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ABSTRACT 
 
This research investigates the impact of the Problem-Based Learning (PBL) model on 
enhancing students' critical thinking abilities within civic education in third-grade 
classes at SDN Srewendari, Malang City. The study aims to assess the influence of the 
PBL approach on students' proficiency in analyzing facts, articulating reasons and 
arguments, drawing conclusions, and effectively presenting their findings. Employing 
a quasi-experimental design with Nonequivalent Groups Pretest-Posttest Control 
Group methodology, the research compares the average post-test scores of critical 
thinking skills between the experimental and control groups through a t-test. The study 
population comprises third-grade students from SDN Srewendari, Malang City, with 
the sample consisting of experimental class IIIa and control class IIIb. Data collection 
involves observation utilizing rating scale instruments and assessments comprising test 
or evaluation questions administered during class sessions. The analysis is conducted 
descriptively and quantitatively, employing a difference test with a confidence level 
exceeding 95%. Findings indicate a positive and statistically significant impact of the 
Problem-Based Learning model on students' critical thinking skills within civic 
education. 
Keywords: Learning Outcomes, Learning Motivation, Teams Games Tournament, 
Forces 
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INTRODUCTION  

The government always strives to improve the quality and standards of education. One way to 

enhance the quality and standards of education is by refining the teaching and learning process. To 

achieve the goals of the teaching and learning process, there must be good cooperation between teachers 

and students. According to Astawa (2017), resolving issues in the education sector can be achieved when 

there is a shared vision among students, teachers, school principals, parents, relevant departments, and 

local governments as stakeholders in the education sector. This shared vision is considered the key to 

overcoming existing problems. Therefore, all parties in the education sector must fulfill their roles to the 

best of their abilities. 

One of the most crucial elements in achieving national educational goals is the role of teachers. 

According to Putri et al. (2023), teachers need to continuously develop their professional skills to adapt 
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to the developments and demands of the profession. This includes the ability to carry out teaching 

effectively. Without this ability, teachers will not be able to innovate and be creative in carrying out their 

duties and functions, as stated by Raharjo (2020). Therefore, developing teachers' professional skills is 

essential in meeting the demands of the times and producing quality education. 

Ineffective learning processes and lack of student engagement often result in negative impacts, 

causing students to lose motivation, pay less attention, and even appear bored during the learning 

process. Students who lose motivation to participate in learning can lead to an inability to achieve the 

desired learning goals. According to Rachmadtullah (2015), meaningful learning is expected to provide 

more meaningful learning experiences for students. In this context, students are actively involved in 

learning, allowing them to acquire the knowledge provided directly. This meaningful learning approach 

aims to motivate students and give deeper meaning to the learning process. 

Factors significantly impacting the teaching and learning process can be divided into two main 

categories: factors from within and outside the individual (Hermita et al., 2021). Factors from within the 

individual include aspects such as IQ, learning motivation, and perseverance. Meanwhile, factors from 

outside the individual involve teacher support, teaching methods teachers apply, and teaching models’ 

teachers use in implementing the learning process. 

In the category of factors within the individual, aspects such as intelligence quotient (IQ), 

learning motivation, and perseverance play crucial roles. IQ reflects an individual's intellectual ability 

while learning motivation and perseverance indicate the extent to which an individual is willing and able 

to face challenges in the learning process. On the other hand, external factors include elements related 

to the learning environment. Teacher support, implemented teaching methods, and teaching models’ 

teachers use significantly impact the teaching-learning process's effectiveness. Good coordination 

between internal and external factors is crucial to achieving desired learning goals. Balancing these 

factors is critical to attaining learning success and creating an optimal learning environment. 

In reality, many teachers are not active in developing learning activities in the classroom. This 

condition can cause students to lose interest in learning. Many teachers tend to adopt lecture-based 

teaching methods without involving interactions among students. In such learning environments, one-

way communication occurs where teachers provide information to students without encouraging 

interaction. Many teachers are limited to monotonous teaching methods, which can ultimately make 

students feel bored and less interested. The impact of these less varied teaching methods can lead to 

negative conclusions among students, such as the perception that certain subjects, such as science or 

other subjects, are considered difficult (Fitriyani et al., 2021). 

