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Abstract

The process of developing potential is carried out through the process of
education in an atmosphere and process towards students who are useful for
themselves, society, and the state. This study aims to determine the
completeness of learning outcomes of Pancasila education of fourth-grade
students at SD Negeri 1 Kertosono after the implementation of the Teams
Games Tournament (TGT) learning model assisted by wordwall. The subjects
in this study were 22 fourth-grade students of SD Negeri 1 Kertosono, the
technique in this study used a saturated sampling technique, namely all
members of the population were sampled. Thus, all fourth-grade students of
SD Negeri 1 Kertosono, as many as 22 students (13 boys and 9 girls), became
the research sample. The method used in this study was an experiment with a
pre-experimental design with one group pre-test and post-test categories. The
research instrument was in the form of 14 multiple-choice questions whose
validity had been tested. In the application of the wordwall game media,
students were also formed into groups consisting of 5-6 students. Data
analysis techniques used to calculate the average value, standard deviation,
data normality test and hypothesis. Based on the calculation results obtained
z count 8.51 and z table 1.64 with a = 5% (0.05). Because z count > z table (8.51
> 1.64), then Ho is rejected and Ha is accepted, meaning that the learning
model of TGT assisted by word wall in Pancasila education subject of class IV
of SD Negeri 1 Kertosono is significantly completed.
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INTRODUCTION

Education is a potential that students consciously possess must be developed in order to

form a strong person, both spiritually, socially and skills. The process of developing potential is

carried out through the process of education in an atmosphere and process towards students

who are useful for themselves, society, and the state (National Education System Law No. 20 of
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2003). According to Suaibah (2019), education is an effort to help children to be able to perform
tasks independently, one of which can be through an understanding of Pancasila education.

According to Mulyasa (2021), Pancasila learning and civic education are often seen as
boring by students due to the dominance of lecture methods, the lack of use of interesting
learning media, and the lack of connection between the material and the real experience of
students. This condition causes students to be less actively involved in learning. Furthermore,
Nawawi (2015) explained that Pancasila material tends to be abstract and complex, so that
elementary school students often have difficulties in understanding their philosophical values
without the help of contextual and interactive learning approaches and media. As a result, low
student active involvement and learning motivation have an impact on low learning outcomes
in these subjects.

Learning media plays a strategic role in the teaching and learning process because it can
directly affect students' understanding, motivation, and involvement. Learning media not only
functions as a tool for delivering material, but is also able to clarify concepts, make it easier for
teachers to deliver lessons, and attract students' interest in learning (Arsyad, 2021). With the
right use of medjia, students can be more actively involved in a learning process, understand the
material in depth, and develop critical and creative thinking skills. Therefore, the effective use
of learning media is one of the important factors in completing learning outcomes and achieving
learning goals optimally.

In line with this, based on the results of the interview conducted by the author at SD
Negeri 1 Kertosono on October 22, 2025, the learning process took place with the homeroom
teacher of grade IV during the learning process using the continuous teaching and learning
(CTL) learning model but did not relate the material to daily life so that students were still busy
with what they were doing and did not provide the opportunity to students are active in the
learning process. This is due to the application of learning models and the use of learning media
that are not entirely appropriate, so that learning is not able to help students understand the
material. As a result, students experience difficulties in understanding Pancasila Education
material, which has an impact on the learning outcomes of students who have not reached the
criteria for achieving the learning objectives (KKTP) that have been set. So that teachers are
required to be able to choose and implement appropriate learning models so that the learning
process runs effectively so that the process runs effectively and efficiently and is able to increase
effectiveness through learning models (Sanjaya, 2016).

Based on the results of an interview conducted by the author at SD Negeri 1 Kertosono
with the homeroom teacher of grade IV on October 22, 2025, information was obtained that SD
Negeri 1 Kertosono has implemented an independent curriculum. The criteria for KKTP in the
Pancasila education subject in grade IV are set at 68. However, learning outcomes and students'
interest in Pancasila Education subjects are still relatively low. This is shown by the fact that
there are still 11 out of 22 students (50%) who have not achieved learning completeness with an
average score of 65.91 while there are 11 out of 22 students (50%) with an average score of 86.36.
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The low learning outcomes of students in the subject of Pancasila Education show that the
learning process that takes place is not fully able to accommodate the needs and characteristics
of students. This condition can be caused by various factors, such as the lack of use of innovative
learning models, the lack of active involvement of students, and the presentation of less
interesting material that has an impact on students' low interest in learning. According to
Slameto (2021), learning outcomes are influenced by internal factors such as motivation and
interests, as well as external factors such as teaching methods and learning environments.
Therefore, improvement efforts are needed through the implementation of more varied and
interactive learning strategies or models in order to improve learning outcomes as well as
students' interest in participating in Pancasila education learning.

