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Article History 
 The success of the learning process is the core goal of education. 

The success of the learning process can be seen from several 

things, one of which is student learning motivation. Learning 

motivation plays an important role in achieving learning success, 

and it has the potential to affect learning interest, activeness, and 

learning outcomes. The existence of strong learning motivation 

will catapult students to success in learning. Students' low 

motivation to learn is a concern for researchers to solve. This 

study aims to increase student motivation through learning team 

games tournament (TGT). The research method used in this 

study is Classroom Action Research (PTK) with a quantitative-

descriptive approach. The data collection technique used is to 

distribute questionnaires that will be filled out by students. This 

research was conducted at SMAN 3 Padang on geography 

subjects. The results of this study show that teams games 

tournament (TGT) can meet extrinsic learning motivation 

indicators. The level of fulfillment of all indicators is more than 

60% and even reached 72%, such a percentage is classified as 

"Enough" and "Good". Teams games tournaments (TGT) can 

also increase students' extrinsic learning motivation. The 

learning can increase the percentage of students with “Medium” 

and “High” motivation to 80%. 
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INTRODUCTION 

Education is a process that every human 

being will experience. Education will 

shape the mind and character to be better 

prepared to live. Formally, in Indonesia, 

education is provided through schools. 

The core activity of a school is learning 

activities. Learning is also a process to 

achieve educational goals. Learning is a 

positive interaction activity between 

teachers and students to shape students’ 

behavior for the better, involving 

cognitive and affective skills (Emda, 

2018). Learning is also defined as an 

effort to optimize students' potential to 
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get positive behavior change (Karwono & 

Mularsih, 2018). 

The success of a learning process can be 

influenced by several things, one of 

which is learning motivation. Learning 

motivation plays an important role in 

achieving learning success, and it has the 

potential to affect learning interest, 

activeness, and learning outcomes 

(Hidayatullah, 2021; Luo et al., 2020). 

Strong learning motivation will catapult 

students to success in learning (Harahap 

et al., 2021). For this reason, it is 

appropriate for a teacher to pay attention 

to student learning motivation in learning. 

In the era of 21st-century learning, the 

teacher no longer acts only as a material 

presenter and lecturer, but the teacher is a 

facilitator and motivator who must be 

able to provide classes that can encourage 

students to learn. 

In the process, the student experiences 

various psychological conditions that 

affect his drive to learn. Furthermore, this 

psychological condition is referred to as 

learning motivation. Learning motivation 

is a willingness that arises from someone 

to carry out learning activities (Cahyani et 

al., 2020; Kartini et al., 2020) that affects 

learning outcomes (Mulyasa et al., 2017). 

Students who have high learning 

motivation will bring them good learning 

results (Rahman, 2022). Learning 

motivation is divided into two types, 

namely intrinsic motivation and extrinsic 

motivation. Intrinsic motivation is a 

psychological learning drive that comes 

from within a person (Tambunan, 2015). 

Intrinsic motivation is related to 

expectations, goals to be achieved, and a 

person's desire for something, so they 

strive to achieve it. At the same time, 

extrinsic motivation is the drive to do 

something that is influenced from outside 

oneself. Extrinsic motivation will arise 

when getting external stimuli (Priansa, 

2018). Extrinsic motivation is a learning 

drive that will be active when there are 

outside influences, such as due to a good 

learning environment (Uno, 2016). 

In learning, the motivation that has a high 

possibility of being directly influenced by 

the teacher is extrinsic motivation. 

Learning activities that students like will 

be able to be a stimulant so that students' 

extrinsic motivation appears. The role of 

extrinsic motivation during the learning 

process is to trigger passion, feelings, and 

enthusiasm for learning and encourage 

students to achieve learning outcomes. In 

measuring learning motivation, there are 

indicators put forward by Uno (2016), 

Among them are 1) Awards in learning 

(students get awards), 2) Interesting 
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learning activities (students are interested 

in learning), 3) Conducive learning 

environment (students can be conducive), 

4) Passion and need to learn (Students 

have a passion for learning). 

The fact found in the field is that there are 

still students who have low learning 

motivation. This fact was obtained based 

on observations made at SMAN 3 

Padang. The low motivation to learn in 

this class can be seen in students who 

were not interested in learning, students 

did not show a desire to learn, and student 

activity was still low. The low motivation 

to learn students was caused by learning 

activities that did not trigger their 

learning motivation. This problem was 

found in the geography lesson. 

