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Abstract: This research aims to develop students' understanding of the influence of the Teams Games Tournemanet
learning model and Contextual Teaching and Learning which relate to events, facts, concepts and generalizations
related to real life. The Teams Game Tournament model is a learning model that includes activities for all students
regardless of position, includes the role of students as peers, and includes elements of play and reinforcement, while
the Contextual Teaching and Learning model is a learning model that relates material to students' real lives. It is
hoped that the Teams Game Tournament and Contextual Teaching and Learning learning models can provide
information about the influence of these two models in learning. Based on the results of research conducted in Class
V of SD Negeri 01 Trangkil Pati, SD Negeri 03 Trangkil Pati, and SD Negeri 05 Trangkil Pati, it can be concluded
that there is an influence between the Teams Game Tournament learning model and the Contextual Teaching and
Learning learning model on improving teacher skills, results student learning in the cognitive field in Pancasila
Education learning, norm material in my life.
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1. Introductions

Education is an important part of people's lives. Every Indonesian citizen has the right to it and it is hoped that it will
continue to develop in the country. Education plays an important role in community development, because basically the
education process is for everyone to learn to improve their lives in the future. (Putri et al., 2023).

Education plays an important role in people's lives. Because education can mature and equip someone with
positive values that develop systematically in various structured learning situations. The higher the level of education of
a country, the happier its citizens will be. Therefore, the implementation of education in schools requires a curriculum
related to learning activities in the classroom. Because in the teaching and learning process, students can only understand
the subject matter if teachers and students work together. One way to improve the quality of education is through creative
learning. However, its implementation does not run smoothly, students have difficulty learning, and the learning process
is disrupted. Learning disabilities affect students for various reasons, including internal and external factors. Therefore,
as a teacher you must be able to provide the right and appropriate solutions to your students so that they do not encounter
learning difficulties in school lessons (Saputri et al,. 2023).
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1.1 Conceptual framework

Pancasila Education is a subject that focuses on forming oneself into a citizen with noble character, skilled, and able to
apply the values contained in Pancasila as the foundation of the state. In addition, Pancasila education aims to increase
love for the homeland, increase national spirit, and shape a personality that is in accordance with the philosophy, outlook
on life, ideology, and foundation of the state, namely Pancasila (Afrija et al., 2022)

As educators, teachers play an important role in the world of education. Teachers become second parents for
students at school. Teachers are important for knowledge and values of goodness because they are role models for
students (Utami et al., 2023). Pancasila Education teachers are still fixated on the practice method, inhibiting students
from developing critical thinking and problem solving. In fact, students actually have great potential to analyze and
reflect. As a result, students' interest and understanding of Pancasila Education has decreased drastically (Saddam et al.,
2020).

The low interest and achievement of learning Pancasila in class causes students to easily forget and have difficulty
doing assignments. The challenge, as expressed by Jelita and Putra (2021), Nurgiansah and Sukmawati (2020), and
Winarno et al. (2020), is connecting the material with the real world of students, so teachers need creative, interactive,
and practical learning methods.

These problems can be solved by using models, techniques and methods that are in accordance with the
characteristics of the model. Teachers should be able to choose learning strategies that support the development of
learning regarding students' social values and encourage students to think for themselves to understand concepts rather
than receiving all information from the teacher. Research shows that 91% of students are interested in learning the
Pancasila curriculum. Authentic learning experiences can change students' behavior and knowledge (Sulfemi, 2019).

1.2 Research objectives

The purpose of this study was to determine how much influence the TGT learning model and the CTL learning model
have on the Pancasila Education subject at SD Negeri 01 Trangkil Pati, SD Negeri 03 Trangkil Pati, and SD Negeri 05
Trangkil. The learning model was applied to the material of norms in my life for grade V of elementary school. The hope
of this article is to provide an overview of the advantages and disadvantages of the learning model applied in elementary
schools majoring in Pancasila Education.

2. Methodology

2.1 Research design
This study uses the quasi-experimental design method using the Teams Games Tournament and Contextual Teaching
and Learning models, as well as a control class using the conventional model.

2.2 Respondents of the study

The population framework in this study was seventy-seven (77) fifth grade students of SD Negeri 01, SD Negeri 03, SD
Negeri 05 Pati City, Indonesia. This study uses a quantitative approach because in this case the researcher observed that
it can be measured and can be changed into numbers so that an approach using quantitative can be found. The method
used by the researcher is an experiment, more precisely a quasi-experimental design that obtains information in the form
of information obtained by experiments in real conditions that cannot be controlled or manipulated by all relevant
variables.

2.3 Sample how table should be placed is as below

The research instrument used in this study was to use a pretest using the Teams Games Tournament and Contextual
Teacher and Learning learning models and a conventional learning model with a comparison using the Snowball
Throwing learning model. The researcher presents a table of pretest average similarity tests and post-test similarity tests.