Teachers act as communication facilitators in the learning process with the responsibility of 

creating conditions that encourage students to engage in learning activities, according to Haiyudi & Art-

In (2021), which states that learning involves interaction among learners, educators, and learning 
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resources in an educational learning environment, to build students' attitudes, knowledge, and skills to 

achieve learning targets (Gumartifa et al., 2023). The learning process often feels monotonous, with 

teachers acting as content providers and students as receivers. However, a teacher's role is to deliver 

content and create compelling and engaging learning by choosing appropriate teaching models for 

students. This aims to make the delivered content enjoyable, ultimately increasing students' participation 

in the learning process (Firdausy et al., 2019). 

In the learning process, teachers have not implemented teaching models that can encourage 

students to be active and interested in participating in learning activities. Mahardi et al. (2019) stated 

that teachers need to have the ability to organize exciting and enjoyable learning for students, focusing 

on student-centered learning. After conducting initial observations in October 2023 on students of class 

IV C SD Muhammadiyah 2 Kauman Surakarta, researchers found that students' learning outcomes, 

especially in science subjects, were still low. The minimum completeness criteria (KKTP) for science 

subjects was 75, but out of the 28 observed students, 18 did not reach the KKTP. This could be due to 

several factors, including teacher aspects, such as teachers not allowing students to participate in learning 

actively and not implementing teaching models that could stimulate students to be active and interested 

in the learning process. Meanwhile, from the students' side, there still appeared to be a lack of active 

participation in learning activities, and most students had not shown courage and lacked interest in 

participating in learning. 

Considering the issues mentioned earlier, a learning model is needed to create an engaging 

classroom atmosphere and interest students in learning materials (Saputri et al., 2023). The goal is to 

increase students' participation in learning, with one of the options for teaching models being cooperative 

learning, especially the Team Games Tournament (TGT) type. 

According to Luo et al. (2020), the Team Games Tournament (TGT) cooperative learning model 

is described as a relatively easy-to-implement approach that fosters active engagement of all students 

regardless of their status or differences. TGT involves five main stages that must be followed in the 

learning process. The first stage is Classroom Presentation, where the teacher delivers the lesson material 

to all students. Next, students are divided into groups or teams in the second stage. The third stage 

involves games designed to enhance interaction and cooperation among team members. Subsequently, 

in the fourth stage, tournaments or competitions are held among teams to assess understanding and 

mastery of the material. Finally, in the fifth stage, awards are given to successful teams. 

Implementing the Team Games Tournament cooperative learning model transforms the learning 

dynamics from teacher-centered to student-centered. This model evolves into a student-oriented learning 

form, where active involvement, interaction among students, and collaborative learning become the 

primary focus. This approach promotes student activity and encourages healthy competition and 
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recognition, creating a more dynamic and engaging learning environment for all participants 

(Christidamayani & Kristanto, 2020). 

This research is conducted due to awareness of the challenges in the learning process, especially 

in the context of enhancing learning outcomes and student motivation. The initial observation of fourth-

grade students at SD Muhammadiyah 2 Kauman Surakarta revealed that student learning outcomes, 

particularly in social and natural science (SNS), were still low. This could indicate a lack of student 

engagement in the learning process and a lack of diversity in teaching methods used by teachers. This 

research is vital in identifying the need to develop learning models capable of creating an engaging, 

interactive, and motivating learning atmosphere for students to engage in learning actively. By 

implementing the Team Games Tournament (TGT) learning model, it is hoped that a dynamic and 

collaborative learning environment can be created where students receive information and actively 

participate in the learning process through interaction and healthy competition among teams. The 

benefits of this research are that it provides alternative learning models that can improve student learning 

outcomes and motivation and contribute to developing innovative and effective teaching practices. 

Additionally, this research can provide new insights for teachers and policymakers in enhancing the 

quality of education by improving the teaching and learning process. Therefore, the researchers are 

interested in researching "Improving Learning Outcomes and Student Motivation Through the Teams 

Games Tournament (TGT) Learning Model on the Subject of Social and Natural Science (SNS) Style." 