The learning process of Pancasila Education in grade IV has not been fully running
optimally. Students tend to be less active in learning, easily feel bored, and less interested in the
material presented. In addition, there are still students who have difficulty in understanding the
material and have not been able to answer the questions given by the teacher properly. The
learning that takes place also still tends to focus on textbooks and teaching modules, so that the
association of the material with the daily lives of students has not been carried out optimally.
This condition causes Pancasila Education learning to not provide a meaningful learning
experience.

The learning model is a pattern framework for planning, implementing and evaluating
all learning process activities from the presentation facilities to the supporting facilities. With
this Khoerunnisa & Aqwal, 2022:3 argue that a learning model is a plan or pattern that can be
used to form a curriculum (long-term learning plan), design learning materials and guide
learning in the classroom or others. There are various kinds of learning models that can be used
today, one of which is team games tournament (TGT) learning model.

It can be interpreted under this learning model that involves teamwork in tournaments
given by teachers. According to Milawati (2019), TGT learning model is able to complete student
learning outcomes because it actively involves students in the learning process. Through group
work and tournament activities, students with diverse academic abilities are encouraged to
cooperate with each other, help each other, and participate in completing learning tasks. These
interactions foster a sense of togetherness and mutual respect between students, so that the
learning atmosphere becomes more conducive and meaningful.

In addition, the application of games and reward systems in the TGT model can increase
students' motivation and enthusiasm for learning. Tournament activities make the learning
process feel more fun, so that students are more enthusiastic about participating in learning and
trying to get the best results for their group. To support learning effectiveness, the TGT model
can also be combined with learning media, one of which is wordwall. Wordwall media is an
interactive learning application tool or platform to create learning games. The existence of a
wordwall can make it easier for teachers in the teaching and learning process and teachers can

make exercises from wordwalls with a shape like quis. According to Ihsan (2024), wordwall is a
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web that can be used to load games based on exciting quizzes or design and review learning
assessments.

Based on the problems that exist in the field, the solution that can be provided is by using
a learning model that can be associated with daily life and using learning media to make the
learning process more enjoyable, then the researcher will conduct a research with the title "The
Application of the TGT Learning Model with the Help of a Word Wall in the subject of pancasila
education grade IV SD Negeri 1 Kertosono".

METHODS

The research method used in this study is quantitative with experimental research. The
design of this study uses a pre-experimental designes method or often also referred to as pseudo-
experiments without using a comparison class. Before holding the actual experiment, a pre-test
will also be carried out to get the initial score score, then from the results of the pre-test will be
compared with the post-test results, then the final score will be obtained and that will determine
the extent of the success of the implementation of the TGT learning model assisted by wordwall
in the Pancasila education subject of grade IV SD Negeri 1 Kertosono which has been carried
out.

The population in this study includes all students in grade IV of SD Negeri 1 Kertosono
totaling 22 students consisting of 13 male students and 9 female students. Meanwhile, the sample
is a part of the population that is chosen as the object of research so that the results can be
generalized to the entire population (Sugiyono, 2020). In this study, a saturated sampling
technique was used, where all members of the population were sampled. Thus, all students of
grade IV of SD Negeri 1 Kertosono, as many as 22 students (13 boys and 9 girls), became the
research sample. This approach was chosen so that all population characteristics were covered
and the data obtained were truly representative.

Data collection techniques are procedures used by authors to obtain accurate and relevant
information about the object of research. Arikunto (2021) stated that data collection can be
carried out through various means such as tests, observations, documentation, and interviews
so that the data obtained can be fully accounted for. Based on this, this study uses several data
collection techniques, tests to measure learning outcomes quantitatively, and documentation in
the form of photos, notes, and activities as supporting evidence for data validity (Sugiyono,
2020).

At the first meeting, the author conducts a pre-test by giving a question to the research
sample, then after the pre-test is carried out, the researcher will carry out a treatment in the form
of the application of the TGT learning model with the help of a wordwall in the subject of
Pancasila education and given to the research sample. Then in the final stage, the author
conducts a post-test by giving the same questions. As well as getting the difference between the
pre-test and post-test results is considered as the effect of the experimental treatment.

