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This study aimed to analyse the effect of cooperative learning through 
a thematic team-games tournament in elementary school in Lampung 
Province. This was a quasi-experimental one-group pretest posttest 
study. The study involved 22 students. The data was collected from 
tests with five short-answer questions and 20 multiple-choice 
questions. The items measured were remembering, understanding, 
applying, and analysing. The reliability of the items fell into very high 
(0.92) and moderate to high (0.50 – 0.87) categories of validity. The 
discrimination power of the test fell into the good category (0.41–0.70) 
with a moderate level of difficulty (0.31–0.70). The data was analysed 
with a t-test. The learning outcomes of the fifth-grade students of 
elementary school were influenced by the cooperative learning in the 
teams-games tournament with a significance level of 5%. The 
cooperative learning in a team-games tournament played an important 
role in increasing the fifth-grade students’ learning outcomes.  

 
Key words: Team-games tournament, thematic learning, cooperative learning, 
elementary school.  
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Introduction 
 
It is widely accepted in education that the learning process should change students so that 
they can understand and use critical thinking when dealing with problems and behaviour. 
These skills are important in ensuring the sustainable development of a nation (Paul, 2018; 
Giroux, 2018). Knowledge, attitudes, and skills are formed by the process of learning (Retno, 
2019; Adesoji, 2018), and students need to engage positively in activities, thinking, the 
development of concepts, and everything learned is provided with a meaning (Shofiah, 2018; 
Suprihatiningrum, 2016).   
 
The development of knowledge, attitudes, and skills creates changes in learning outcomes. If 
an educator applies an interesting learning model and motivates students, continuous change 
can take place (Aviv, 2019; Irbawati, 2019). These changes in students' abilities lead to other 
changes that benefit their learning in the future (Tidd, 2018; Gay 2018; Morrison, 2019).   
 
Making students central in the teaching and learning process enables them to hone their 
critical reasoning skills, develop creativity, become active, and work together (Darling-
Hammond, 2018; Giannoti, 2015). Cooperative and thematic learning is particularly suited to 
achieving these goals. Cooperative learning is a learning strategy that creates student-oriented 
learning activities and motivates students to learn (Gillies, 2016; Altun, 2017).  
 
Cooperative learning is social and collaborative in nature (Vygotsky, 2019; Guo Y, 2019). 
Students learn to be personally responsible, respect each other, and complete group tasks in a 
team to achieve shared goals (Zhang, 2018; Mendo Lazaro, 2018; Gungor, 2018). Each group 
member has the same responsibility for the group achieving success. Using cooperative 
learning models not only trains students to learn and accept what is presented by their 
teacher, but the students also have the opportunity to learn from each other (Sharan, 2015; 
Clapper, 2015; Kibirigi, 2016).  
 
The goals of cooperative learning are maximizing the learning activities and learning 
outcomes/academic performance of the students, increasing the students' knowledge (both as 
an individual and as a group), showing mutual tolerance, and respecting racial, cultural, and 
social class differences. Cooperative learning aims to habituate students to learning 
responsibly and working well together to achieve learning goals (Thurston, 2019; Rahim, 
2019; Morgan, 2019). 
 
Learning in a more relaxed atmosphere encourages responsibility, cooperation, and fair 
competition. Learning engagement can be achieved through cooperative learning activities 
such as a team-games tournament (Vello, 2016; Pulla, 2017). In this learning model, groups 
consist of 5–6 members who have differences in academic ability, gender, and ethnicity or 
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race. Students compete in an academic tournament, in the form of a quiz, and use an 
individual progress scoring system, where a student representing the team competes with the 
representative of another team, who has a similar academic performance (Saadah 2017; 
Bolhassan, 2017; Slavin, 2019). 
 
Cooperative learning through a team-games tournament is an example of thematic learning. 
In this approach, the themes for learning and discussion are integrated within various topics, 
with the aim of providing meaningful experiences for students (Ain, 2018; Wuryani, 2018). 
Students understand the facts, concepts, principles, and procedures that they learn 
contextually and relate them to other concepts that they have already learned and understood 
and the abilities they have already developed. 
 
