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Abstract

This study is a literature study with a qualitative type of research with library research which aims to
investigate the effect of using the Teams Games Tournament (TGT) learning model based on the Kahoot
application on the development of students' Higher Order Thinking Skills (HOTS). In this study the author
used various written sources such as journals, articles and documents relevant to the topic of this study. Where
the data collection method used is reading, identifying and analyzing which then categorizes, classifies and
describes the data. The study results show that the learning model using the Kahoot application has a
significant influence on improving students' higher order thinking skills in learning mathematics. Furthermore,
teaching materials using the Teams Games Tournament model based on the Kahoot application can be
developed to encourage students' Higher Order Thinking Skills (HOTS).
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1. Introduction

1.1. Background

The quality of learning and education can be improved with the role of teachers. Teachers can do various
things to improve the quality of learning and education. Improving the quality of learning can be done
from various improvements in education. One way that can be done is to increase student competence.
Student competency can be assessed from the student's learning abilities. In the 21st century, student
learning skills that are really needed include critical thinking, creative thinking, and problem solving.
These abilities are usually known as HOTS (Higher Order Thinking Skills) abilities. According to
Musrikah (2018), this Higher Order Thinking Skill consists of 2 skills, including critical thinking and
creative thinking. Both ways of thinking involve higher order thinking activities. Apart from that,
according to Brookhart (2010), it consists of logical and reasoning abilities, analyzing, evaluating and
creating, solving problems, and making decisions.

According to Musrikah (2018), higher order thinking skills (HOTS) can be taught and
implemented to students in the world of education. Because students can be trained and improve their
high-level thinking abilities. Saraswati, et al have stated that the results of the analysis carried out on
several students show a tendency for students to have sufficient HOTS thinking abilities and tend to be
low in working on questions in the cognitive domain in C6, namely creating.

One learning method that can be used to improve HOTS abilities is cooperative learning.
Cooperative learning itself is learning where a number of students are divided into small groups where
later these small groups can discuss and solve problems to improve HOTS abilities. One application of
cooperative learning is the Teams Games Tournament model. With this TGT model, it can provide a
pleasant atmosphere for students, is easy to apply in the classroom and can make students play an active
role in learning. This TGT model can also create an interactive learning environment, opening up access
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to discussion, both between students and fellow students, as well as students and teachers. With the
Teams Games Tournament model, learning begins with a group of students discussing solving existing
tasks or problems, then group representatives represent their groups to compete and compete with other
groups. Fellow groups compete to get scores or grades for their own teams.

One application of this TGT model is using the Kahoot! Kahoot! is a game that allows teachers
to create and present a quiz containing mathematical problems presented in a game. In learning to use
Kahoot! This is already a point in the game. In this game, groups of students can be given tasks or
problems that can be solved by discussing as a group and can make the group compete to get the highest
points.

1.2. Problem Formulation

Based on the above background, the problem can be formulated as follows.
e Do you use TGT learning model with the Kahoot! can this improve students' hot skills?
e How to implement and apply Kahoot! in improving students' hot skills?
e  What is the influence of TGT models on students' HOTS abilities?

1.3. Purpose

Based on the formulation of the problem, the objectives of this research can be written, among others.
e Know that TGT learning model with the Kahoot! can this improve students' hot skills.
e Know that implement and apply Kahoot! in improving students' hot skills.
e Know the influence of TGT models on students' HOTS abilities.

2. Methodology

This research is a generalization of several classroom action studies that have been conducted previously.
There is 4 researchs that explains the effectiveness of using the Kahoot Application for learning using the
Team Games Tournament (TGT) learning model and there is 2 researchs that explains the effect of
learning using the Team Games Tournament (TGT) learning model on high level thinking abilities
(HOTS) student. The 6 researchs was collected through searches on Goggle Scholar, so that previous
research has been published in journals or proceedings indexed by Goggle Scholar. The results of the
research used for generalization purposes are conclusions on the application of using Kahoot in TGT
learning and the application of TGT learning to improving students' high-level thinking abilities. The
research results were analyzed using meta analysis techniques.

3. Result and Discussion

After conducting a literature test on the use of Kahoot games in team games tournament modeled learning
to improve students' higher order thinking skills (HOTS). Table 1. presents several studies and their
conclusions regarding the effectiveness of using Kahoot games in learning with the TGT model and
Table 2. presents several studies and their conclusions regarding the effect of TGT modeled learning on
students' higher order thinking skills.

