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Abstract: The objective of this study was to find out the influence of team games tournament (TGT) on short stories 

learning outcomes of grade IV students; it was conducted in elementary school SDN 4 Kabila, Bone Bolango 
Regency. This quantitative (experimental) research employed a one-group pretest-posttest design. The primary data 

were collected from the result of pre and posttest, observation and documentation. The average result of pre and 

posttest was 54.50 and 82.00 respectively. This result also signifies that Ho is rejected and Ha is accepted. In 

conclusion, the application of team games tournament contributes to the learning outcomes of grade IV students in 
the lesson of short stories. 
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I. INTRODUCTION 

The quality of education can be enhanced through 
several approaches. It can be carried out by improving 
students’ learning outcomes upon the completion of 
learning processes among others. The process of learning 
is defined as a step in education that provides the students 
with the opportunity to develop their potentials, involving 
attitudes, knowledge and skills necessary for daily life [1]. 
These potentials also help the students to socialize with 
others for the interest of a community, nationhood and 
human welfare. Activities of learning must be directed to 
facilitate the accomplishment of competencies which have 
been established in a curriculum. This is to nurture the 
characteristics of independence and life-long learner to the 
students. Every process undertaken by the students 
determines the final result of their learning. 

Learning outcomes are also defined as the students’ 
educational achievement, which encompasses the 
affective, cognitive and psychomotor aspects [2]. In 
addition to teaching, a teacher has a central role and 
responsibilities as an educator. These responsibilities can 
increase the success rate of students in learning. Still, 
students’ success is also determined by the quality of 
teaching and, without question, the internal of the 
students. A teacher who comprehend their lesson 
significantly affect the achievement of the students during 
their study.  

Factors that affect the students’ abilities and success in 
learning a particular subject can be seen from their 
academic achievement. This concept emphasizes that the 
learning model applied by the teacher is central to 
ensuring the positive outcomes of the students. The use of 
the learning model is among the aspects that shape the 
progress of students’ academic conduct. With that being 
said, a teacher is urged to understand various learning or 

teaching methods. Applying the most suitable method 
ensures the effectiveness of most students. Moreover, a 
teacher needs to be able to create a fun and engaging 
learning atmosphere to stimulate students’ curiosity and to 
encourage their active participation during the lesson. 

The students’ learning outcomes in Indonesian 
language subject is, in fact, poor. Most students do not 
pay attention to the teacher’s explanation because the 
teaching method is lacking innovation, creativity and 
variation. This situation blames several factors, such as 
the ineffective learning model applied during the class.  
Monotonous learning method causes boredom to students; 
it also impacts on the students’ motivation to learn. The 
learning model used in teaching the Indonesian subject is 
mostly conventional, e.g., lectures, questioning and simple 
group learning. Teachers rarely use other engaging, 
interesting choices, which is also motivating for the 
students in the class. 

The issue of this study was identified from a 
preliminary observation and interview with teachers of 
grade IV in elementary school SDN 4 Kabila, Bone 
Bolango. The observation reported that oftentimes the 
teacher prefers the conventional method, such as 
questioning, lectures and group learning to teach short 
stories. Those models lead to boredom as it does not 
cultivate the students’ motivation and participation in 
learning. This situation also affects the learning outcomes 
of the students. Some of the students in the school are, in 
fact, unable to meet the minimum mastery criteria for the 
Indonesian language subject. 

The above situation has emphasized the necessity to 
implement a creative, effective and fun learning model. 
Among the suitable options is the application of Teams-
Games-Tournament model. Reference [3] defines the 
Teams-Games-Tournament or TGT learning model as one 
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of the cooperative learning models in which the students 
are divided into a group of five to six. The group consists 
of students with different skills, sexes and races. The 
uniqueness of TGT model has attracted the teacher’s 
attention as the students will participate in a game or 
tournament by the end of every learning. Further, the 
advantage of this model is to foster the students’ 
motivation in learning due to its tournament or 
competition element. This concept also drives the 
students’ active participation in the class. The group work 
also encourages the students, regardless of their academic 
capacities, to cooperate with other members of the group 
throughout the course.  

From the above discussion, this study is to investigate 
the influence of team games tournament (TGT) on the 
learning outcomes of grade IV students in learning short 
stories in elementary school SDN 4 Kabila, Bone Bolango 
Regency. 