Thematic learning is a modern learning approach that makes the students the subjects of the 
learning process. It provides both direct and indirect experiences in which the presentation of 
facts, concepts, principles and meta-cognitive knowledge from different topics are not rigidly 
separated from one another, and the learning outcomes are in accordance with the characters 
of the students (Hermawan, 2009; Utami, 2018). 
 
This learning approach allows students, both individually and in groups, to actively explore 
and discover facts, concepts, and scientific principles in a holistic, meaningful, and authentic 
way. Thematic learning takes place if authentic problems or explorations of several themes to 
control the learning activities exist. By participating in the exploration of a theme, or several 
themes, students simultaneously learn different topics and information (Wardani, 2015; 
Ardiawan, 2019). Students gain knowledge, attitudes, and skills and develop various 
competencies in the topics in a theme. This enables them to have much broader, deeper, and 
more meaningful knowledge and understanding of the topics. Students are given the 
opportunity to make connections between the topics using their own personal experiences, 
and to communicate in real situations. 
 
Cooperative learning through a team-games tournament is an excellent way to overcome the 
low learning outcomes of fifth-grade students in public and private elementary schools in 
Bandar Lampung city (see Table 1). The expected learning outcomes cannot be achieved 
solely through the process of transferring knowledge. Teachers also need to mould the 
character of students in elementary schools, as their cognitive development is still in the 
concrete pre-operational stages. Thus, the content of a theme should be designed to create an 
atmosphere of effective, efficient, enjoyable learning that helps students increase their 
learning outcomes. One model of cooperative learning that teachers can choose and apply is a 
team-games tournament. 
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Table 1: Average thematic learning outcomes for fifth-grade students of elementary schools 
in Bandar Lampung city 

No. 
Elementary 
School 

Minimum 
Score for 
Standard 
Mastery 

Average 
(per theme) 

Frequency of 
Standard Mastery 

Percentage 

Passed Failed 
 
Passed 
 

Failed 

1 Public   60 
1 52.3 

12 18 40  60  2 50.4 
3 46.2 

2 Private  60 
1 40.2 

8 22 26.67  73.33  2 50.2 
3 46.1 

 
Constructivist learning theory underlies the cooperative learning process that takes place in a 
team-games tournament. This learning is through heterogeneous group activities that create 
an active learning atmosphere for discussing and exploring the teaching materials (2015; 
Doubleday, 2015; Wei, 2019). This learning model consists of five stages: class 
presentations, group learning (teams), games, between-group tournaments, and awards (team 
recognition) (Rahim, 2019; Sakdiah, 2018). This study aimed to analyze the effect of 
applying cooperative learning through a team-games tournament on the thematic learning of 
fifth-grade students in elementary schools in Lampung Province. 
 
Method 
 
This study was conducted through a quasi-experimental one-group pretest posttest design 
(Kerlinger, 1986). The researcher manipulated and controlled one or more independent 
variables and observed the dependent variable under investigation to find out if any other 
variables might simultaneously appear. The study aimed to analyze the probable cause and 
effect between variables through one or more treatments in the experimental group (Isaac & 
Michael, 1977). The fifth-grade students of public elementary schools were chosen as the 
population in this study, with a total of 22 samples which were determined through a random 
sampling technique.  
 
Data in the form of learning outcomes was collected through tests. The scores from the tests 
were used as the dependent variable. The tests were in accordance with the basic 
competencies and indicators and constructed to assess remembering, understanding, applying, 
and analyzing. The tests were comprised of five short-answer questions and 20 multiple-
choice questions with four answer choices. The reliability of the questions in the test was in 
the very high (0.92), and moderate to high (0.50–0.87) categories of validity. The 
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discrimination power of the test was in the good category (0.41–0.70) with a moderate level 
of difficulty (0.31–0.70). The data were analyzed with a t-test, to determine the effect of the 
independent variables on the dependent variable (Ghozali, 2005). 
 
Results  
 
Eight students achieved the minimum standard mastery in the pre-test, with the highest 
interval score being 68–80. A total of 14 students failed to achieve the minimum standard 
(Figure 1). 
 