Geography is an earth science that studies 

the interrelationships between spatial 

phenomena and human life. Geography 

lessons are rich with skill, knowledge, 

and attitude(Operma & Mariya, 2023). 

So, it is so important to maintain students’ 

motivation in this lesson. Actually, 

teachers can apply interesting and fun 

models, methods, and activities to 

increase student learning motivation.   

Teams Games Tournament (TGT) is a 

learning activity that can be a solution to 

increase students' extrinsic motivation. In 

TGT activities, students are placed into 

groups by paying attention to the 

balanced division of group members 

(Syafruddin & Herman, 2020). Students 

and their groups will play the game to win 

tournaments and get scores (Hamdani et 

al., 2019). TGT can create a fun and 

engaging learning atmosphere for 

students (Nurhayati et al., 2022). Students 

will have a competitive spirit to win the 

game, which will lead to good geography 

learning outcomes (Habiby et al., 2023). 

Previous research has shown that teams 

games tournament (TGT) excel in 

triggering student learning motivation. 

This activity also makes students' 

learning attitudes develop positively (Luo 

et al., 2020). Team games tournament 

(TGT) is able to create a fun learning 

atmosphere, thus having a positive effect 

on learning motivation (Wahyuningsih et 

al., 2021). Student involvement and 

motivation can be maintained through the 

application of team games tournaments 

(Capinding, 2021). 

Based on the background description, the 

purpose of this study is to increase the 

extrinsic learning motivation of students 

in class XE3 SMAN 3 Padang through 

Teams Games Tournament (TGT) 

learning. 
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MATERIALS AND METHODS  

This research is a Classroom Action 

Research (PTK) with a quantitative-

descriptive approach. Classroom action 

research is research aimed at solving 

learning problems, improving the quality 

of learning, and trying new things in 

learning in order to improve the quality of 

learning (Widayati, 2014). The classroom 

action research cycle is shown in Figure 

1.

 

Figure 1. Classroom Action Research Cycle 

Source: Research Analysis, 2023 

This research was conducted on 

geography class with 35 respondents who 

were students of grade X E3 SMAN 3 

Padang. The lesson discussed the 

Atmosphere Dynamics chapter with the 

help of learning tools and media such as a 

projector to display material, posters for 

enrichment, student worksheets (LKPD) 

for student exercise, and game equipment 

for teams games tournament 

(TGT) activities. The data collection 

technique in this study was to use 

questionnaires or questionnaires prepared 

based on indicators of extrinsic learning 

motivation.  

The provision of questionnaires aims to 

determine students' responses to their 

extrinsic learning motivation. In the 

study, there were five alternative answers 

with the criteria (SA) Strongly Agree, (A) 

Agree, (DL) Disagree Less, (D) Disagree, 

and (SD) Strongly Disagree. In 

concluding the data obtained, researchers 

will compare the total score obtained with 

the maximum score and multiply it by 

100 to get a percentage, and then the 

results are interpreted by referring to the 

classification of questionnaires according 

to Widoyoko (Widoyoko, 2014). The 

classification of the percentage of 

research results is shown in Table 1. 
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Table 1. Percentage Classification of Research Results 

Percentage 
Interpretation of Motivation 

Levels 

Interpretation of Indicator 

Fulfillment 

84% - 100% Very High Excellent 

68 % - 83% High Good 

52% - 67 % Medium Enough 

36% - 51% Low Poor 

20% - 35% Very Low Very Bad  

Source: Widoyoko, 2014 

RESULTS AND DISCUSSION  

Result 

This class action research is conducted in 

two cycles. Before the action cycle 

begins, researchers make observations 

and take preliminary data at the time of 

the pre-cycle. Each cycle, researchers 

provide questionnaires to students so that 

the progress of each cycle can be 

analyzed. Here are the results of this class 

action research. 

a) Fulfillment of indicators 

 
* Indicator 1: Students get awards 

* Indicator 2: Students interested in learning 

* Indicator 3: Students can be conducive 

* Indicator 4: Students have a passion for learning 
Figure 2. Extrinsic Motivation Indicator Fulfillment Chart 

Source: Research Analysis, 2023 

 

Chart in Figure 2. shows the progress and 

fulfillment of the indicator in each cycle. 

During the pre-cycle, fulfillment of four 

indicators of extrinsic motivation is still 

classified as "Poor", except for indicator 

three, which is classified as "Enough". 