II. LITERATURE REVIEW 

A. Definition of Learning Outcomes 

Reference [4] defines learning outcomes as the 
changes of a student in terms of their cognitive, affective 
and psychomotor aspect; the changes are described as a 
result of learning activities. It is also argues that the 
learning outcomes also refer to the level of 
accomplishment of a student in a particular subject [4]. 
The level is in the form of a score retrieved from 
evaluation or tests of a set of lessons. Reference [5] 
further adds that learning outcomes are the abilities 
possessed by a student after participating in classroom 
learning; the process of acquiring the new abilities or 
skills are also accompanied with positive changes of the 
student, encompassing the affective, cognitive and 
psychomotor.  

Another argument states that learning outcomes are 
the skills or abilities gained from the student’s learning 
experience [6]. Learning outcomes of the students, i.e., the 
skills acquired by the students from the process of 
learning behaviors, can be identified from the students or 
learners’ performance [7]. Further, reference [6] notes that 
the score or grade functions as the evidence of the new 
skills that have been learned by the students. The score is 
from the result of assessing the students’ achievement in 
particular criteria. This tenet implies that the learning 
outcomes are the assessed object. 

B. Factors Affecting Learning Outcomes 

Reference [4] states that the learning outcomes of 
students are the output of the interaction among all 
contributing factors, be it internal or external. The detail 
of the internal factors and external factors are explained in 
the following paragraph. First, the internal factor refers to 
those from the inner self of the students which determine 
the students’ learning capabilities. This factor 
encompasses the students’ intelligence, interest, attention, 
motivation of learning, perseverance, attitude, study 
habits, and physical and health conditions. Second, the 
external factor refers to outside influences that impact the 
students’ learning achievement. This factor is from the 
students’ families, school environment and society. 

C. Principles of Learning Outcomes 

Reference [8] has formulated the basic principles of 
learning outcomes. First, a test must be designed to 
measure the outcomes of learning outcomes in which the 
limitation of the measured item has been clearly defined 
according to the instructional objectives. Second, a test 
must function as a benchmark of the learning outcomes of 
a representative sample. It also encompasses the material 
or lesson of the instructional or teaching program. Third, a 
test must contain items which are suitable to examine the 
established learning goal. Fourth, a test must be designed 
according to the intended use of the test results. Fifth, the 
reliability of a test must be prioritized; also, the result of 
the measurement must be interpreted cautiously. Sixth, the 
test must be able to enhance the learning outcomes of the 
learners. 

D. Definition of Short Story 

Reference [9] defines the term short story as a piece of 
prose fiction that tells its readers about a character, 
predominantly the main protagonist, in a specific setting 
and a dramatic situation. The term short story is also 
described as short prose depicting a story of human life 
with only one problem or conflict and limited characters; 
the story can be non-fiction or fiction [10]. A short story is 
an art of telling a story as a whole entity [10]. Although it 
is considered as only one entity, some short stories may 
contain more than one element. The number of such 
prose’s elements, however, are not excessive.  

Another opinion on the definition of short story is seen 
in reference [11]; it is argued that short stories are a short 
literary work in the form of prose. The story has its plot, 
characters and situations; it should be noted that these 
components are limited in terms of its number. 
Furthermore, this type of written literary work tells about 
certain experiences with more compact plot compared to 
other forms of prose; it can be read or finished in one 
sitting [12]. 

Several intrinsic elements that build a short story 
involve characters, characterization, plot, setting, theme 
and message of the story [13]. 

E. The Concept of Teams-Games-Tournament 

Teams-Games-Tournament or TGT is categorized as a 
cooperative learning model for its nature in which the 
students are divided into several groups during the class. 
De Vries and Slavin developed this model in 1978 at John 
Hopkins University. The Teams-Games-Tournament or 
TGT learning model is among the cooperative learning 
models where the students are divided into a group of five 
to six. The group consists of learners with different skills 
and other backgrounds [14]. This opinion resonates to the 
idea seen in reference [15] that the Teams-Games-
Tournament or TGT learning model is, by nature, 
cooperative learning. During the class, the students work 
in a group of four to five. The grouping does not consider 
the students’ skills, sexes and races. 