Figure 1. Pre-test scores 

 
 
A total of 19 students achieved the minimum standard mastery in the post-test, with the 
highest interval score being 80–90. Only three students failed to reach the minimum standard 
(Figure 2). 
 
 
Figure 2. Post-test scores 
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A normality test was performed to test whether the data were normally distributed. This was 
done using a chi-square test (X2) with a criterion of X2 < α = 0.05. The results of the 
normality test analysis on the pre-test data gave X2 = 7.96 < X2 table = 11.070, and it was 
concluded that the pre-test data were normally distributed (see Table 2). 
 
Table 2: Normality test results of the pre-test 

No. 
Class 
boundaries  

Z-
score 

0 – Z 
area 

Class 
width  

N fo fe fo-fe 
(fo-
fe)2 

X2value 

= ∑(fo-
fe)2/fe 

1 19.5 -1,2 0.3849 0.1207 22 6 2.65 3.05 9.03 1.23 
2 31.5 -0,72 0.2642 0.1694 22 8 3.72 4.03 16.11 1.56 
3 43.5 -0,24 0.0948 0.1896 22 0 4.17 -4.17 17.08 1.82 
4 55.5 0,24 0.0948 0.1694 22 2 3.72 -1.72 2.05 0.35 
5 67.5 0,72 0.2642 0.1207 22 0 2.65 -2.65 5.02 0.89 
6 79.5 1,2 0.3849 0.06 22 6 1.32 4.28 21.90 2.11 
X2value= 7.96 

 
The normality test for the post-test data gave X2value = 8.44 < X2table = 11.070, and it was 
concluded that the post-test data were normally distributed (see Table 3). 
 
Table 3: Normality test results of the post-test 

No. 
Class 
boundaries 

Z-
score 

0 – Z 
area 

Class 
width  

N Fo Fe fo-fe 
(fo-
fe)2 

X2value 

= 
∑(fo-
fe)2/fe 

1 44.5 -2.28 0.4887 0.0382 22 2 0.84 1.16 1.34 1.59 
2 54.5 -1.65 0.4505 0.102 22 1 2.24 -1.24 1.53 0.68 
3 64.5 -1.03 0.3485 0.5039 22 5 11.08 -6.08 36.96 3.33 
4 74.5 -0.40 0.1554 0.0722 22 2 1.58 0.42 0.17 0.10 
5 84.5 0.21 0.0832 0.2163 22 7 4.75 2.25 5.06 1.06 
6 94.5 0.84 0.2995 0.1284 22 5 2.82 2.18 4.75 1.68 
X2value = 8.44 

 
The hypothesis testing was undertaken by using a t-test. If tvalue > ttable with α = 0.05 then the 
hypothesis Ha is accepted, and if tvalue < ttable then Ha is rejected. It was found that tvalue > ttable 
(5.520 > 2.079) with a significance level of 5%, and hypothesis Ha was accepted.  
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Discussion  
 
The post-test scores (after the students had participated in cooperative learning in the form of 
a team-games tournament) were higher than the pre-test scores. The learning model, oriented 
to educational games, makes students more confident and courageous in expressing their 
responses and opinions as well as increasing their activities and attention during the learning 
process (Rahayu, 2018; Slavin, 1996).  
 
In group learning activities, students were given the rule that learners are responsible for their 
own learning and are encouraged to increase the learning of other learners. This type of 
learning is based on changes in cognition, attitudes, and social skills among group members. 
This leads to a change in the learning outcomes of students. According to Vygotsky (2019), a 
scaffolding occurs in group learning – students get help during the learning stages, which 
eventually leads them to take responsibility and learn independently. The types of assistance 
provided to students during group learning were directions, warnings, encouragement, 
breaking down a problem into certain steps, and giving examples. This assistance enabled 
students grow independently. 
 
The scaffolding proposed by Vygotsky (2019) suggests that learning occurs when students 
work or learn to handle tasks that have not been learned, but the tasks are still within their 
ability. In other words, the tasks are in the Zone of Proximal Development (ZPD), which is a 
development level above a person's current development. According to Vygotsky, 
communication and collaboration between individuals provides a high mental function to 
shape social attitudes and changes in the knowledge of an individual. 
 
