes 

total % total % 
95-100 Special 2 10,5 9 31 

80-95 Very good 7 36,9 8 27,6 

65-80 Good 9 47,4 10 34,5 

55-65 Enough 1 5,2 2 6,9 

40-55 Not enough 0 0 0 0 

0-40 Very Less 0 0 0 0 
Total 19 100 29 100 
Average 77,89 82,06 
 
 Based on Table 2, it is known that the posttest results for the control class 

and the experimental class have different qualifications. Of the 19 students in the 
control class, there were 2 students (10.5%) with special qualifications, 7 students 
(36.9%) with very good qualifications, 9 students (47.4%) with good 
qualifications, and 1 student (5.2%) ) is sufficiently qualified. As for the 29 
students in the experimental class, there were 9 students (31%) with special 
qualifications, 8 students (27.6%) with very good qualifications, 10 students 
(34.5%) with good qualifications, and 2 students (6.9%) sufficiently qualified. 

Based on the post-test results in the control and experimental classes, using 
the model Teams Games Tournament (TGT) in learning PPKn on system material 
and the dynamics of Pancasila democracy affect student learning outcomes. These 
results follow those of, which state that the TGT-type cooperative learning model 
influences student learning outcomes (Limbung & Prabowo, 2022). 

 
Results and Discussion of Normality Test and Homogeneity Test 

Before the "t" test was carried out, the normality and homogeneity tests 
were first carried out. The normality and homogeneity test results can be seen in 
table 3. 

Table 3. Output of Normality and Homogeneity Tests 
Posttest Data 

Analysis 
Control class 

(KK) 
Experiment class 
(KE) Description 

Normality Test 
(Exact Sig.(2-tailed) 0,893 > 0,05 0,437 > 0,05 Normal distributed 

data 
Homogeneity Test 
(Based on Mean) 0,330 > 0,05 Both data are 

homogeneous 
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Based on the results of normality testing, obtained Exact Sig. (2-tailed) of 
0.893 > 0.05 in the control class data (XI MM 1), which indicates that the data is 
usually distributed. Meanwhile, Exact Sig. (2-tailed) the experimental class (XI 
FKK) is 0.286 > 0.05, showing that the data is usually distributed. Therefore, both 
data are typically distributed. In addition, in the data homogeneity test, the Based 
on Mean value is 0.330 > 0.05, so the two data are homogeneous. 

   
Test Results and Discussion Independent Sample T-Test during Pretest 

After carrying out normality and homogeneity tests, the next step is to 
perform a different test or t-test. In this study, researchers used the independent 
sample t-test. The normality test results show that the data is normally distributed, 
but the homogeneity test results show that the data is not homogeneous.  Despite 
the data being heterogeneous, Erna et al., (2020) state that an independent sample 
t-test can still be conducted. This is because in the test, independent sample t-test, 
homogeneous or not, and the data is not an absolute requirement. The output 
results of calculations on statistical software (SPSS) are based on tables “Equal 
variance not assumed" in decision making. The results of testing an independent 
sample t-test can be seen in Table 4. 

Table 4. Test Results Independent Sample t-test Control and Experiment Class Pretest 
 t-test equality of means 

T df 
PRETEST Equal variances 

assumed 
4.485 46 

 Equal variances not 
assumed 

4.960 45.726 

 
Based on Table 4, decisions are made by comparing value count with the t 

value obtained from statistical table data with a significance of 0.05 and a two-
tailed test. The mark t-count (Equal variances not assumed) obtained is 4.960, and 
the table corresponding to the degrees of freedom (df) n-2 = 46-2= 44 is 2.015. 
Because of a value greater than table (4,960 > 2,015), then the null hypothesis 
(H0) is accepted, and the alternative hypothesis (Ha) is rejected. There is no 
significant difference between the pretest results of the control class and the 
experimental class. 

  
Results and Discussion of the T-Sample Independent Test during the Post-
test 

After conducting tests to check normality and homogeneity, the next step is 
to perform a different test using the t-test. In this study, researchers used a test-
independent sample t-test. Based on the normality test results, it is known that the 
data is usually distributed, and in the homogeneity test, the data is proven 
homogeneous. Therefore, in determining the results of SPSS calculations, 
decisions are based on tables "Equal variance assumed" because both data have 
normal and homogeneous distribution. Test results independent sample t-test post-
test can be seen in table 5. 
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Table 5. Test Results Independent Sample t-test Post-test Control class and Experiment 
 t-test equality of means 

T df 
PRETEST Equal variances 

assumed 
-1.039 46 

 Equal variances not 
assumed 

-1.065 41.786 

  
Decision are taken by comparing t values count with the table. In this case, 

the output results show the value of tcount (Equal variances assumed) of 1.039. 
Markt table can be found in the statistical table with a significance of 0.05:2 = 
0.025 (2-tailed test) with degrees of freedom (df)n-2 = 46-2 = 44, and the value 
obtained table of 2.015. Because the value count was smaller than the table (1.039 
<2.015), then the null hypothesis (H0) was rejected, and the alternative hypothesis 
(Ha) was accepted. Therefore, there are differences between the post-test results 
of the control class and the experimental class. 

