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Abstract. This research is motivated by monotonous learning 
by only using peer tutoring model can cause students' 
limitation in speaking. The purpose of this study was to 
improve students' speaking skills in the material of unggah-
ungguh basa using the Teams Games Tournament model 
assisted by picture card media. Classroom Action research 
method consisting of 2 cycles with 2 meetings each. The 
research subjects in class V SD 7 Kandangmas in 2024/2025 
were 13 students with 6 boys and 7 girls. The data analysis 
techniques used were quantitative and qualitative. Qualitative 
data were obtained from observations and interviews, while 
quantitative data through performance tests. The success 
criteria of this study were determined by the completeness 
value of students' speaking skills reaching the minimum score, 
which is ≥75. The results showed an increase in the 

assessment of students' speaking skills by applying the Teams Games Tournament learning model 
assisted by picture card media. In cycle I, the average value of students' speaking skills was 71.08 with 
an unfinished category, improvements were made in cycle II and increased to 86.15 with a completed 
category. The score in cycle II has reached the success criteria of ≥75, so this research is considered 
successful and the cycle is stopped.  

 
INTRODUCTION  
Education is a basic effort planned to create an environment and learning process in which 
students actively participate (Damayanti et al., 2024). Education is very important in human 
life, especially for children who will create a highly qualified generation to experience changes 
in future developments. Indonesia has 718 regional languages (mother tongue) spread from 
Sabang to Merauke. Each regional language has unique characteristics that reflect their 
respective regional identities (Sa’diyah et al., 2022). In general, language is a communication 
tool that is widely used by humans. Language is one of the diversity of Indonesia. Indonesia 
has a variety of languages, one of which is Javanese. Javanese is generally used by the native 
Javanese population to communicate in everyday life. 
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Javanese is one of the regional languages that has been used by Javanese people for 
generations as a means of communication and cultural expression. Javanese language must 
be given to children, from an early age as an introduction and formation of a foundation to 
understand Javanese culture, language, and traditions in depth to preserve Javanese culture. 
Therefore, Javanese is included in the compulsory local content curriculum in schools at the 
SD/MI, SMP/MTS, and SMA/SMK levels (Fardani, 2023). In Javanese language, unggah-
ungguh is a rule that serves to realize the value of politeness. Javanese unggah-ungguh is a rule 
used by Javanese people in communicating and behaving politely, paying attention to who is 
speaking and to whom they are speaking, as well as taking into account the situation, with 
the aim of respecting and appreciating others (Kamal et al., 2023).  
 
Unggah-ungguh can also be influenced by one's age and position. According to Fatmawati & 
Wiranti (2023) in Javanese language unggah-ungguh there are levels of Javanese grammatical 
structure which are divided into two, namely Ngoko and Krama. Ngoko is divided into two 
namely Ngoko Lugu and Ngoko Alus, while krama is also divided into two namely krama lugu 
and krama alus. There are many ways to learn unggah-ungguh basa, one of which is through 
learning at school. During the learning process, students are trained to have various skills, 
especially language skills (Lissa Rahayu Ningsih, 2022). Language skills have four aspects that 
cover all learning, namely listening, speaking, reading, and writing (Lestari et al., 2024). Four 
aspects speaking skills are the skills that need to be improved in Javanese basa unggah-ungguh 
material. 
 
Speaking skills are a person's ability to convey ideas, feelings, and ideas to others orally. The 
development of speaking skills in Javanese, especially in the context of unggah-ungguh, is a 
process that requires patience and support from various parties. With the right learning 
strategy and a conducive environment, children can master Javanese language well and 
preserve Javanese culture. Furthermore, the results of interviews and observations with SD 
7 Kandamas teachers obtained information that grade 5 students still have difficulty in using 
unggah-ungguh basa, especially in manners. These problems occur due to the lack of effective 
learning media, teachers only use textbooks/worksheets/learning videos, students only 
understand translating Indonesian sentences into Javanese sentences since without knowing 
the meaning of the word and for whom the sentence is intended. The low speaking skills of 
grade V students of SD 7 Kandangmas can be seen when children speak they cannot use 
good and correct unggah-ungguh. They tend to be less familiar or less skilled in speaking using 
unggah-ungguh basa especially krama. The learning media and the teacher's skill in explaining 
the material is one of the factors that affect the speaking skill of unggah-ungguh basa and 
students can only translate from krama or ngoko into Indonesian. Based on this information, 
the researcher asked the homeroom teacher for the score and got an average score of 60.6 
which showed that their skills had not met the completion score. 
 
