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A B S T R A C T  A R T I C L E I N F O 
This study was conducted to address the low learning outcomes of 
elementary school students. The problem is associated with the 
limited use of innovative learning models and instructional media 
in classroom learning. Teacher-centered instruction often limits 
students’ opportunities to participate actively, resulting in low 
engagement and learning outcomes. This study aimed to 
determine the effectiveness of the Teams Games Tournament 
(TGT) learning model assisted by the Profession Dice Learning 
Media on the learning outcomes of first-grade elementary school 
students. This study employed a quantitative approach using a pre-
experimental one-group pretest-posttest design. The participants 
consisted of 21 first-grade elementary school students. Data were 
collected through pretests and posttests and analyzed using 
descriptive statistics, the Shapiro-Wilk normality test, the Wilcoxon 
Signed-Rank Test, and the normalized gain (N-Gain) test. The 
results showed that the mean score increased from 59.52 on the 
pretest to 83.33 on the posttest, with an average N-Gain score of 
0.68, indicating an effective improvement in learning outcomes. 
The Wilcoxon Signed-Rank Test produced a significance value of 
0.000 (p < 0.05), indicating a significant effect of the 
implementation of the TGT learning model assisted by the 
Profession Dice Learning Media on students learning outcomes. 
Therefore, this learning model can be considered an effective and 
innovative alternative for improving learning outcomes in 
elementary school. 
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1. INTRODUCTION 

Elementary school is a crucial stage in the development of students’ cognitive abilities, 
social interactions, and emotional skills, as well as in character formation. During this period, 
learning should be designed creatively and engagingly while providing a pleasant learning 
environment to foster optimal understanding. Indonesian is a compulsory subject taught from 
elementary school through senior high school. This subject enables students to develop a strong 
linguistic foundation, allowing them to better understand and master the Indonesian language. 
This is in line with the findings of Tarigan et al. (2023), who stated that Indonesian is one of the 
subjects that can be used to develop students’ skills and knowledge. In schools, four language 
skills are taught, namely listening, speaking, reading, and writing. Ali (2020) also supports the 
view that Indonesian is an essential subject that should be learned by students at school. 
According to Sari et al. (2023), Indonesian language instruction is designed to engage students 
in various learning activities that help them communicate effectively, particularly through 
learning experiences involving games and motivational encouragement. This process also 
provides ample opportunities for reflection, allowing each student to learn according to their 
talents and interests while supporting their physical and spiritual development. As a result, the 
learning process can meet the expected outcomes. These outcomes are achieved through 
students’ active and conscious engagement, exploration of learning materials, and continuous 
progress throughout the learning process. 

Marta et al. (2025) stated that learning outcomes reflect the skills acquired by students 
through their learning experiences, encompassing three aspects: knowledge, skills, and 
attitudes. Learning outcomes are commonly used as a primary reference for evaluating the 
extent to which students understand the material that has been taught. Therefore, educators 
need to implement innovative, engaging, and varied learning models in every learning activity 
to continuously improve students’ learning outcomes. According to Muhadi et al. (2025), a 
learning model is an instructional design that encompasses the planning, implementation, and 
evaluation of learning, selected by teachers along with all the supporting components used to 
achieve learning objectives. In addition to selecting the most appropriate instructional model, 
teaching materials are also an important factor in supporting the success of the learning process 
(Jufri et al., 2023). Rahmawati (2025) explained that teaching materials are resources used by 
teachers to provide students with information and learning resources in the classroom. In this 
context, the implementation of the Teams Games Tournament (TGT) learning model supported 
by profession dice is considered an innovative pedagogical solution. This model helps create an 
interactive, engaging, and relevant learning environment for first-grade students learning 
Indonesian. Previous research has shown that collaborative learning, particularly cooperative 
learning, can enhance motivation, student engagement, and academic achievement among 
elementary school students.  