Opportunities provided through the implementation of cooperative learning include 
expressing an opinion, discussing a point of view, gaining an experience, involving all 
students directly in learning activities, testing the level of mastery of a topic, developing ways 
of thinking, increasing self-confidence, and developing social attitudes. This is the result of a 
process of learning with each other and formulating the results of a group work (Putri, 2017). 
According to Arends (1997), cooperative learning has never had a negative impact. The use 
of individual learning models is not recommended by Arends because the cooperative 
learning model is more effective, efficient, and attractive in improving students’ learning 
outcomes. Arends also proposed that learning improvement does not depend on the age of the 
students, lessons/topics, or student activities. Rather, there is a positive dependence on 
cooperative learning, mutual respect for different levels of abilities, a comfortable and 
pleasant classroom atmosphere, and warm and friendly interpersonal relationships between 
students and the teacher so they can express their emotions often. 
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Habits and training resulting from group learning include being responsible for everything 
that is done in a group, instilling awareness of achieving shared goals, training students to 
share duties and responsibilities, training students to be able to conduct a self-evaluation, 
learning leadership, and individual responsibility for material mastery in a group (Bass, 1990; 
Clarke, 2019). 
 
One of the characteristics of thematic learning is that it is student-centred. The team-games 
tournament in the cooperative learning model is consistent with the ideas of thematic 
learning. In thematic learning a topic can be linked to other topics, with stages of learning 
that can be applied during the thematic learning process (Utami, 2019). Thematic learning 
has an important place in the learning process. In elementary schools, learning must be 
contextual. Therefore, it must start with concrete things because the level of mental 
development of elementary school children begins with the concrete thinking stage. They 
have not been able to see separate topics. They have not been able to see objects or events 
that contain a number of concepts from several lessons.  
 
School children's understanding of a concept connected with an event or object is better 
organized with thematic learning. However, the process of understanding is very dependent 
on their initial knowledge. Each child builds his/her own understanding of the new concepts 
they receive. Thematic learning is particularly meaningful because the students find the 
material, they learn to be very useful. The initial knowledge that students have is a critical 
part of thematic learning. The simultaneous development of cognitive, affective and 
psychomotor skills is also a goal for thematic learning.  
 
 In thematic learning students understand a phenomenon directly from different points of 
view. This allows them to behave more wisely when dealing with new situations because 
their understanding is based on the results of their own learning, and the results of their direct 
interactions with facts and events, not just results given by the teacher. The information and 
knowledge obtained become authentic. The teacher functions only as a facilitator and 
catalyst, while the students are the actors seeking information and knowledge. 
 
In cooperative and thematic learning, students become more actively involved in planning, 
implementation, and evaluation. Learning takes place by paying attention to the students' 
characteristics – their talents, interests, motivations, and abilities (Fogarty, 1991). Thus, 
learning motivation emerges to make them learn continuously. 
 
Improvements in learning outcomes demand that students are responsible for the mastery of a 
topic. This is consistent with the characteristics of cooperative learning through a team-games 
tournament. By sharing knowledge with each other, each member of the group is responsible 
for collecting points, and passive or unenthusiastic students are no longer found in the 
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learning process. This model does not make smart students (higher academic ability) more 
prominent in the learning process. On the contrary, students with lower academic 
performance are just as active and take up positive roles in their groups. 
 
The implementation of a cooperative learning model does indeed help students to increase 
their learning outcomes, but there are still some shortcomings in its implementation. For 
example, students still tend to want to be in the same group as their seatmate during the 
grouping process, not with other classmates. This can affect their togetherness and acquisition 
of points in the group. 
 
Conclusion  
 
The school children’s outcomes from thematic learning were influenced by cooperative 
learning through a team-games tournament. Cooperative learning played an important role in 
increasing the fifth-grade students’ thematic learning scores in elementary schools. Therefore, 
elementary school teachers need to pay attention to the cooperative learning components that 
make up the team-games tournaments in the design of their lessons. Further research on the 
implementation of this model in different student grades is needed for a more comprehensive 
understanding of the effects on students' performance. 
 