 

METHOD  

This type of research is classroom action research (CAR), conducted collaboratively between 

researchers and field advisor lecturers (DPL). The study focuses on efforts to improve students' learning 

outcomes and motivation through the Teams Games Tournament (TGT) cooperative model. The 

research was conducted at SD Muhammadiyah 2 Kauman Surakarta from October 2023 to December 

2023. The research subjects were 28 fourth-grade students of Muhammadiyah 2 Kauman Surakarta 

Elementary School. Data collection methods involved tests and questionnaires. Tests were used as 

written instruments to evaluate the impact of the Teams Games Tournament (TGT) Cooperative 

Learning Model on students' learning outcomes. Tests and questionnaires were conducted before, 

during, and after learning to assess students' learning motivation. The data obtained were then analyzed 

using descriptive data analysis. 
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RESULTS & DISCUSSION  

Result 

Pre-Cycle 

Pre-cycle 

The results obtained by IV C SD Muhammadiyah 2 Kauman Surakarta in learning the material of 

force in social and natural science (SNS) can be seen in Table 1. 

Table 1. Learning Results of Cognitive Domain of Pre-cycle Participants. 
No Indicators Result 
1 Average 69,5 
2 Students who have achieved LOCC 10 
3 Students who have not attained LOCC 18 
4 Percentage of Students who have achieved LOCC 35,71% 
5 Percentage of Students who have not attained LOCC 64,29% 
6 Highest Score 87 
7 Lowest Score 33 

 

Table 1 data shows that students' abilities in SOCIAL AND NATURAL SCIENCE (SNS) lessons, 

especially in the subject of Forces, need improvement. Learning outcomes in the cognitive domain at 

this pre-cycle stage have not shown satisfactory achievements, with many students not reaching the 

learning objectives attainment criteria of 75. 

Data on students' learning motivation in class IVC of SD Muhammadiyah 2 Kauman Surakarta 

obtained from the questionnaire can be seen in Table 2. 

Table 2. Learning Motivation Pre-cycle Activities 
 Classification of Learning Motivation  

Score Range Category Amount Percentage  
X>110 Very High 0 0 77 

90<X≤110 High 3 10,71% 
70<X≤90 Moderate 15 53,57% 
50<X≤70 Low 10 35,71% 

X≤50 Very Low 0 0 
 

The average score from the student's learning motivation questionnaire summary indicates 

moderate motivation. This result reflects that generally, students' motivation is considered good. 

Researchers also involved two observers in collecting motivation data to observe the learning process. 

However, the pre-cycle learning motivation observation scores show less satisfactory results, indicating 

a low level of motivation, with 10 out of 28 students falling into this category. Therefore, actions need 

to be taken to improve students' learning motivation. 

 

 

 

Average Questionnaire Score 
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Description of Learning Results Cycle I 

Data on students' learning outcomes for the cognitive domain were obtained from classroom 

activities in the first meeting of Cycle I. 

Table 3. Cognitive Domain Learning Results of Cycle 1 Students 
No Indicators Result 
1 Average 77,93 
2 Students who have achieved LOCC 16 
3 Students who have not achieved LOCC 12 
4 Percentage of Students who have achieved LOCC 57,14% 
5 Percentage of Students who have not achieved LOCC 42,86% 
6 Highest Score 93 
7 Lowest Score 60 

 

The data indicates an increase in students' learning outcomes from the average in the pre-cycle 

period to Cycle I. However, the expected classical mastery level of 70% has not been achieved, which 

indicates this research's success. 

 

Description of Learning Motivation in Cycle 1 

The learning motivation of fourth-grade students of SD Muhammadiyah 2 Kauman in cycle one 

can be observed in Table 4. 