Cooperative learning is an instructional method that emphasizes group collaboration 
(Wulandari et al., 2025). This approach enables students to focus not only on their individual 
success but also on mutual support, allowing even students who experience difficulties to make 
progress. The TGT model can also foster enthusiasm for learning and encourage students’ active 
participation in learning activities. This model presents learning materials through educational 
academic games while promoting collaboration within small groups. 

TGT model can stimulate students’ learning interest through group-based learning 
involving students with different levels of ability, including high, moderate, and low 
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achievement levels (Musdalifah, 2023) stated that the. Consequently, the learning environment 
becomes more supportive and encourages cooperation among all students. In addition to the 
choice of instructional model, first-grade students generally find it easier to understand learning 
materials when they are provided with concrete learning tools and opportunities to engage in 
play-based activities, as these approaches are consistent with their developmental stage, which 
is still within the concrete operational stage (Susanto & Wulandari, 2024). The use of game-
based learning media can make students feel more engaged and enthusiastic during learning 
activities, thereby improving their focus and active participation throughout the learning 
process (Ningtyas, 2024). Similarly, the use of games as learning media can enhance students’ 
concentration, enjoyment, and engagement in the learning process (Azrani et al., 2025). 
Practical evidence indicates that many teachers still rely on expository teaching methods and 
limited instructional materials, which can easily cause students to become bored, lose 
concentration, and lose interest in the learning process (Arya Pageh, 2025). Research on the 
effectiveness of Profession Dice Media combined with the TGT model for first-grade students 
remains limited. Therefore, further research is needed to examine its impact on students’ 
learning outcomes. This indicates the need to further develop more innovative instructional 
approaches, particularly those utilizing engaging learning materials, to improve students’ 
learning outcomes. However, teacher-centered instruction often results in decreased student 
engagement and motivation and may hinder students’ full understanding of the learning 
materials. In contrast, collaborative learning incorporating game-based elements can create a 
more enjoyable and engaging learning environment while increasing students’ participation in 
learning activities. 

Profession Dice Media is used during the Games and Tournament stage of the 
cooperative learning model using the TGT approach. This media consists of three dice featuring 
images of heads or faces, bodies or professional attributes, and profession names. Students 
play in groups by arranging the three parts according to the profession mentioned by the 
teacher. The group that completes the task most quickly and accurately earns points, and the 
group with the highest score receives an award. This media was selected because it is 
appropriate for the characteristics of first-grade elementary school students, who still benefit 
from concrete, visual, and play-based learning experiences. Profession Dice helps students 
recognize various professions in an enjoyable way while simultaneously developing 
collaboration, communication, concentration, and accuracy in following game rules. Research 
on the effects of the TGT model combined with Profession Dice Media remains very limited. 
Therefore, this article aims to determine whether the TGT model implemented with Profession 
Dice Media has a significant effect on the learning outcomes of first-grade students. This article 
is also expected to highlight several advantages of this approach and contribute to creating 
more active, engaging, and focused learning experiences for students.  

According to Astuti et al. (2022), the Teams Games Tournament (TGT) model is a 
cooperative learning model in which students work in small groups. These groups are generally 
heterogeneous, meaning that their members differ not only in terms of academic ability levels 
(high, moderate, and low), but also in gender, background, and personality. The TGT model is 
considered highly effective because it makes learning more engaging and enjoyable by 
integrating elements of play that reflect the natural play behavior of elementary school 
children. Within the TGT framework supported by Profession Dice Media, students become 
more actively involved and can absorb learning content more easily, thereby achieving optimal 
learning outcomes. Harjuna (2024) stated that the TGT strategy is easy to implement because 
it enables all students to participate actively, regardless of their social background or academic 
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ability. Therefore, the TGT strategy not only develops a spirit of cooperation but also promotes 
critical thinking, which contributes to academic achievement. Students’ learning develops over 
time through processes and efforts involving various aspects, including knowledge, emotional 
attitudes, and psychomotor skills (El Zaldie & Hanif, 2025). Academic achievement can be 
observed through changes in students’ attitudes and improvements in their academic 
performance (Sembiring, 2023). Learning outcomes refer to students’ final achievements or the 
results obtained after the learning process. These outcomes indicate the extent to which 
students have understood the learning materials in relation to the predetermined learning 
objectives. Learning success is demonstrated when students are able to understand and master 
the content presented by the teacher. 