Further research is required to identify which aspects contribute to the learning outcomes in 
thematic learning. The empirical data were not able to confirm whether the learning outcomes 
changed over time. This study did not investigate whether knowledge, attitude, and 
psychomotor skills were significantly correlated with each other. This study did not explore 
which aspects of cooperative learning through a team-games tournament played the most 
significant role in increasing the learning outcomes in thematic learning.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 



    International Journal of Innovation, Creativity and Change.  www.ijicc.net  
Volume 9, Issue 11, 2019 

 

201 
 
 
 

REFERENCES  
 
Adesoji, F. A. (2018). Bloom taxonomy of educational objectives and the modification of 

cognitive levels. Advances in Social Sciences Research Journal, 5(5). 
 
Ain, N., & Rahutami, R. (2018). Theme network in thematic learning in elementary school. 

Journal of Physics: Conference Series, 1013(1), 012- 065. 
 
Altun, S. (2017). The effect of cooperative learning on students’ achievement and views on 

the science and technology course. International Electronic Journal of Elementary 
Education, 7(3), 451-468. 

 
Ardiawan, I. K. N., & Artawan, K. N. (2019). The Implementation Of Curriculum 2013 In 

The Postmodernism Perspective. Proceeding International Seminar (ICHECY) 1(1). 
 
Arends, R. I. (1997). Classroom Instruction and Management. London: McGraw-Hill. 

Aviv, Y., Wei, M. M., & Zhang, F. (2019). Responsive pricing of fashion products: The 
effects of demand learning and strategic consumer behavior. Management Science. 

Bass, B. M. (1990). From transactional to transformational leadership: Learning to share the 
vision. Organizational dynamics, 18(3), 19-31. 

Bolhassan, N., & Taha, H. (2017). TGT for chemistry learning to enhance students’ 
achievement and critical thinking skills. AIP Conference Proceedings, 1847(1), 50-62. 

 
Clapper, T. C. (2015). Cooperative-based learning and the zone of proximal development. 

Simulation & Gaming, 46(2), 148-158. 
Clarke, T., Preskill, H., Stevenson, A., & Schwartz, P. (2019). Building a Culture of 

Learning: Teaching a Complex Organization How to Fish. The Foundation Review, 
11(1), 6. 

Darling-Hammond, L., & Cook-Harvey, C. M. (2018). Educating the whole child: Improving 
school climate to support student success. Palo Alto, CA: Learning Policy Institute. 

Doubleday, A. F., Brown, B., Patston, P. A., Jurgens-Toepke, P., Strotman, M. D., Koerber, 
A., & Knight, G. W. (2015). Social constructivism and case-writing for an integrated 
curriculum. Interdisciplinary Journal of Problem-Based Learning, 9(1), 9. 

Forgarty, R. 1991. The Mindful School: How to Integrated The Curricula. Palatine: Skylight 
Publishing. 



    International Journal of Innovation, Creativity and Change.  www.ijicc.net  
Volume 9, Issue 11, 2019 

 

202 
 
 
 

Gay, G. (2018). Culturally responsive teaching: Theory, research, and practice. London: 
Teachers College Press. 

 
Ghozali, I. (2005). Aplikasi Analisis Multivariate dengan SPSS (Multivariate Analysis 

Application using SPSS). Semarang: Badan Penerbit Universitas Diponegoro. Semarang 
 
Giannotti, J. (2015). Voices of Experience: How Teachers Manage Student-Centered ESL 

Classes. USA: University of Michigan Press. 
 
Gillies, R. M. (2016). Cooperative learning: Review of research and practice. Australian 

journal of teacher education, 41(3), 3. 
 
Giroux, H. (2018). Pedagogy and the politics of hope: Theory, culture, and schooling: A 

critical reader. London: Routledge. 
 
Güngör, Z. Y. (2018). Using The Cooperative Learning For Teaching Idioms On French 

Foreign Language Students. European Journal of Education Studies. 
 