Table 4. Cognitive Domain Learning Results of Cycle 1 Students 
 Classification of Learning Motivation  

Score Range Category Amount Percentage  
X>110 Very High 0 0 92.39 

90<X≤110 High 18 64,29% 
70<X≤90 Moderate 10 35,71% 
50<X≤70 Low 1 3,57% 

X≤50 Very Low 0 0 
 

From the presented Table 4, it can be seen that students' motivation has increased compared to 

the pre-cycle condition. This indicates that students are more motivated in learning activities compared 

to the pre-cycle period. Observation data during Cycle I shows that the average scores increased from 

the high category by 10.71%, moderate by 53.57%, low by 35.71%, to high by 64.28%, moderate by 

35.71%, and low by 3.57% compared to the observation results in the pre-cycle. These results depict an 

improvement in the learning motivation of students in class IVC SD Muhammadiyah 2 Kauman 

Surakarta in social and natural science (SNS) learning during Cycle I compared to the pre-cycle period. 

 

 

 

 

Average Questionnaire Score 
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Description of Learning Cycle II 

The learning outcomes data of Cycle II participants are derived from classroom activities 

conducted in the initial meetings of Cycle I. The following is the data regarding the learning outcomes 

of participants in the cognitive domain: 

Table 5. Learning Outcomes in the Cognitive Domain of Cycle II Participants 
No Indicators Result 
1 Average 84,5 
2 Students who have achieved LOCC 23 
3 Students who have not achieved LOCC 4 
4 Percentage of Students who have achieved LOCC 82,14% 
5 Percentage of Students who have not achieved LOCC 14,29% 
6 Highest Score 100 
7 Lowest Score 73 

 

The data indicates an improvement in students' learning outcomes from the average in Cycle I to 

Cycle II, where 82.14% of students achieved the Learning Objective Completion Criteria (LOCC). This 

shows that the research success indicators were completed in Cycle II. 

 

Description of Learning Motivation in Cycle II 

Table 6. Learning Motivation Activity in Cycle II 
 Classification of Learning Motivation  

Score Range Category Amount Percentage  
X>110 Very High 3 10,71% 100.11 

90<X≤110 High 19 67,86% 
70<X≤90 Moderate 6 21,43% 
50<X≤70 Low 0 0 

X≤50 Very Low 0 0 
 

Based on the presented Table 6, the student's motivation has significantly increased compared to 

the conditions in Cycle I. This improvement indicates that students are more motivated in learning 

activities in Cycle II compared to the previous period. Observational data in Cycle I activities show that 

the average scores have increased significantly compared to the observations in Cycle I. 

These results depict an increase in the learning motivation of the fourth-grade students of SD 

Muhammadiyah 2 Kauman Surakarta in Mathematics learning in Cycle II compared to the previous 

period. This improvement indicates that the change in teaching methods or approaches in Cycle II has 

successfully enhanced students' learning motivation. Furthermore, based on the same data, it is evident 

that students' motivation has also increased compared to the conditions in Cycle I in social and natural 

science (SNS) learning in class IV C SD Muhammadiyah 2 Kauman Surakarta in Cycle II. This 

demonstrates that implementing more effective teaching strategies or appropriate interventions has 

successfully increased learning motivation in both classes. 

Average Questionnaire Score 
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Inter-cycle Research Results 

The research data results from pre-cycle to Cycle II are shown in the diagram below. 

 

Figure 1. Average Learning Results across Cycles 

 

Figure 1. illustrates an improvement at every stage from pre-cycle, Cycle I, to Cycle II, both in 

cognitive aspects and students' motivation. Information regarding the percentage of achievement of 

Learning Objective Completion Criteria (LOCC) for each stage can be seen in the attached diagram 

below.  