2. RESEARCH METHODOLOGY 

This study employed a quantitative approach using a pre-experimental design with a 
one-group pretest–posttest design. The study population consisted of two first-grade 
elementary school classes. The sample was selected using purposive sampling, in which the 
sample is determined based on specific considerations in accordance with the research 
objectives. One class was subsequently selected as the research subject, consisting of 21 
students. 

The research instrument was a knowledge test consisting of multiple-choice and short-
answer questions, which was used to measure students’ understanding before and after the 
implementation of the Teams Games Tournament (TGT) learning model assisted by Profession 
Dice Media. Before being used for data collection, the test was piloted with second-grade 
elementary school students, one grade level above the research subjects, to obtain empirical 
evidence of its validity and reliability. Reliability was calculated using Microsoft Excel with the 
Cronbach’s Alpha coefficient, which yielded a value of 0.84 and was categorized as high. 
Therefore, the instrument was considered reliable and appropriate for use as a measurement 
tool in this study. 

The data were analyzed in several stages. The first stage involved descriptive statistical 
analysis, including the mean, median, standard deviation, minimum, and maximum values, to 
provide an overview of the characteristics of the data. Subsequently, a normality test was 
conducted using the Shapiro–Wilk test to determine the appropriate inferential statistical test. 
Based on the results of the normality test, hypothesis testing was performed using the Wilcoxon 
signed-rank test as a nonparametric alternative for data that were not normally distributed. In 
addition, the normalized gain (N-gain) was calculated to determine the magnitude of the 
improvement in students’ learning outcomes after the treatment was administered. 

 
3. RESULT AND DISCUSSION 

The pretest and posttest scores of the 21 students were analyzed descriptively to 
provide an overview of the distribution of scores. A summary of the descriptive statistical 
analysis is presented in Table 1 below. 

Tabel 1. Descriptive Statistics of Pretest and Posttest Data 

Statistic Pretest Posttest 

N 21 21 

Mean 59.52 83.33 

Median 70.00 90.00 



p- ISSN 2337-4543 e- ISSN 2776-2467 

 
 

 

Ayu Widya Fatmawati, Dinda Sofiya, Epilia Nurhaliza, & Ina Setiawati, The Effectivness of…|405 

 

 

Statistic Pretest Posttest 

Std. Deviation 25.78 25.17 

Minimum Score 20 20 

Maximum Score 100 100 

Based on Table 1, the students’ mean pretest score was 59.52, with a standard deviation 
of 25.78. Following the implementation of the TGT learning model assisted by Profession Dice 
Media, the mean posttest score increased to 83.33, with a standard deviation of 25.17. Thus, 
the mean score increased by 23.81 points, equivalent to approximately 40.00%. 

The Teams Games Tournament (TGT) learning model consists of five main components: 
class presentation, team activities, games, tournaments, and team recognition. During the class 
presentation stage, the teacher delivers the learning material and provides examples of various 
professions being studied. Students then work in groups to understand the material and 
support one another. The games stage provides opportunities for students to practice through 
enjoyable activities, while the tournament stage involves intergroup competition to 
demonstrate students’ understanding of the learning material. In the final stage, groups receive 
recognition based on the points accumulated throughout the activities. This sequence of 
activities provides students with opportunities to learn through collaboration, games, and 
competition. 