Tabel 1. The characteristics of the table are analyzed regarding the implementation of using Kahoot in
learning using the TGT model.

The Year Country Research Participant Design and Result Implications
Author Objective S Data
Collection
Methods
- While the
Nasution 2022 Indonesia Testing the 20 The data field Learning
ADDIE Mathematic collection trial using the
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Pello, A. 2018 Indonesia Teaching 20 The data The average TGT type
C.S. the topic of Mathematic collection increase in cooperative

quadratic s  Students method was learning learning
equations to in SMAN carried out outcomes in assisted by
class X 10 Medan using the the Kahoot media
students SMA IPH 2 Kahoot test for experimenta is considered
using Surabaya 16 participants 1 class was effective for
cooperative consisting of a greater than teaching
learning pre-test and the average quadratic
with the post-test on the increase in equations
TGT ability to solve learning material. This
learning quadratic outcomes in is supported
model equation the control by a positive
assisted by problems to class. This response from
Kahoot experiment means that students
media. class and in towards TGT
control class. population, type
the average cooperative
increase in learning
learning assisted by
outcomes in positive
the Kahoot
experimenta media.
1 class is
more than
12 points
more than
the average
increase in
learning
outcomes in
the control
class.
Munir, 2022 Indonesia Analyze 98 students The research is The The
A. M, how the of class V a quantitative Quizizz- Cooperative
& effect of the Elementary study with a assisted Learning
Darmant TGT- School  in quasi- TGT model of the
o, E. assisted the Ahmad experimental Experiment Teams Games
Cooperative Yani research design Class with a Tournament
Learning Cluster. in the form of a sample of type with the
Model on non-equivalent 30 students help of
the control  group obtained an Quizizz is
mathematics design. average effective to be
learning pretest score used to
outcomes of of 53.53, the improve
fifth-grade highest mathematics
elementary score  was learning
school 72 and the outcomes in
students lowest score data
was 33. As presentation
for the post- material for
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test  of
0.71 in
the
experim
ental
class and
the
medium
category
with a
value of
0.51 in
the
control
class.

Tabel 2. The characteristics of the table are analyzed regarding the implementation of the TGT learning
model to improve students' high-level thinking abilities.

The Year Country Research Participants Design and Result  Implications
Author Objective Data

Collection

Methods
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Apriliyant 2023 Indonesia Improving 39 students of The  research The The Team

i, F. HOTS skills class IIT was conducted percentage Games
through the Elementary by using a type of Tournament
Team School in the of Classroom cognitive model can
Games SD Action activities  improve
Tournament Muhammadiy Research in cycle I student
model for ah 04 Batu. (PTK), where was 70% learning
elementary data was and in outcomes.
school collected cycle II The activities
students can through HOTS was 92%. that take place
improve questions. can be applied
their to elementary
learning schools by
outcomes. developing

the creativity
of teachers in
packaging
learning  so
that it can
attract
students.

Based on the literature review conducted by the researcher on Table 1., the research generally agrees
that learning with the TGT learning model can be done with the help of Kahoot games. Based on
Nasution's research (2022), this learning tends to get a very positive assessment from students where this
positive assessment itself will certainly have a good impact on student achievement. The use of good
learning media can contribute 32.89% to the improvement of students' mathematics learning outcomes
(Tumangkeng, 2018). In a study conducted by Munir & Darmant (2022) it was also shown that learning
using the TGT method with the help of the kahoot game can increase learning achievement where it can
be seen from 98 students that the average class score increased dramatically by 28.4 points. Not only is it
always about improving higher-level thinking skills, but based on research conducted by Putri (2022),
learning using the Kahoot application using the TGT approach can help students improve critical thinking
skills. Thus, it can be concluded that the Kahoot game is suitable for use in TGT-modeled learning.

Based on the research in Table 2., it is presented that these studies largely agree that learning using
TGT can improve students' higher order thinking skills. Apriliyanti (2023) revealed in her research, that
the cognitive thinking ability of elementary school students on HOTS questions wrapped using TGT
modeled learning increased to 92%. In another study conducted by Lesstari, et al. (2019), it was
concluded that TGT-HOTS learning (TGT-modeled learning focused on HOTS questions) can improve
students' learning achievement in the classroom. So in this case it can be concluded that learning using
TGT is able to significantly improve students' critical thinking skills and improve student achievement in
the classroom.