 

Figure 2. Percentage of LOCC Achievement 

 

Based on the diagram, there have been changes in the classical percentage of Learning Objective 

Completion Criteria (LOCC) achievement at each stage of action. In Cycle II, classical KKTP 

achievement has reached 75%, exceeding the previously established research success indicator of 70% 

of the total students in class IV C. 
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Discussion 

Based on the research findings, it has been discovered that implementing the Cooperative 

learning model of the Team Games Tournament can enhance students' motivation in learning social and 

natural science (SNS). Learning motivation is providing enthusiasm, direction, and persistence of 

behavior, indicating directed and motivated behavior (Astuti et al., 2020; Sulistyanto, Djumadi, 

Sumardjoko, et al., 2023). Learning using the TGT model can encourage students to collaborate in small 

teams and Games Tournaments (academic games). This collaboration can strengthen trust and 

camaraderie among team members (Sobandi, 2019; Suharti et al., 2024). Collaboration in TGT teams 

also helps students improve social skills such as communication, teamwork, and leadership. Students 

feel more motivated to learn because they feel responsible for their team's success. Groups exhibit richer 

diversity of thought than individuals, where group members motivate each other, and passive members 

are more willing to express their thoughts in small groups (Abda’u et al., 2020; Lestari & Widayati, 

2022). In implementing the TGT model, students are actively involved in learning. They are responsible 

for ensuring that all team members understand the subject matter. This involvement can enhance 

motivation because students feel they have an active role in understanding and sharing their knowledge. 

Secondly, implementing the Cooperative learning model of the Team Games Tournament can 

improve students' social and natural science (SNS) learning achievement. The TGT learning model is 

one of the cooperative methods that places students at the center of activities, in line with student-

oriented learning goals (Kamaruddin & Yusoff, 2019; Sulistiawati et al., 2023). TGT encourages 

students to gain a deeper understanding of the material taught, as this model emphasizes the formation 

of discussion patterns and critical thinking integrated within the team. By working together in teams, 

students can help each other understand the subject matter (Fauziyah, 2020; Sulistyanto, Djumadi, 

Narimo, et al., 2023). Discussion and collaboration among team members allow for a more 

comprehensive understanding because students can gain diverse perspectives. This model encourages 

students to use active learning strategies such as discussion, collaboration, and problem-solving, which 

have proven effective in improving understanding and retention of subject matter. In TGT, there is a 

game tournament stage where students are faced with challenges that test their application of knowledge 

(Djumadi et al., 2023). This can strengthen cognitive skills such as problem-solving, analysis, and 

application of concepts. Learning while playing will certainly increase students' learning motivation, 

which also positively impacts learning achievement (Fuadi et al., 2023; Rahmantika Hadi, 2016). 

Motivated students tend to be more focused and strive for better results. The advantage of the TGT 

model is its ability to make learning more engaging by using media and making learning activities more 

active through games. 
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These findings are supported by previous research results stating that the implementation of the 

Cooperative learning model of Teams Games Tournament (TGT) is highly suitable for use in learning 

because it can improve students' learning achievement (Gumartifa et al., 2023; Rusnilawati et al., 2023). 

Implementing the Teams Games Tournament (TGT) learning model involving games has been shown 

to influence the increase in student participation and motivation in the learning process (Widana et al., 

2019). Other studies also indicate that the TGT learning model can enhance students' understanding of 

the material taught (Hwang & Kim, 2006; Kuo et al., 2012). Referring to the success of previous research 

regarding the use of the TGT model, this study confirms that the TGT model is efficacious in improving 

students' motivation and learning outcomes. 

 

CONCLUSION  

The research findings underscored a notable improvement in students' learning outcomes and 

motivation following implementing the Team Games Tournament (TGT) learning model across 

successive cycles compared to the pre-cycle phase. Notably, there was a substantial increase in both 

average learning outcomes and motivation scores during Cycle I and II compared to the pre-cycle phase. 

These results highlight the effectiveness of TGT in enhancing cognitive development and fostering 

heightened engagement among students in Class IV C of SD Muhammadiyah 2 Kauman Surakarta. 

Consequently, it is recommended that educators consistently employ the TGT model, provide 

constructive feedback, and actively involve students in the learning process. Moreover, students are 

encouraged to participate earnestly, collaborate as a team, and cultivate creativity and critical thinking 

skills. Future research endeavors could explore refining the TGT model while considering additional 

variables impacting learning outcomes and motivation. Furthermore, employing multiple classes for 

comparative analysis would enrich the depth of subsequent investigations, thus yielding more 

comprehensive insights into pedagogical efficacy. 
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