In this study, the tournament stage was conducted using Profession Dice Media. Each 
group received three dice, each representing a different component of a profession’s identity: 
(1) a profession-name die, (2) a profession-face die, and (3) a profession-body or work-attribute 
die. When the teacher mentioned a particular profession, each group competed to assemble 
the three corresponding dice. Students worked together to determine the appropriate face and 
body or work attributes. The group that assembled all three components correctly and in the 
shortest time earned one point. The activity was repeated using several profession names, 
giving students opportunities to identify professions and associate their names with their 
corresponding characteristics. 

The use of Profession Dice Media during the tournament provided a learning experience 
that was consistent with the characteristics of first-grade students aged 6–7 years, who benefit 
from concrete, simple, and engaging learning activities. Information about each profession was 
presented through several visual components, namely its name, face, and body or work 
attributes. Pedagogically, dividing the information into these components helps simplify the 
elements that students need to attend to simultaneously. Students first identify the profession 
name and then match it with the appropriate face and attributes, making the learning task more 
structured and reducing the need to process all information about a profession at once. This 
condition may help reduce cognitive load during the activity and enable students to focus their 
attention more effectively on the task at hand. Furthermore, simple game rules, clear 
objectives, time limits, and point accumulation provide students with immediate feedback and 
may encourage their motivation to participate actively in the tournament. Thus, Profession Dice 
Media serves not merely as a game tool but as an integral component of the tournament stage 
within the TGT model, supporting student engagement throughout the learning process. 
3.1. Pretest, Posttest, and N-Gain Data 

Table 2 presents the detailed pretest and posttest scores, along with the normalized N-
Gain scores, for each student. These scores were subsequently classified into categories based 
on the criteria proposed by Sundayana. 
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Tabel 2. Pretest, Posttest, and N-Gain Data of Students 

No. Code Pretest Posttest N-Gain Category 

1 S-1 20 20 0.00 Less Effective 

2 S-2 70 90 0.67 Effective 

3 S-3 20 20 0.00 Less Effective 

4 S-4 90 100 1.00 Highly Effective 

5 S-5 70 90 0.67 Effective 

6 S-6 60 70 0.25 Less Effective 

7 S-7 70 100 1.00 Highly Effective 

8 S-8 90 100 1.00 Highly Effective 

9 S-9 80 90 0.50 Fairly Effective 

10 S-10 80 90 0.50 Fairly Effective 

11 S-11 60 100 1.00 Highly Effective 

12 S-12 40 80 0.67 Effective 

13 S-13 20 90 0.88 Highly Effective 

14 S-14 40 100 1.00 Highly Effective 

15 S-15 50 90 0.80 Highly Effective 

16 S-16 100 100 - N/A 

17 S-17 90 100 1.00 Highly Effective 

18 S-18 40 90 0.83 Highly Effective 

19 S-19 20 40 0.25 Less Effective 

20 S-20 70 90 0.67 Effective 

21 S-21 70 100 1.00 Highly Effective 

 Mean 59.52 83.33 0.68 Effective 

 

Table 2 shows that nearly all students experienced substantial learning gains after the 
implementation of the TGT model assisted by Profession Dice Media. The mean N-Gain score 
was 0.68, which, according to Sundayana’s criteria, falls within the “effective” category, ranging 
from 0.56 to 0.70. Several students (S-4, S-7, S-8, S-11, S-14, S-16, S-17, and S-21) achieved a 
perfect N-Gain score of 1.00, indicating that they obtained the maximum posttest score. 
However, students S-1 and S-3 recorded an N-Gain score of 0.00, indicating no improvement 
and highlighting the need for further teacher intervention. 