The data analysis technique used in this study is a quantitative technique. According to
Sugiyono (2016), quantitative research is a research method based on a philosophy of positivism,
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which is used to research a certain population or sample, data collection using research
instruments, quantitative or statistical data analysis, with the aim of testing a hypothesis that

has been determined.

FINDINGS AND DISCUSSION

Findings

This research also began with an instrument trial which was carried out on April 25, 2026
in class V of SD Negeri 1 Kertosono consisting of 22 students. The questions that were tested
amounted to 20 multiple-choice questions. In this study, the author conducted 4 meetings,
where with details, namely the provision of an initial test (pre-test) at the first meeting, then
for the provision of the first treatment by applying the TGT learning model assisted by
wardwall at the second meeting, in addition to providing the second treatment by applying
the learning model TGT was assisted by wardwall in the third meeting, and the last one for
the final test (post test) in the fourth meeting.
Description of Pre-Test Data

The pre-test is carried out to find out the initial ability of each participant to be educated
in the material on the form of cooperation to maintain unity in Indonesia. The test given is in
the form of 14 multiple-choice questions. The Pre-Test will be held on May 8, 2026 in class IV.
Based on the results of class IV pre-test data processing, it can be seen in table 1.

Table 1. Pre-Test Data Recap

Description Value
Highest Score 64
Lowest Score 29
Grade Point Average 45,77
Baku Junction 11,96

In the table above, it can be seen that out of 22 students, none of them scored more than
or equal to the KKTP, which is 68. The score obtained was 64 and the lowest score obtained,
which was 29. The average () overall score is 45.77. So descriptively, the initial abilities of
students before the implementation of the xG Ames Tournament (TGT) teams learning model
are included in the category that has not been completed.

Description of Final Test Data (Post-test)

After the initial ability of the students is known, then it is continued by applying the
TGT learning model with word wall. At the final meeting, a final test (post-test) was also
carried out to be able to find out the final abilities of the students. This final ability is an ability
of students to master the material in the form of cooperation to maintain unity in Indonesia
after applying the TGT learning model with a wordwall. The post-test was held on May 16, 2026
with the participation of 22 students. The questions given are 14 multiple-choice questions.

From the processing of class IV post-test data, it can be seen in table 2.

985



Implementation of the Teams Games Tournament Learning Model Assisted by Worduwalls in the Pancasila Education Subject for Grade IV
Dea Kanty Shahrina et al)

Table 2. Post-test Data Recapitulation

Description Value
Highest Score 100
Lowest Score 71
Grade Point Average 84,09
Baku Junction 8,90

The results of the research and final test in the table above can be seen that out of 22
students, all students got a score of more than 68. The highest score is 100 and the lowest is 71.
The average () overall score was 84.09. So, descriptively, it can be said that the final ability of
students, after applying the xlearning model of TGT with different wordwalls, is included in
the complete category.

Data Analysis

The data in this study was obtained from the results of the post-test which was used to
test statistically. The hypothesis of this study is the learning outcomes of Pancasila education
of grade IV students of SD Negeri 1 Kertosono after applying the TGT learning model with
significant wordwall in this hypothesis test, the hypothesis test in this study uses the z-test. If
Zaleulates > ztable then Ho is rejected and Ha is accepted and z table is< clculated then Ho is
accepted and Ha is rejected. It means that the hypothesis proposed is accepted as true with the
description of the zcount z>wble, then Ho is rejected and Ha is accepted.

Normality Test
The normality test also aims to find out the data from the test results of normal

distribution or not. How to find out the normality of the data, using the data normality test

with the match test £ 2 (chi squared). Based on a provision regarding the normality test with
a significant level. 5% (o = 0.05), if then it can be stated that the data is normally distributed.
The recapitulation of the calculation results from X}zlitung < xZiper this post-test can be seen in
table 3.
Table 3. Recapitulation of Pre-Test Normality Test Results
Classes )(fu-tung DK %, Conclusion
Pre-test 2,9051 5 11,07 Normal
Table 3 shows that the value of the )(,Zu-tung pre-test data is smaller than yZ,,.,itu means

()- Thus the data from )(ﬁitung < xEupeithe Pre-test is normally distributed at a confidence level
a = 0.05. The results of the normality test of post-test data can be seen in table 4.