Guo, Y., He, R., & Wu, K. (2019, June). Research on Improving the Effectiveness of Group 

Collaborative Learning. In 3rd International Conference on Economics and 
Management, Education, Humanities and Social Sciences (EMEHSS 2019). Atlantis 
Press. 

 
Irbawati, W. N., Wiryokusumo, I., & Leksono, I. P. (2019). The Effects of Conventional 

Method, Mind Mapping Method, and Learning Motivation on Thematic Learning 
Outcomes in 3rd Grade of Elementary School. International Journal of Educational 
Technology and Learning, 5(1), 25-31. 

Isaac, S., & Michael, W. B. (1981). Handbook in Research and Evaluation. San Diego: Edits 
Publisher. 

 
Kerlinger, F. N. (1986). Fondation of Behavioral Research. New York: Holt, Rinehart and 

Winstons. 

Kibirige, I., & Lehong, M. J. (2016). The effect of cooperative learning on grade 12 learners’ 
performance in projectile motions, South Africa. Eurasia Journal of Mathematics, 
Science & Technology Education, 12(9), 2543-2556. 

 
Mendo Lázaro, S., León Del Barco, B., Felipe-Castaño, E., Polo-del-Río, M. I., & Iglesias-

Gallego, D. (2018). Cooperative team learning and the development of social skills in 
higher education: the variables involved. Frontiers in psychology, 9, 15-36. 



    International Journal of Innovation, Creativity and Change.  www.ijicc.net  
Volume 9, Issue 11, 2019 

 

203 
 
 
 

 
Morgan, K. (2019). Applying Mastery TARGET Structures to Cooperative Learning in 

Physical Education. Journal of Physical Education, Recreation & Dance, 90(3), 27-32. 
Morrison, G. R., Ross, S. J., Morrison, J. R., & Kalman, H. K. (2019). Designing effective 

instruction. London: Wiley. 
 
Paul, R. W. (2018). Critical thinking and the critical person. In Thinking (pp. 373-403). 

Routledge. 
 
Pulla, V., 2017. Strengths-based approach in social work: A distinct ethical advantage. 

International Journal of Innovation, Creativity and Change, 3(2): 97-114. 
 
Putri, D. S., & Mawardi, M. (2017). The Application Of Teams-Games-Tournament (Tgt) To 

Increase Students’activeness And Learning Outcomes. Jurnal Pendidikan dan 
Pengajaran, 50(2), 60-68. 

Rahayu, G. D. S., & Nugraha, F. F. (2018). Effect Of Cooperative Learning Model Type 
Team Game Tournament (Tgt) On Cross-Cultural Skills In Learning Science Social 
Knowledge In Primary School. PrimaryEdu-Journal of Primary Education, 2(1), 63-70. 

Rahim, S., & Atuna, H. (2019). The Effect of Teams Games Tournament (Tgt) Cooperative 
Learning Models On Students’ Learning Outcomes in Natural Sciences Learning in 
Elementary School. In International Conference on Islamic Education (ICoIE 2018). 
Atlantis Press. 

Slavin, R. E. (1996). Research on cooperative learning and achievement: What we know, 
what we need to know. Contemp. Educ. Psychol, 21(1), 43–69.  

Retno, N., Arfatin, N., & Nur, A. (2019). The Effect of Revised Bloom’S Taxonomy on 
Mathematical Problem-Solving Skill. 1st International Conference on Education and 
Social Science (ICESRE 2018). Atlantis Press. 

 
Sa'adah, S. R. (2017). Implementation of Cooperative Learning Model with Teams Games 

Tournament (TGT) Method to Improve Interests and Learning Outcomes. Classroom 
Action Research Journal (CARJO), 1(2), 65-72. 

Sakdiah, H., & Sasmita, P. R. (2018). Pengaruh Model Pembelajaran Tgt Berbantukan Media 
Simulasi Phet Dalam Meningkatkan Hasil Belajar (The Effect of Phet Simulation 
Media-assisted TGT Learning Model in Improving Learning Outcomes). Jurnal 
Pendidikan Fisika, 6(2), 65-70. 