  
Test Results and Discussion N-Gain Score 

To see how big the differences in the pretest and posttest results of students 
in the control and experimental classes, as well as whether the use of conventional 
learning models (lectures and discussions) in the control class and the use of the 
TGT type cooperative learning model in the experimental class for system 
material and the dynamics of Pancasila democracy affecting student learning 
outcomes, a test was carried outN-gain score as a final test. This study uses SPSS 
22 calculations for Windows, and the SPSS output results are in Table 6, while the 
division of the N-Gain scores can be seen in Table 6. 

Table 6. Test Calculation Results N-Gain Score 
 Mean Minimum Maximum 

N-Gain  
Score  

Control Class 0.6594 0.33 1.00 

 Experiment 
Class 0.7646 0.33 1.00 

 
Based on the test calculations N-gain score, they obtained each class's 

average, minimum, and maximum values. For the control class (conventional 
learning), the average value is the obtained N-gain score of 0.6564, included in 
the medium category with a range of values N-gain score of minimum 0.33 and 
maximum 1.00. Meanwhile, for the experimental class (which uses the TGT 
model), the average value N-gain score is 0.7646, which is included in the high 
category based on the distribution of gain scores. The value range N-gain score 
minimum and maximum are 0.33 and 1.00. The conventional learning model has 
a moderate effect on the learning outcomes of students in class XI MM 1 (control 
class). While learning using TGT on system material and the dynamics of 
Pancasila democracy significantly influence student learning outcomes in class XI 
FKK (experimental class). 

The quantitative data analysis using the N-gain score test revealed a 
significant influence of the TGT-type cooperative learning model on student 
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learning outcomes, with a magnitude of influence at 0.7646. The achievement of 
learning outcomes shows an increase in student learning outcomes after the model 
is applied Teams Game Tournament (TGT) and high students obtain learning 
mastery. This follows the research results, which state that the Teams Games 
Tournament (TGT) learning model can improve student learning outcomes (Sari 
et al., 2022). 

Thus, the use of the TGT-type cooperative learning model affects the 
achievement of student learning outcomes in subjectsPKn. This is supported by 
the results of testing the hypothesis, which states that applying cooperative 
learning modelsTeams Game Tournament (TGT) influences the learning 
outcomes of class XI FKK students at 1 Cikedung Vocational High School, 
Indramayu Regency. This is in line with the results of previous research, which 
stated that the use of the TGT-type cooperative learning model had a positive and 
significant effect on student learning outcomes (Mardani & Sadyana, 2022). The 
results of this study provide a reference that to improve student learning 
outcomes, teachers must be selective and creative in choosing and implementing 
appropriate and efficient learning models. This follows previous research 
statements, which say that the method of presenting lessons is one of the factors 
that determine the success of student learning, so teachers must master the subject 
matter presented and choose the correct method of teaching (Alexandro, 2021). 

One of the learning models recommended by researchers to be applied to 
learning PKn is Models Teams Game Tournament (TGT). The cooperative 
learning model is a learning model that groups students into small groups with 
different abilities and works together to complete assignments (Lestari et al., 
2023). The cooperative learning model used in this study is the Teams Games 
Tournament (TGT) type. The TGT type of cooperative learning is a learning 
model that is easy to apply, involves the activities of all students without 
differences in status, involves the role of students, and contains elements of play 
(Aji, 2020). 
 
 
CONCLUSION 
 

The Teams Games Tournament (TGT) Cooperative Learning Model has 
proven to be very effective in improving Civics learning outcomes for Class XI 
FKK students at SMK Negeri 1 Cikedung, Indramayu Regency. The application 
of this innovative learning approach to learning Pancasila Democracy Dynamics 
and System Materials has resulted in noteworthy improvements. By comparing 
the pretest and posttest scores of student learning outcomes, it can be seen that the 
experimental class obtained an average score of 82.06, while the control class 
obtained a score of 77.89. This difference indicates a significant increase in 
learning outcomes after the application of the TGT cooperative learning model. 
The use of active and innovative learning strategies has contributed to this 
important advance. 

The significance of post-test results on pre-test results in the experimental 
class strengthens the idea that learning outcomes increase significantly after using 
the TGT cooperative learning model. Statistical analysis using the t test supports 
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this finding, because the calculated t value (1.039) is smaller than the critical t 
table value (2.015) at a significance level of 0.025. Thus, the null hypothesis (H0) 
is rejected, and the alternative hypothesis (Ha) is accepted, which confirms the 
substantial effect of the TGT cooperative learning model on Civics learning 
outcomes is in the high category. To further motivate students to excel in their 
studies, it is advisable to recognize and reward successful students with awards. 
These incentives can serve as motivation for students to continue working towards 
improving learning outcomes, which ultimately benefits their overall academic 
progress. 

In conclusion, the Teams Games Tournament (TGT) Cooperative Learning 
Model has demonstrated its suitability and efficacy in improving Civics learning 
outcomes for class XI FKK students at SMK Negeri 1 Cikedung, Indramayu 
Regency. The positive results obtained from the pretest and posttest, as well as 
statistical analysis, support the effectiveness of this innovative and active learning 
approach. By recognizing and encouraging student achievement, the desired 
learning outcomes can be further enhanced. 
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