Table 4. Recapitulation of Test Results
Post-test Normality

Classes xﬁitung DK Xiaper  Conclusion
Post-test  8,4816 5 11,07 Normal

The results of the Post-test normality test were also obtained with a value )(,Zlitungof =

8.4816. Then xjp,n, compared to the degree of freedom dk=n-1, where n is the number of
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interval classes. The value xZ,cix2mer dengan a= 0.05 and dk=n-1 is 11.07. This means
)(,fitung < xtpe that it can be stated that the post-test data is distributed normally.
Uji Hypothesis
The results of the hypothesis test for the post-test data can also be seen in table 5.
Table 5. Results Recapitulation

Uji Hypothesis
The hypotheses tested are: Tests Zhitung Ztable Remarks
Ha (u > The average score in the Pancasila Post- 8,51 1,64 Ho was
68) : education learning subject of test rejected and
grade IV students of SD Negeri 1 Ha was

Kertosono after applying the
team-games tournament (TGT)
learning model assisted by

accepted

wordwall ~ was  significantly

complete.
Ho (< The average score in the Pancasila
68):p education learning subjects of

grade IV students of SD Negeri 1
Kertosono after applying the
team-games tournament (TGT)
learning model assisted by
wordwall ~ was  significantly
incomplete.
Based on the results of the calculation, zhcount = 8.51 was obtained. Then compare the

zcount and ztable on the distribution list z at a significant level a= 0.05 or equivalent to 5%
and also obtain zwble 1.64. With one test criterion, if the hypothesis testing criteria is, if z counts
the=wbie then Ho is rejected and Hais accepted, if Zalculates <ztable then Hois accepted and Ha is
rejected. Based on this calculation, zhitung >ztabel (8.51, 1.64) was obtained, >so Ho was
rejected and Ha was accepted.

So, the hypothesis proposed in this study can be accepted as true, meaning that
thelearning results of Pancasila education for grade IV students of SD Negeri 1 Kertosono after
applying the TGT learning model with multiple wordwalls are significantly complete.
Discussion

The implementation of the initial test at the first meeting was carried out on May 8, 2026,
this pre-test was carried out to find out the initial abilities of students, before applying the TGT
learning model with wordwall rocks. The pre-test was given to a sample of 22 students. Based
on the analysis of this initial test data, there is not a single student score that reaches the KKTP
of 68 determined by the school because the material on the form of cooperation to maintain
unity in Indonesia has never been studied. The highest score obtained by students was 64 and
the lowest score obtained by students was 29. With an overall average of 45.77 students. So, it
can be stated that the learning outcomes of students before the implementation of the TGT
learning model assisted by wordwall in the category have not been completed. This is because

the average score of students is less than 68.
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The second meeting on May 12, 2026 provided treatment by applying the TGT learning
model based on wordwall rocks in the sample class. Before learning begins, the author also
mentions the theme, subthemes and learning objectives to be achieved. Then the author briefly
explains the material on the form of cooperation to maintain unity in Indonesia. Next, the
author explains the steps of the TGT learning model with wordwall. After that, the author
formed a group consisting of 4-5 students heterogeneously based on the abilities of the
students. Then students are asked to join their respective groups to discuss or exchange ideas,
this is done for 4-5 minutes to unite ideas. At this stage, the author prepares and displays the
wordwall that the researcher has made to play games in the form of quizzes. Each group must
work on the questions based on the questions given by the author on the wordwall and each
group must also be able to answer the questions that have been determined. Then
representatives of each group who are considered able to bring the best value to their group
are welcome to come forward to participate in the wordwall game. If any students answer
wrong, they are declared lost, those who have not yet fallen or continue will be competed
again until they get the highest and best score among other groups. Then the author also gave
an award to students who had obtained the best and highest scores among other groups. In
the final stage, the author reinforces the material that has been delivered. In this learning
process, students are encouraged to be active in every learning process. In this case, the role of
teachers during teaching and learning is as a facilitator, guide and motivator. Because the role
of teachers is very important to train students' activeness and so that they can also have
courage in front of the class.

In this learning activity by applying the TGT learning model with wordwall rocks, it is
still not optimal because students are still confused when doing group learning activities so
that students have not carried out their duties optimally, this is what causes the classroom
atmosphere to be less conducive because some students are busy playing with their friends.
The solution taken by the author is to go around to each group and provide guidance and
assistance to students who find it difficult to have discussions with their groups, to be able to
play the wordwaall. At the first meeting, the group went quite well although there were still
some students who felt difficult and were not yet confident.