F. Stages in Teams-Games-Tournament 

The Teams-Games-Tournament or TGT learning 
model has five stages. These stages, according to Slavin, 
consists of a class presentation, teams, game, tournament 
and team recognition [14]. 
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G. Advantages and Disadvantages of Teams-Games-

Tournament 

Reference [15] mentions several advantages of 
implementing TGT model. First, students’ involvement is 
improved during classroom learning. Second, the model is 
able to boost students’ motivation. Third, in addition to 
obtaining the insight from the teacher’s explanation, the 
students can gain knowledge by themselves. Fourth, the 
TGT model is effective to foster positive self-attitudes, 
such as teamwork, tolerance and open-minded or 
accepting opinion from others. Fifth, the provision of 
reward an appreciation in the TGT model encourages the 
students to keep aiming higher. Sixth, dividing the 
students into some small groups help the teacher to 
monitor the students’ activities and cooperation 
throughout the course. However, the model has its 
drawbacks. Some of them are mentioned in the research 
seen in reference [15]. First, the TGT model is time-
consuming, especially for those who are new in teaching. 
Second, the model requires supporting facilities and 
infrastructures, such as the questions or instructions of the 
tournament. Third, the students want to study if there are 
rewards. 

H. The Influence of Teams-Games-Tournament on 

Learning Outcomes of Elementary Students 

The preliminary observation found that in the research 
site, the students’ learning outcomes in the subject of the 
Indonesian language is poor. Some of the students did not 
pay attention to the teachers’ explanation. As a result, they 
have a poor understanding of the lesson. This situation 
urges the teacher to think creatively in selecting the 
learning method. Monotonous learning method causes 
boredom to students; it also lowers the students’ 
motivation in learning. TGT learning model is among the 
solutions to enhance the students’ learning outcomes; it is 
believed that the model is effective to maximize the 
students’ performance in learning. Further, the advantage 
of this model is to foster the students’ motivation in 
learning due to its tournament or competition element. 
This concept ultimately drives the students’ active 
participation in the class.  

The tournament activities embedded in the TGT 
model allow the student groups to compete with each 
other, meaning that all members of the group, regardless 
their intelligence or activeness, must partake in the game 
or the tournament actively. Therefore, the main goal of 
using the TGT model is to raise the awareness of all 
students to participate in the learning activities as a group 
by encouraging the students to win the game. This 
situation ensures the chance of students other than high 
achievers to understand the lesson and ultimately boost 
their achievement. 

III. METHOD 

The rationale for selecting an experimental research 
method is to find out the influence of the independent 
variable (X) on the dependent variable (Y). Still, this 
present study did not involve the control class as a 
benchmark for the treatment group. Moreover, the sample 
was not selected randomly. The design of this present 
study was one group pre and posttest.  

This study involved two variables, namely 
independent and dependent variables. The independent 

variable refers to a variable that influences others or the 
one that causes changes in the dependent variable [16]. 
The TGT model was the independent variable of this 
study; it is represented by the “X” letter. Furthermore, the 
dependent variable of this study, i.e., the variable whose 
value depends on that of another or the independent one 
[16]. In this study, the dependent variables were the 
students’ learning outcomes; it is symbolized with the 
letter “Y”. 

Population refers to an area of generalization 
consisting of the object(s) or subject(s) possessing certain 
qualities or characteristics that meet the needs of the 
research. The subject(s) or object(s) are further analyzed 
before coming into a conclusion. The population of this 
study was the students of grade IV, elementary school 
SDN 4 Kabila, Bone Bolango Regency. The sample, i.e., a 
part or characteristics of the research population, involved 
14 students of grade IV. These students were selected 
using a saturated sampling method. 

A data collection technique, as reference [16] have 
claimed, refers to the most strategic stage in research since 
the main purpose of conducting research is to generate 
data. Appropriately selecting the data collection method 
can ensure the objectivity of the data. Some of the 
methods in collecting data are namely observation, test, 
treatment and documentation. The instrument of this study 
was a multiple-choice test consisting of 25 numbers. 

Furthermore, the data were analyzed using a validity, 
reliability and normality test. The Liliefors test was used 
to examine the data normality. 

A. Statistical Hypothesis 

The hypotheses that were examined in this present 
study are as follows: 

Ho = ρ = 0 

Ha = ρ ≠ 0 

Description: 

Ho = there is no significant influence of Team Game 
model on students’ learning outcomes in studying short 
stories in grade IV, elementary school SDN 4 Kabila, 
Bone Bolango Regency. 

Ho = there is a significant influence of Team Game 
model on students’ learning outcomes in studying short 
stories in grade IV, elementary school SDN 4 Kabila, 
Bone Bolango Regency. 