    International Journal of Innovation, Creativity and Change.  www.ijicc.net  
Volume 9, Issue 11, 2019 

 

204 
 
 
 

Sharan, Y. (2015). Meaningful learning in the cooperative classroom. Education 3-13, 43(1), 
83-94. 

 
Shofiah, S., Lukito, A., & Siswono, T. Y. E. (2018). Pembelajaran Learning Cycle 5E 

Berbasis Pengajuan Masalah untuk Meningkatkan Hasil Belajar Siswa Kelas X pada 
Topik Trigonometri (Problems-based 5E Learning Cycle Learning to Improve Student 
Learning Outcomes in Grade X on Trigonometry Topic). Kreano, Jurnal Matematika 
Kreatif-Inovatif, 9(1), 54-62.  

Suprihatiningrum, J. (2016). Strategi Pembelajaran: Teori & Aplikasi. Yogyakarta: Ar-Ruzz 
Media.  

Tidd, J., & Bessant, J. R. (2018). Managing innovation: integrating technological, market 
and organizational change. London: John Wiley & Sons. 

 
Thurston, A., Cockerill, M., & Craig, N. (2019). Using cooperative learning to close the 

reading attainment gap for students with low literacy levels for Grade 8/Year 9 
students. International Journal of Educational Research, 94, 1-10. 

 
Vygotsky, L. S. (2019). Collaborative Learning. Collaboration, Communications, and 

Critical Thinking: A STEM-Inspired Path across the Curriculum, 43. 
Veloo, A., Md-Ali, R., & Chairany, S. (2016). Using Cooperative Teams-Game-Tournament 

in 11 Religious School to Improve Mathematics Understanding and Communication. 
Malaysian Journal of Learning and Instruction, 13(2), 97-123. 

 
Vygotsky, L. S. (2019). Collaborative Learning. Collaboration, Communications, and 

Critical Thinking: A STEM-Inspired Path across the Curriculum, 43. 
 
Wardani, N. E., & Widiyastuti, E. (2015). Integrated thematic learning model based on 

wayang kancil which can be used to teach character education values to pupils of 
elementary schools in surakarta, indonesia. Asian Journal of Management Sciences & 
Education, 4(2). 

Wei, Z., Wei, Z., & Zhang. (2019). Constructivism and Teachers in Chinese Culture. 
Springer Singapore.Grapczynski, C. A., Schuurman, S., Booth, A. D., Bambini, D., & 
Beel-Bates, C. (2015). The integrated model for interprofessional education: a design 
for preparing health professions' students to work in interprofessional teams. Journal 
of allied health, 44(2), 108-114. 



    International Journal of Innovation, Creativity and Change.  www.ijicc.net  
Volume 9, Issue 11, 2019 

 

205 
 
 
 

Wuryani, M. T., & Yamtinah, S. (2018). Textbooks Thematic Based Character Education on 
Thematic Learning Primary School: An Influence. International Journal of 
Educational Methodology, 4(2), 75-81. 

Zhang, J., & Cui, Q. (2018). Collaborative learning in higher nursing education: A systematic 
review. Journal of Professional Nursing, 34(5), 378-388. 

 



Similarity Report

9% Overall Similarity
Top sources found in the following databases:

5% Internet database 4% Publications database

Crossref database Crossref Posted Content database

6% Submitted Works database

TOP SOURCES

The sources with the highest number of matches within the submission. Overlapping sources will not be
displayed.

1
mcser.org <1%
Internet

2
journal.staihubbulwathan.id <1%
Internet

3
Academic Library Consortium on 2020-11-16 <1%
Submitted works

4
e-iji.net <1%
Internet

5
Soongsil University on 2022-01-26 <1%
Submitted works

6
SMA Alfa Centauri on 2021-11-26 <1%
Submitted works

7
digilib.uns.ac.id <1%
Internet

8
Monash University on 2020-04-20 <1%
Submitted works

Sources overview

https://www.mcser.org/journal/index.php/mjss/article/view/1951
https://www.journal.staihubbulwathan.id/index.php/alishlah/article/view/1409/0
https://www.e-iji.net/dosyalar/iji_2022_2_8.pdf
https://digilib.uns.ac.id/dokumen/abstrak/21255/Analisis-Pengaruh-Informasi-Keuangan-dan-Informasi-Non-Keuangan-terhadap-Tingkat-Underpricing-Saham-Studi-Kasus-pada-Perusahaan-yang-Melakukan-Initial-Public-Offering-di-Bursa-Efek-Indonesia-Tahun-2005-2009