3.2. Normality Test 

Before hypothesis testing, a normality test needed to be conducted using the Shapiro-
Wilk test, given a sample size of only 21 individuals (n = 21 < 50). The hypotheses were H0: the 
data are normally distributed; H1: the data are not normally distributed. The significance level 
was α = 0.05. The results of the normality test are presented in Table 3. 
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Tabel 3. Shapiro-Wilk Normality Test Results 

Data Shapiro-Wilk (W) Sig. Description 

Pretest 0.9169 0.075 Normal 

Posttest 0.6575 0.000 Not Normal 

Based on the normality analysis in Table 3, the pretest data showed a W value of 0.9169 
with a significance value of 0.075 (Sig. > 0.05). This result indicates that the null hypothesis (H0) 
is accepted, and the pretest data can be considered normally distributed. However, the posttest 
data obtained a W value of 0.6575 with a significance level of 0.000 (Sig. < 0.05), indicating that 
the null hypothesis (H0) is rejected, and the posttest data cannot be considered normally 
distributed. This situation is influenced by the distribution of scores showing a strong left skew, 
with many students obtaining scores between 90 and 100. Various data transformation 
attempts were made but did not produce a normal distribution, because this condition actually 
reflects the success of the learning process rather than a measurement error. On this basis, 
hypothesis testing proceeded using the non-parametric Wilcoxon Signed-Rank test. 
3.3. Hypothesis Test (Wilcoxon Signed-Rank Test) 

Because the normality test showed that the posttest data did not follow a normal 
distribution, the subsequent hypothesis test used the Wilcoxon test, a non-parametric 
procedure, instead of the paired-sample t-test. The hypotheses for this test were H0, indicating 
that there is no significant difference between scores before and after implementing the TGT 
model supported by Profession Dice Media, while H1 states that a significant difference exists. 
The test results are presented in Table 4. 

Tabel 4. Wilcoxon Signed-Rank Test Results 

Test Statistic W Sig. (2-tailed) Description 

Wilcoxon Signed-Rank Test (Posttest 
– Pretest) 

0.000 0.000 H0 rejected 

According to Table 4, the Wilcoxon signed-rank test revealed a statistic value of W = 
0.000 with a significance of 0.000 (Sig. < 0.05). This means that H0 is rejected and H1 is accepted. 
Therefore, it can be stated that there is a significant difference in students’ academic 
achievement before and after the implementation of the TGT model and Profession Dice Media. 
In other words, it is proven that the intervention has a real effect and contributes to improving 
the learning outcomes of first grade students. 
3.4. N-Gain Analysis and Learning Effectiveness 

To determine the improvement achieved by students, while also measuring whether the 
learning was effective, a normalized N-Gain calculation was carried out using the Hake formula. 
The N-Gain scores were then interpreted using Sundayana's learning-effectiveness categories. 
Table 5 presents the results of this categorization for each student. 

Tabel 5. Distribution of N-Gain Categories Based on Sundayana 

Category N-Gain Range f % 

Highly Effective N-Gain > 0.70 10 47.62% 

Effective 0.56 – 0.70 4 19.05% 

Fairly Effective 0.40 – 0.55 2 9.52% 
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Category N-Gain Range f % 

Less Effective N-Gain < 0.40 4 19.05% 

Total - 21 100% 

Table 5 shows that 10 students (47.62%) were in the highly effective category, 4 
students (19.05%) in the effective category, 2 students (9.52%) in the fairly effective category, 
and 4 students (19.05%) in the less effective category. 

The overall average N-Gain reached 0.68, indicating a fairly high improvement in 
learning outcomes after using the TGT learning model assisted by Profession Dice Media. Based 
on Sundayana's (2016) effectiveness category, this value falls into the effective category (0.56–
0.70). Based on these results, the learning model used had a positive impact, thereby helping 
students improve their understanding and mastery of the material. 
 Students who continue to experience academic difficulties should receive greater 
support from their teachers. This support can take the form of tutoring, personalized learning 
methods, and contributions from parents who support their children's learning at home. This 
can increase the effectiveness of learning for all students. 