3. Findings and Discussion

In this study, the average pre-test results in the control class using the Snowball Throwing learning model were 40.41
and a standard deviation of 3.994. In the post-test, the control class obtained an average value of 62.50 with a standard
deviation of 6.583. The average pre-test results of the experimental class I using the Teams Games Tournament learning
model were 62.00 with a standard deviation of 5.9000. In the post-test, the experimental class I obtained an average value
of 88.60 with a standard deviation of 8.953. The average pre-test results of the experimental class II using the Contextual
Teaching and Learning learning model were 59.46 with a standard deviation of 5.826. In the post-test, the experimental
class II obtained an average value of 81.60 with a standard deviation of 8.729.
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Table 1. pre-test average equality test

Kelompok

N Mean Std. Std. 95%
Deviasi Error (Lower Bound)

Confidence Interval

Pre-Test Eksperimen I (Teams Games

Tournament)

Pre-Test Eksperimen II (Contextual

Teaching and Learning)
Pre-Test Kontrol
Total

25 75,5850 115,59774  3,81157 60,2171

28 60,2193  24,90655 6,09580 50,6241

24 33,5265 14,99690 4,05547 27,1552
77 56,4436 18,50039 4,65428 45,9988

In the control class, the learning outcomes using the Snowball Throwing model for class V of SD Negeri 05
Trangkil Pati obtained an average value of 33.526 with a standard deviation (level of deviation) of 14.99690, while the
Std. Error of mean was 4.05547 with a value range of 46.75 with the lowest value being 20 and the highest being 85 and
a middle value (median) of 29.6040.

Table 2. ANOVA

Source Sum of Squares df Mean Square F Sig.
Between Groups 82,428 2 41214 0,683 0,509
Within Groups 3619,018 60 60,317

Total 3701,447 62

The explanation above describes the results of the calculation of the learning achievement gain index of students
in the control class which is included in the high category, there are 0 students with a percentage of 0%, the medium
category has 11 students with a percentage of 30%, and the low category has 13 students with a percentage of 70%.

The first experimental class of learning outcomes using the Teams Games Tournament learning model for class
V of SD Negeri 01 Trangkil Pati obtained an average score of 75.580 with a standard deviation (level of deviation) of
15.59774, while the Std. Error of mean obtained 3.81157 with a value range of 60 with the lowest value being 45 while
the highest value was 100 and the middle value (median) was 75.5953.

The results of the calculation of the learning achievement gain index for students in the first experimental class
show that there is an increase in student learning outcomes in the cognitive domain in the high category of 21 students
with a percentage of 75%, then 4 students in the medium category with a percentage of 25% and the low category of 0
students with a percentage of 0%.

Table 3. Multiple Comparisons

@D J) Lower Upper
Bound Bound

Pre-Test Eksperimen I (Teams Games Pre-Test Eksperimen II (Contextual 4,7965 4,9193
Tournament) Teaching and Learning)

Pre-Test Kontrol 16,5309 20,3725
Pre-Test Eksperimen II (Contextual Pre-Test Eksperimen I (Teams Games -4,7965 -4,9193
Teaching and Learning) Tournament)

Pre-Test Kontrol 11,7344 -20,3725
Pre-Test Kontrol Pre-Test Eksperimen I (Teams Games -16,5309 -20,3725

Tournament)

Pre-Test Eksperimen II (Contextual -11,7344 -15,4532

Teaching and Learning)

Table 4. experiment [, I and control comparisson

Class N  Subset for alpha = 0.05
Pre-Test Experiment I (Teams Games Tournament) 25 15,534

Pre-Test Experiment II (Contextual Teaching and Learning) 28 11,658

Pre-Test Control 24 8,453

Sig. 0,528

Furthermore, based on descriptive statistical data, it can be seen that in the second experimental class, the learning
outcomes using the Contextual Teaching and Learning learning model for class V of SD Negeri 03 Trangkil Pati obtained
an average score of 60.2193 with a standard deviation of 24.90655, while the Std. Error of mean is 6.09580 with a value
range of 80.05 with the lowest value of 45 and the highest value of 100 and a middle value (median) of 62.2518.
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The results of the calculation of the learning achievement gain index of experimental class II students show an
increase in student learning outcomes in the cognitive domain in the high category of 16 students with a percentage of
65%, then 12 students in the medium category with a percentage of 35% and the low category of 0 students with a
percentage of 0%.

Teams Games Tournament learning model on the learning achievement of Pancasila Education for class V of SD
Negeri 01 Trangkil Pati is 75.3 and the influence of the Contextual Teaching and Learning learning model on the learning
achievement of Pancasila Education for class V of SD Negeri 03 Trangkil Pati is 70.835.

From the explanation above, it can be concluded that there is an influence of learning achievement of Pancasila
Education between grade V students using the Teams Games Tournament and Contextual Teaching and Learning learning
models in elementary schools. This can be proven by the large value in the experimental class using the Teams Games
Tournament learning model with a value of 75.3 which is greater than the experimental class II using the Contextual
Teaching and Learning learning model with a value of 70.835 which is also supported by the results of the post-test in
the experimental class I, which is 88.60 and the post-test in the experimental class II, which is 81.88, which shows that
there is an influence and difference of 7.28.

4. Conclusions and Recommendations
Based on expert opinions, the Teams Games Tournament (TGT) and Contextual Teaching and Learning (CTL) learning
models have proven to have a very positive effect on student learning outcomes. This is because both models encourage
active student participation, connect subject matter to their real lives, and make the learning process more direct and
meaningful. This approach is effective for all grade levels, both lower and upper grades.

Pengajar seharusnya menggabungkan TGT dan CTL untuk mencapai hasil belajar yang maksimal. Manfaatkan
TGT untuk meningkatkan kerja sama dan semangat melalui kompetisi antar tim, dan terapkan CTL agar pembelajaran
dapat diterapkan dengan melibatkan siswa dalam kegiatan proyek atau analisis kasus nyata. Hal ini mendukung siswa
dalam memahami materi secara lebih mendalam serta membangun keterampilan analitis yang penting.
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