Then, in the first action cycle, there was 

an increase in the percentage of 

fulfillment of each indicator of intrinsic 

motivation, but there were still two 

indicators classified as "Poor", while the 

other two indicators were classified as 

Indicator 1* Indicator 2* Indicator 3* Indicator 4*

Pre Cycle 50% 38% 64% 44%

Cycle I 53% 50% 67% 46%

Cycle II 60% 72% 71% 62%
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"Enough". This shows that actions taken 

in the first cycle can increase the 

percentage of fulfillment of the indicator. 

In the second action cycle, there are no 

more indicators classified as "Poor" or 

“Very Bad”, all indicators are classified 

as "Enough" (indicator 1 and indicator 4) 

and "Good" (indicator 2 and indicator 3). 

Based on these results, the application of  

team games tournament (TGT) learning 

has succeeded in increasing the 

percentage of meeting indicators. Tthis 

means  that team games tournament 

(TGT) learning can provide learning that 

can trigger students' extrinsic motivation.  

b) Students' Motivation 

 
Figure 3. Percentage Graph of Students' Extrinsic Motivation Level (Pre-Cycle, Cycle 

I, and II) 

Source: Research Analysis, 2023 

Based on the graph in Figure 3, during 

the pre-cycle (before the action is 

performed), only 6% of students (2 

people) have "High" motivation. Then, 

29% of students (10 people) have 

"Medium" motivation, and the rest, as 

many as 65% of students (23 people), 

have "Low" or even "Very low" learning 

motivation (Figure 4). 
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Figure 4. Graph of Students' Extrinsic Motivation Level (Pre-cycle) 

Source: Research Analysis, 2023 

In the first action cycle, researchers 

sought to increase students' extrinsic 

learning motivation through learning 

teams games tournament (TGT). As a 

result, this learning is able to increase 

students' extrinsic learning motivation. 

The number of students with the 

motivation category "Very Low" is only 

6% (2 people). Students with the 

motivation category "Low" still remained 

at 42% (15 people). Then, the percentage 

of students with the "Medium" 

motivation category increased to 46% (16 

people) (Figure 5). While students with 

the motivation category "High" still 

remain 6% (2 people). The results 

showed that the teams games tournament 

(TGT) in the first cycle was able to reduce 

the number of students with the "Very 

low" motivation category and increase 

the number of students with the 

"Medium" motivation category. 

 

Figure 5. Graph of students' extrinsic motivation levels (cycle I) 

Source: Research Analysis, 2023 
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In the second action cycle, researchers 

optimized team games tournament (TGT) 

learning to increase students' extrinsic 

learning motivation and reduce students 

with "Low" and "Very Low" motivation 

categories. Based on the graph (Figure 3 

and Figure 6), there are no more students 

with the "Very Low" motivation 

category, while the "Low" motivation 

category only remains as many as 20% of 

students (7 people). Then, students with 

the motivation category "Medium" as 

much as 46% (16 people). In the "High" 

motivation category, the number of 

students increased by a percentage of 

34% (12 people). These data show that 

through teams games tournament (TGT), 

there is an increase in students' extrinsic 

learning motivation. Compared with 

preliminary data, there was an increase 

where in the pre-cycle, most students 

(65% of students) had low learning 

motivation, even very low, and only two 

people had high learning motivation. In 

the second cycle, most students have been 

included in the "Medium" to "High" 

motivation category with a percentage of 

80% of students (28 people), and only 

20% (7 people) are still categorized as 

"Low" motivation. 

 

Figure 6. Graph of students' extrinsic motivation levels (Cycle II) 

Source: Research Analysis, 2023 

Discussion 

 The results of the research that have been 

described show that learning teams 

games tournament (TGT) can increase 

the level of extrinsic learning motivation 

of students. The increase occurred 

because the learning teams games 

tournament (TGT) gave a pleasant 

impression to students, so they were 

interested in learning. Team games 

tournament (TGT) is able to create a fun 

learning atmosphere, thus positively 

affecting learning motivation 

(Wahyuningsih et al., 2021). Teams 
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games tournament (TGT) able to increase 

student motivation (Luo et al., 2020), and 

able to maintain student involvement in 

learning (Capinding, 2021). Increased 

learning motivation can occur because 

learning teams games tournament (TGT) 

can meet the factors that affect extrinsic 

learning motivation. These factors are the 

presence of rewards, interesting learning, 

a conducive learning environment, and a 

desire to learn (Uno, 2016). 

 The existence of appreciation in learning 

will make students feel appreciated for 

the learning efforts they do. In the teams 

games  tournament (TGT), Student plays 

the game to win the tournament and get a 

score (Hamdani et al., 2019), Students 

who obtain high scores will be awarded. 