To improve students' speaking skills in interesting learning, alternative strategies are needed. 
Therefore, researchers design learning that involves students actively discussing, cooperating 
in groups, this learning is also made as innovative as possible and attracts students' attention, 
so that students can be enthusiastic in learning. Therefore, the researcher applied the Team 
Games Tournament (TGT) model assisted by picture card media. The Team Games 
Tournament (TGT) model is one of the suitable models for learning Javanese, because it can 
train students to have a sense of responsibility, cooperation between team members, can 
socialize with peers, and add student learning motivation. as mentioned by Yuliana et al. 
(2024) & Suhardita et al. (2024) the advantages of the TGT model are that students will 
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increase self-confidence, can improve learning outcomes, and make students more active. By 
using this model, students will not feel bored because they learn while playing. 
 
This study uses picture media as a method to test children's cognitive abilities in identifying 
and connecting visual objects with appropriate words. In this study researchers chose the 
form of a card. According to Andayani (2020) a picture card is a thick square paper in which 
there is a picture. This method was chosen because image media can attract students' 
attention, increase student motivation, and make learning more interactive. With visual aids, 
students can more easily understand abstract concepts, and through games or group activities, 
learners can learn in a fun way while improving social skills. In addition, image media is also 
effective in improving memory and increasing students' interest in learning Dasril (2021). By 
using this model and media, students are expected to improve their speaking skills when 
using unggah-ungguh basa. Therefore, the researcher raised the title in this study “The Use of 
Teams Games Tournament Model to Improve Speaking Skills of Grade V Students at SD 7 
Kandangmas”. The purpose of this study was to improve students' speaking skills in using 
unggah-ungguh basa through the Teams Games Tournament Model. 
 
METHOD  
This research uses a classroom action research method (CAR). According to Surat et al. (2021) 
classroom action research is a process of studying learning problems in the classroom 
through self-reflection to solve problems by taking planned actions in real situations and 
analyzing any effects of the treatment. The classroom action research was conducted in two 
cycles, with two meetings per cycle, with the aim of improving students' speaking skills 
(Pratiwi et al., 2024). This research used the stages developed by Stephen Kemmis and 
Robbin MC Taggart, namely: 1. planning; 2. acting; 3. observing; and 4. reflecting (Purnadewi 
& Widana, 2023).  The CAR cycle consists of four stages, which are depicted in a spiral, as 
shown in the figure below. 
 

 
Image 1. Flow of Stephen Kemmis and Robbin MC Taggart CAR  

 
This class action research was conducted at SD 7 Kandangmas which is located in Sintru 
Hamlet, Kandangmas Village RT/RW 02/08 Dawe District, Kudus Regency. This study 
took a sample of class V with a total of 13 students, consisting of 6 boys and 7 girls, while 
the object of this study was the improvement of students' speaking skills on unggah-ungguh 
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material in class V Javanese language learning subjects by using the Teams Games 
Tournament learning model. 
 
Data collection techniques taken in the form of speaking skills assessment using observation 
sheets that have been made. The instruments used in this research are interview sheets, 
performance tests, and documentation. Data analysis techniques in research with quantitative 
and qualitative methods. Quantitative data was taken from the observation sheet of the 
performance test, while qualitative data was taken from the interview sheet. The indicator of 
the student speaking skill assessment test is after the test data is collected then managed by 
finding the value as follows: 
 

Final Score = 
score obtained

maximum score
 x 100 

Source: (Zulfirman, 2022) 
 

The criteria for the success of class action in this study were obtained from the completeness 

value of students' speaking skills reaching ≥75  in the good category. If this research has not 

obtained a completeness value of ≥75 then it will be continued in the next cycle. If this 

research has reached a completeness value of ≥75 then this research will be stopped. 

Table 1. Category of Speaking Skills 

Value Interval Category 

86-100 Very Good 
71-85 Good 
56-70 Fair 
41-55 Less 
0-40 Less Good 

Source: (Pasaribu et al., 2020) 
 
RESULTS AND DISCUSSION  
Pre-cycle 
In the pre-cycle before applying the Teams Games Tournament model assisted by picture 
card media, researchers first conducted observations and interviews with teachers and fifth 
grade students at SD 7 Kandangmas. After observations and interviews, researchers found 
that teachers had not used a variety of models during the learning process, more often using 
peer tutoring models. After the researcher conducted observations and interviews, the 
researcher asked the homeroom teacher for the value of Javanese language after obtaining 
permission from the principal as a guideline for carrying out further research. Based on data 
on Javanese language grades in class V in the 2024/2025 school year with 13 students, it 
shows that the average Javanese language score is only 60.6 and has not met the KCTA score 
of 75. Furthermore, it can be seen from the value data analysis table below. 

Table 2. Analysis of Prasiklus Javanese Language KCTA Score 

Data Analysis Total 

Total Score 788 

Average 60.6% 

Number of Students Complated 5 

Number of Incomplete Students 8 

Total Students 13 
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Percentage of Students Complete 38.46% 

Percentage of Students Not Completed 61.54% 

 
Judging from the KCTA data of grade V students, only 5 students out of 13 students met 
the KCTA with a score of 75. From this data, it shows that the classical percentage of 38.46% 
of 13 grade V students of SD 7 Kandangmas has met the criteria for completeness. While 
the number of students who have not completed as many as 8 students or 61.54%. It can be 
concluded that the level of knowledge of SD 7 Kandangmas students in learning Javanese is 
still relatively low. 
 