Based on the two analyses above, it can be concluded that Kahoot games can be used as media for
TGT learning and TGT learning can be used to improve students' higher order thinking skills and improve
their learning achievement. In this case, it can be concluded that Kahoot game can be used to improve
students' higher order thinking skills (HOTS) by using team games tournament (TGT) modeled learning

4. Conclusion

Based on Study literature that we get, it can be concluded that Kahoot games can be used as media for
TGT learning and TGT learning can be used to improve students' higher order thinking skills and improve
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theirlearning achievement. In this case, it can be concluded that Kahoot game can be used to improve
students' higher order thinking skills (HOTS) by using team games tournament (TGT) modeled learning.
With learning that uses the TGT model students can solve problems in groups, in these groups they can
act as a forum for peer tutors, they can discuss together to solve problems and this can be used to train
higher order thinking skills. Using the Kahoot! The TGT model of learning also has an impact, namely
that students can feel more challenged and compete to get high points, This makes students more willing
to try to improve their HOTS skills.

References

Aan Putra, K. A. (2020). SYSTEMATIC LITERATURE REVIEW: PENGGUNAAN KAHOOTPADA
PEMBELAJARAN MATEMATIKA. JurnalllmiahPendidikan Matematika AL-QALASADI, 110-
122.

Apriliyanti, F. (2021). Peningkatan Kemampuan HOTS Melalui Model Team Games Tournament
Berbasis Daring pada Siswa SD. Jurnal Pendidikan Profesi Guru, 2(2), 83-87.

Brookhart. (2010). How to Assess Higher_Order Thinking Skills in Your Classroom. ASCD.

Lestari, I., Shoffan, S., & Suryaningtyas, W. (2019). Pengembangan Perangkat Pembelajaran dengan
Model Kooperatif Tipe TGT-HOTS (Teams Games Tournament-High Order Thinking Skill) pada
Materi Trigonometri Kelas X SMA Muhammadiyah 4 Surabaya. PROCEEDING UMSURABAYA.

Liansari, V., & Untari, R. S. (2020). Buku Ajar Strategi Pembelajaran. Umsida Press, 1-95.

Munir, A. M., & Darmanto, E. (2022). The Influence of Quizizz-Assisted Teams Games Tournament on
Mathematics Learning Outcomes for Grade V Elementary School. ANP Journal of Social Science and
Humanities, 3, 85-89.

Musrikah. (2018). Higher Order Thingking Skill (Hots) Untuk Anak Sekolah Dasar dalam
Pembelajaran Matematika. Martabat: Perempuan dan anak, 339-360.

Nasution, H. (2022). The Development of Learning Media Oriented to Team Games Tournament
Learning Model Using Canva and Kahoot! to Improve Student’s Problem Solving Ability in SMAN
10 Medan. Journal of Medives: Journal of Mathematics Education IKIP Veteran Semarang, 6(2),
126-132.

Sofyan, F. A. (2019). Implementasi HOTS pada kurikulum 2013. INVENTA: Jurnal Pendidikan Guru
Sekolah Dasar, 3(1), 1-9.

Pello, A. C. S. (2018). Keefektifan Pembelajaran Kooperatif Tipe Teams Games Tournament (TGT)
Berbantuan Media Kahoot Untuk Topik Persamaan Kuadrat Pada Siswa Kelas X SMA IPH 2
Surabaya. Buana Matematika: Jurnal llmiah Matematika Dan Pendidikan Matematika, 8(2), 89-100.

Putri, D. O. (2022). Skripsi Pengaruh Model Pembelajaran Teams Games Tournament (TGT) dengan
Bantuan Padlet dan Kahoot Terhadap Kemampuan Berpikir Kritis Peserta Didik.

Siahaan, P. P. V. (2021). The Development of Learning Media Oriented to Team Games Tournament
Learning Model Using Canva and Kahoot! to Improve Student’s Problem Solving Ability in SMAN
10 Medan (Doctoral dissertation, UNIMED).

Tumangkeng, Y. W., Yusmin, E., & Hartoyo, A. (2018). Meta-analisis Pengaruh Media Pembelajaran
Terhadap Hasil Belajar Matematika Siswa. Jurnal Pendidikan dan Pembelajaran Khatulistiwa
(JPPK), 7(6).

Wilujeng, S. (2013). Peningkatan Aktivitas dan Hasil Belajar Siswa Melalui Model Teams Games
Tournament (TGT). Journal of Elementary Edycation, 45-53.

PRISMA 2024, Vol. 7, 396-404