These hypothesis was examined using a t-test formula 
as follows: 

 (1) 

Description: 

Md = mean of the difference between pretest and posttest 

xd = deviation of each subject (d-Md) 

ΣX^2 d = number of squares of deviation 

N = subject on the sample 

d.b. = determined by N-1 
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IV. RESULTS AND DISCUSSION 

A. Results 

The preliminary observation reported that in the 
research site, the students’ learning outcomes in the 
subject of the Indonesian language is still below standard. 
This situation blames in ineffective choose of learning 
model that the teacher applies. In other words, keep 
applying the same learning method causes boredom to 
students by which it impacts on their motivation to learn. 
Another problem is that the lack of students’ engagement 
in comprehending the teacher’s explanation. The above 
issues have urged a study to investigate the application of 
Teams-Games-Tournament or TGT model in classroom 
learning. This study was conducted in elementary school 
SDN 4 Kabila, Bone Bolango Regency on 26 April 2019. 

The objective of this study is to find out the influence 
of team games tournament (TGT) on the learning 
outcomes of grade IV students in learning short stories. 
Further, this study focuses only on one control group 
participated in the treatment; a pre-test and post-test were 
administered to the group. The study began by performing 
the validity and reliability test. Following this step was to 
assess the students’ learning outcomes in discussing short 
stories before (pretest) and after (posttest) the 
implementation of TGT learning model.  

The collected data were quantitative by nature, 
focusing on the result of the pre and posttest. The 
validation of the research instrument, i.e., the multiple-
choice test for the students of grade IV in the research site, 
was also conducted; this step began from 16 April to 22 
April 2019. The test consisted of 25 questions; each test or 
the pretest and posttest have different questions or items. 
The result of the validation of both pretest and posttest 
reveals that 15 questions or items are confirmed valid, 
while the remaining ten questions are invalid. Therefore, 
only 15 questions were used in both tests for grade IV 
students or the research subject. 

B. Discussion 

According to the research finding, there is a difference 
between the students’ pretest and posttest results. The 
highest score in the pretest is 87, while the lowest score is 
33; this finding is from the test result of all 14 students or 
the research sample. The overall pretest score of the class 
reaches 772 with an average measuring at 55.14. After 
successfully assess the students’ pretest, this study 
proceeds to the next stage, i.e., treatment or the 
implementation of TGT learning model. This is to 
examine the influence of the use of the learning model on 
the achievement of grade IV students in learning short 
stories.  

The result of the treatment finds that the highest score 
of the posttest is 100, while the lowest score gets 67. 
Furthermore, the overall posttest score of the class arrives 
at 1,181 with an average of 84.36. The next stage was the 
data analysis using a descriptive statistics model. The 
analysis finds that the average of the pretest (54.50) has 
the standard deviation value of 14.79, while the standard 
deviation of the posttest (average score 82.00) reaches 
8.43. Moreover, the data analysis shows that the normality 
of the data of variable Y1 (pretest) and variable Y2 
(posttest) are normally distributed. 

The hypothesis explaining that the TGT model 
influences the learning outcomes of grade IV students in 
learning short stories was also performed. The result of 
this test confirms that the application of TGT contributes 
to the learning outcomes of grade IV students in 
discussing the previously mentioned lesson.  

The above test is based on the result of t-test at the 
significance level (α) = 0.05 gets tcount > ttable. The 
highest value of tcount is 12.01; this is generated from the 
data of the distribution of ttable, which arrives at 2.160, 
meaning that the result is significant. In other words, the 
result finds that Ho is rejected and Ha is accepted.  All in 
all, the hypothesis that the application of TGT contributes 
to the learning outcomes of grade IV students in 
discussing the previously mentioned lesson has been 
proven. 

V. CONCLUSION AND RECOMMENDATIONS 

A. Conclusion 

This present study finds that the application of Teams-
Games-Tournament or TGT learning model contributes to 
the learning outcomes of grade IV students in the lesson 
of short stories. 

B. Recommendations 

From the above results and conclusion, this study has 
proposed several recommendations for future 
development. These are explained in the following 
paragraph. 

First, students are expected to increase their active 
participation in receiving the lesson explained by their 
teacher during the class, specifically in studying a lesson 
of short stories. It is essential for them to ace the test on 
the previously mentioned topic.  

Second, the teacher is urged to consider the TGT 
learning model as the alternative or solution to teaching 
the Indonesian language subject, especially in the topic of 
short stories. This suggestion also applies to the school as 
the TGT model can serve as the reference to improve the 
quality of education, such as in the language subject. In 
addition, it is the responsibility of the school to encourage 
its teachers to apply active, creative and varied learning 
model to improve the students’ learning motivation.  

Third, the suggestion for further research is to conduct 
an in-depth investigation of the implementation of TGT 
with a wider scope or different perspective for the 
improvement of the aforementioned learning model in the 
future. 
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