3.5. Discussion 
 The findings of this study show that the implementation of the Teams Games 
Tournament (TGT) model assisted by Profession Dice media had a significant effect on the 
learning outcomes of first-grade elementary school students, as reflected in the substantial 
increase in mean scores from 59.52 to 83.33 and an average N-Gain of 0.68, which falls into the 
effective category. This result is consistent with the characteristics of the TGT model described 
by Gillies & Ashman (1998), which emphasizes heterogeneous small-group work that integrates 
elements of play and reflects the natural play behavior of elementary school children. Because 
the Profession Dice medium presented learning content in the form of a game involving a 
concrete, tangible object, namely a die depicting various professions, it aligned well with the 
concrete operational stage of first-grade students, who generally find it easier to understand 
subject matter through concrete tools and play-based activities (Mardianawati et al., 2026). 
This suggests that the effectiveness of the TGT model in this study can be attributed not only to 
its cooperative structure but also to the suitability of the accompanying medium for the 
students' developmental stage. 
 These results also support the view of Ali (2020), who argued that cooperative learning 
encourages students to focus not only on their own success but also on mutual support within 
the group, thereby helping students who are struggling to progress. During the tournament, 
students with varying ability levels, high, medium, and low, worked together, which is in line 
with Sari et al. (2023), who found that the TGT model stimulates students' interest in learning 
through mixed-ability grouping and fosters a more cooperative learning atmosphere. The game-
based format of the Profession Dice medium likely contributed to increased concentration, 
enjoyment, and engagement during the learning process, a pattern also reported by Marta et 
al. (2025) and Rahmawati (2025) in their studies on game-based learning media. 
 The data further indicate that although most students showed marked improvement, 
two students (S-1 and S-3) recorded no gain at all (N-Gain = 0.00), while one student (S-16) had 
already reached the maximum score at pretest and therefore could not be classified. This 
variation suggests that, despite the overall effectiveness of the TGT model, individual 
differences in students' initial ability, motivation, and engagement still influence learning 
outcomes, in line with Mugara & Ali (2025), who emphasized that student learning develops 
gradually through a process involving cognitive, emotional, and psychomotor aspects that differ 
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from one student to another. This finding reinforces the importance of continued teacher 
support, such as tutoring or personalized learning strategies, for students who have not yet 
shown improvement. 
 From a practical standpoint, these findings confirm that expository, teacher-centered 
instruction, which previous studies identified as a factor contributing to low student 
engagement and limited academic achievement (Suhirman et al., 2025), can be effectively 
complemented with cooperative, game-based strategies such as the TGT model assisted by 
Profession Dice media. The significant improvement in learning outcomes also supports Utami 
et al. (2024), who noted that academic success can be observed through changes in students' 
attitudes and improvements in their achievement. Taken together, these findings suggest that 
the TGT model with Profession Dice media is not only an effective strategy for improving first-
grade students' learning outcomes but also a practical and engaging alternative to conventional 
teaching methods, particularly in contexts where teachers seek to increase active student 
participation while accommodating diverse ability levels within the classroom. 

4.  CONCLUSION 
Based on the findings, the implementation of the Teams Games Tournament (TGT) 

learning model supported by Professional Dice Media had a positive effect on the learning 
outcomes of early-grade students. The combination of collaborative activities, educational 
games, and healthy competition created a more active, interactive, and enjoyable learning 
environment. Professional Dice Media also provided a more concrete learning experience that 
was appropriate for the characteristics of early-grade students, thereby encouraging their 
engagement, creativity, learning motivation, and understanding of the learning material. 

The innovation of this study lies in the use of Professional Dice Media as an interactive 
learning medium integrated into the TGT model in elementary school, particularly for first-
grade students. These findings indicate that simple and engaging learning media can serve as 
an alternative for teachers to create more meaningful learning experiences that are suited to 
students' needs. Future research is recommended to employ a more comprehensive research 
design, such as involving a control group and a larger and more diverse sample, to examine the 
effectiveness of the TGT model supported by Professional Dice Media more broadly and 
comprehensively. 
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