Similarity Report

9
e-jurnal.stikes-isfi.ac.id <1%
Internet

10
Higher Ed Holdings on 2020-06-10 <1%
Submitted works

11
Jonny Haratua Panggabean, Masda Sri Defi Siregar, Juniastel Rajaguk... <1%
Crossref

12
Mohamad Syahrul Nizam Ibrahim, Mohd Ibrani Shahrimin Adam Assim,...<1%
Crossref posted content

13
Sri Ambarwati. "Implementation of Thematic Learning Curriculum 201... <1%
Crossref

14
American College of Education on 2020-09-29 <1%
Submitted works

15
Curtin University of Technology on 2018-09-05 <1%
Submitted works

16
J Kustija, H Hasbullah, Y Somantri. "Design of mechatronic simulators ... <1%
Crossref

17
Universitas Pendidikan Indonesia on 2019-07-25 <1%
Submitted works

18
Victoria University on 2020-11-05 <1%
Submitted works

19
jurnal.upmk.ac.id <1%
Internet

20
repository.upy.ac.id <1%
Internet

Sources overview

http://e-jurnal.stikes-isfi.ac.id/index.php/JIIS/citationstylelanguage/download/ris?submissionId=395
https://doi.org/10.1088/1742-6596/1819/1/012047
https://doi.org/10.21203/rs.3.rs-1706314/v1
https://doi.org/10.33367/ji.v10i2.1302
https://doi.org/10.1088/1742-6596/1402/3/033085
http://jurnal.upmk.ac.id/index.php/jumlahku/article/download/1487/747/
http://repository.upy.ac.id/3141/1/REVISTA-AUS_Q3_Implementation-ofArias.pdf


Similarity Report

21
Istanbul Aydin University on 2019-12-05 <1%
Submitted works

22
Meilan Tri, Roemintoyo Roemintoyo, Sri Yamtinah. "Textbooks Themati... <1%
Crossref

23
jurnal.fkip.unila.ac.id <1%
Internet

24
B Sulistiyono,  Slamin,  Dafik, Y Wangguway, Z L Al Jabbar. "Students’ c... <1%
Crossref

25
Desy Krisna, Gunarhadi Gunarhadi, Winarno Winarno. "Development of ... <1%
Crossref

Sources overview

https://doi.org/10.12973/ijem.4.2.75
http://jurnal.fkip.unila.ac.id/index.php/pgsd/article/view/18060
https://doi.org/10.1088/1742-6596/1538/1/012096
https://doi.org/10.12973/ijem.6.2.337


Similarity Report

Excluded from Similarity Report

Bibliographic material Manually excluded sources

Manually excluded text blocks

EXCLUDED SOURCES

ijicc.net
Internet

92%

repository.lppm.unila.ac.id
Internet

9%

ijicc.net
Internet

9%

ujdigispace.uj.ac.za
Internet

<1%

EXCLUDED TEXT BLOCKS

Key words: Team-games tournament, thematic learning, cooperative learning,elem...
ijicc.net

The Implementation of a ThematicTeam Games Tournament–Cooperative Learnin...
repository.lppm.unila.ac.id

International Journal of Innovation, Creativity and Change. www.ijicc.netVolume 9,...
Universitas 17 Agustus 1945 Surabaya on 2020-06-03

Excluded from Similarity Report

https://ijicc.net/images/vol9iss11/91103_Herpratiwi_2019_E_R1.pdf
http://repository.lppm.unila.ac.id/22088/
https://www.ijicc.net/index.php/ijicc-editions/2019/133-vol-9-iss-11
http://ujdigispace.uj.ac.za/bitstream/handle/10210/13443/1951-7692-2-PB.pdf?isAllowed=y&sequence=1