In addition, teachers also give awards to 

other students who have followed the 

learning process well so that the awards 

given are evenly distributed and all 

students can be motivated. These awards 

will make them always motivated 

because rewards and motivation have a 

positive relationship (Kasdiyanti et al., 

2019). This also makes students have a 

healthy competitive spirit in learning 

(Habiby et al., 2023).  

 Interesting learning is also one of the 

factors that increase student learning 

motivation. Activities  in learning teams 

games tournaments (TGT) can encourage 

students to engage in learning (Nurhayati 

et al., 2022) because learning is done 

through group games (Hamdani et al., 

2019) that can attract students' attention. 

Indeed, interesting learning is learning 

that is able to encourage students to join 

the learning process (Bistari, 2018), 

which will make learning communicative 

and meaningful where they will be 

motivated and enthusiastic to learn 

(Rahayu, 2022).  

Learning motivation is also influenced by 

a conducive learning environment. The 

characteristics of a conducive learning 

environment are the establishment of 

good communication as well as 

agreement regarding learning rules 

(Setiawan & Mudjiran, 2022). In a teams 

games tournament (TGT), learning rules 

are agreed upon at the beginning of 

learning, and when the game takes place 

in groups, communication between 

students is well established. A conducive 

learning environment will make it easier 

for students to learn the benefits and 

meaning of learning so that they are 

motivated to learn (Rahayu, 2022; Uno, 

2016). However, when compared to other 

factors, a conducive learning 

environment has a low relationship with 

learning motivation (Kasdiyanti et al., 

https://doi.org/10.20961/ge.v10i1.81894
https://jurnal.uns.ac.id/GeoEco/article/view/81894


p-ISSN 2460-0768 e-ISSN 2597-6044 GeoEco, Vol. 10, No 1. January 2024 Page. 26-38                                                    

https://doi.org/10.20961/ge.v10i1.81894   https://jurnal.uns.ac.id/GeoEco/article/view/81894    

 

Fulfillment Of Indicators And Enhancement … | 35 

 

2019), which makes there are still many 

students who have low motivation during 

the pre-cycle even though the indicators 

of a conducive learning environment are 

classified as "Enough". Nevertheless, a 

conducive learning environment still 

needs to be considered as a foundation to 

meet other extrinsic motivation factors 

because a conducive learning 

environment can make learning activities 

run well. 

When a learning teams games 

tournament (TGT) is carried out, the 

competitive spirit of students will emerge 

(Habiby et al., 2023). The competitive 

spirit will encourage students' desire to do 

learning activities. The existence of a 

desire and need to learn is an important 

requirement to classify students as having 

high learning motivation. The willingness 

and willingness to learn will translate into 

high learning motivation (Cahyani et al., 

2020; Kartini et al., 2020). Students tend 

to be motivated to learn when the benefits 

of learning are delivered (Uno, 2016), 

which makes them have a desire to learn 

and feel that learning is a necessity. When 

learning is linked to real life, students are 

also actively encouraged (Ikhsan & Haris, 

2022), which means students have a 

passion for learning. This real-life 

learning is contextual learning (Latief et 

al., 2014). 

 

CONCLUSIONS  

From the two cycles of action carried out, 

the learning teams games tournament 

(TGT) was able to increase the 

percentage of students with moderate to 

high learning motivation. Before the 

action was taken, students with medium 

to high learning motivation only 

amounted to 35% of the total 35 students. 

After the action, the percentage increases 

to 80%. Based on this, researchers 

concluded that the application of team 

games tournament (TGT) can increase 

student learning motivation, especially 

extrinsic motivation. This happens 

because in learning teams games 

tournament (TGT), students get rewards 

for the learning efforts they do, students 

learn in an interesting atmosphere, 

students learn in a conducive 

environment, and students are 

encouraged to have a passion or 

willingness to learn. 

This research has shown that teams 

games tournament (TGT) learning can 

fulfill extrinsic motivation indicators and 

enhance students' levels of extrinsic 

learning motivation. However, some 

limitations in this study are anticipated to 
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be refined in future research. 

Expectations for future research include: 

(1) optimizing teams games tournament 

(TGT) learning through additional action 

cycles, (2) expanding the population and 

research sample, (3) employing other 

research methods, (4) examining teams 

games tournament (TGT) learning with 

other motivational indicators, and (5) 

exploring the correlation between teams 

games tournament (TGT) learning and 

other variables in the learning process. 
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