At the third meeting held on May 13, 2026, this meeting also still uses the application of
the TGT learning model with wordwall rocks and the group used is still the same in the first
treatment. At the beginning of learning, the author focuses the students' attention first, so that
students can focus on the learning process by asking questions related to the previous material
to remind them of the material that has been learned. After that, the author continues the
material given in the first treatment, which is a form of cooperation to maintain unity in
Indonesia. In this second treatment, the author will also prepare and display the wordwall that
the author has made to play games in the form of quizzes. The group must work on the
questions based on the questions given by the author on the wordwall and each group must
be able to answer the questions that have been determined. Then representatives from each

group who are considered able to bring the best value to their group are welcome to come
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forward to participate in the wordwall game. If any students answer wrongly, they are
declared disqualified, those who have not fallen or continue will be competed again until they
get the highest and best scores among other groups. Then the author will also give an award
to students who have obtained the best and highest scores among other groups. In this activity,
the author provides guidance to each student and motivates each group to be active in
discussion. At this third meeting, the activeness of the students was very visible, when the
author began to direct the students in learning activities, the cooperation of the students with
the group was quite good and the other group could pay attention to their friends who were
moving forward. The author plays the role of a facilitator in the activeness of students and
encourages students to learn more actively during the learning process.

After two treatments, the author conducted a post-test at the fourth meeting on May 16,
2026 in grade IV of SD Negeri 1 Kertosono. This post-test is carried out to find out the final
ability of students after participating in learning with material on the form of cooperation in
maintaining unity in Indonesia. The post-test was carried out to find out the learning outcomes
of students after the implementation of the TGT learning model with wordwall.

Based on the analysis of the data, the average score (x ) of the overall pretest was 45.77
and after applying the TGT learning model with wordwall rocks, the average learning
outcomes of students became (x ) 84.09. There was an increase of 38.32 when compared to the
initial test, after the application of the TGT learning model with wordwall, the percentage of
completeness reached 100% which obtained a score that exceeded the KKTP which was 68.
According to the Ministry of National Education (2008), one of the principles of competency-
based curriculum assessment is to use criterion references, namely with certain criteria to
determine the graduation of students after participating in learning. The criteria for declaring
that students achieve completeness are called the KKTP. Students can be declared complete if
they achieve the criteria for KKTP that have been set by the education unit.

Each learning process has a target to be achieved and every result of a target achievement
process, of course the results will not be the same, because the abilities possessed by students
are also different, there are students who have high ability, some who are moderate, and some
who are low, according to their respective learning styles. This is strengthened by the opinion
of Supriyanto & Isbandiyah (2018) who stated that not everyone has the same learning style
even if they study in the same place, but a person's ability to understand and absorb the
material taught is certainly at different levels.

In this study, students can take part in learning with the TGT learning model with
wordwall rocks effectively so that students can understand the material taught and most
students are also able to learn using wordwall. So descriptively, the entire object of research,
using the TGT learning model with wordwall rocks is significant. This is evidenced by the
results of the analysis of the final test data (post-test) obtained an overall average score (x )
which is 84.09, the highest score of 100 and the lowest score of 71. Then from the results of the
analysis using the z-test, zhitung = 8.51 and ztable 1.64 were obtained with a significant level
(a=5%) and dk =n-1 thus zhitung > ztable. Therefore, the hypothesis in this study is accepted,
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meaning that the average learning outcomes of Pancasila education students in grade IV of SD
Negeri 1 Kertosono, after applying the TGT learning model with wordwall rocks are
significantly complete (p_0268).

Through observation, that by applying the TGT learning model with wordwall rocks, it
can motivate students to be active in the learning process because of the encouragement from
teachers and peers so that they can optimize students' learning outcomes. In addition, by
applying the TGT learning model with wordwall, students are also trained to learn a fun

system.
CONCLUSION

Based on the results of the research that has been conducted, it can be concluded that the
application of the team-games tournament (TGT) learning model assisted by wordwall in the
subject of Pancasila education for grade IV students of SD Negeri 1 Kertosono shows
significant results on the completeness of learning outcomes. The use of wordwall as a learning
medium is able to change the learning process to be more interesting and fun, making it easier
for students to understand the material. It is evident that most of the students achieve the set
completeness criteria, confirming that the TGT learning model assisted by wordwall, is indeed

very effective in applying at the SD level, especially in grade IV.
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