Cycle I 
In cycle I, the research was conducted by applying the Teams Games Tournament model 
assisted by picture card media to improve students' speaking skills. In the planning stage, the 
researcher compiled teaching modules in accordance with the learning model, prepared 
student worksheets, compiled questions for the Game and Tournament stages, prepared 
performance sheets, observation sheets, and learning media that would be used. The 
implementation stage was carried out in two meetings, namely on November 14 and 18, 2024. 
The researcher, who also acted as a teacher, started the activity by saying greetings, praying, 
recording students' attendance (all students were present), and reading the learning objectives. 
Next, the researcher explained the diversity of the Javanese language, then divided the 
students into three groups formed randomly (teams). Once formed, students were asked to 
work on worksheets and present the results in front of the class. After that, students played 
a rotating story game in their respective groups (games), which was followed by the 
tournament stage, where group representatives competed to collect points. At the end of the 
activity, the researcher gave awards to groups based on the points earned. At the observation 
stage, the researcher was assisted by three observers who were tasked with observing 
students' speaking skills as they performed in front of the class. At the reflection stage, several 
things were found that needed to be improved, such as the lack of attention of some students 
to the teacher's explanation, so they had difficulty understanding the tasks on the worksheet. 
In addition, most students still looked shy when making presentations. 
 
The results of the assessment of speaking skills using observation sheets from student 
performance tests. Students are asked to make a dialog directly according to the contents of 
the narrative text that has been prepared by the teacher, after the students finish reading, 
each group will present the results in front of the class and the observers will assess speaking 
skills when using unggah-ungguh basa by observing speaking skill indicators including 1) fluency, 
2) accuracy of word selection, 3) sentence structure, 4) intonation, and 5) expression. The 
following is the data from the assessment of speaking skills using the cycle I performance 
test. 

Table 3. Results of Observation Sheet Assessment of Speaking Skills Cycle I 

No. Value Interval Category Number of Students Presentase 

1.  86-100 Very Good - - 
2.  71-85 Good 8 61.54% 
3.  56-70 Fair 5 38.46% 
4.  41-55 Less - - 
5.  0-40 Less Good - - 

Total 13 100% 

Average Score 71.08  
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Highest Score 78  

Lowest Score 60  

Number of Students Completed 4  

Percentage Complete 30.77%  

Number of Students Not Completed 9  

Percentage of Incomplete 69.23%  

Category Percentage Less Good  

 
From the data table of students' speaking skills in cycle I, it can be seen that with a KCTA 

student score of 75, 4 students have a score ≥ 75 and 9 students have a score ˂ 75. The 
number of students who are complete is less than the number of students who are not 
complete. The percentage of students who completed was 30.77% and the percentage of 
students who did not complete was 69.23%. There are 5 students who have a sufficient 
category with a percentage of 38.46%. These students have been able to speak with 
appropriate intonation, word selection according to the content of the conversation, but 
when speaking there are still some inappropriate words, irregular word structures, and 
expressions that do not match the content of the text. While students who got the good 
category amounted to 8 people with a percentage of 61.54%, these students were able to 
speak fluently in front of the class, choosing the right words, appropriate intonation when 
presenting in front of the class. This is due to the lack of interaction between groups and 
student presentations are not maximized because they are still shy. From the results obtained, 
students' speaking skills in cycle I were 71.08, which means it has not reached the 
completeness criteria ≥75, so the researchers continued to the second cycle II. 
 
Cycle II 
In cycle II by applying the Teams Games Tournament model assisted by picture card media 
to improve speaking skills. First, in the planning stage, researchers compiled teaching 
modules that were in accordance with the model, prepared student worksheets, prepared 
questions for the Game and Tournament model stage, performance sheets, prepared 
observation sheets, and prepared the media to be used. In the next stage, it was carried out 
on November 19 and 20, 2024 who taught in this study the researcher himself and began by 
saying greetings, praying, taking students' attendance, where all students were present on that 
date and continued by reading out the learning objectives. Then the researcher explained the 
diversity of Javanese language followed by the formation of teams according to the previous 
meeting (teams), after proceeding to work on student worksheets and present in front of the 
class, then the students will play a rotating story game with their respective groups (games), 
after the game is finished it continues with a match where group representatives will compete 
for points (tournament), the researcher gives awards to groups according to the points 
obtained. The observation stage in cycle II researchers were assisted by 3 observers whose 
job was to observe when students spoke in front of the class. The obstacles experienced in 
cycle I have been corrected in cycle II students are able to accept the material well. 
 
The results of the assessment of speaking skills using observation sheets from student 
performance tests. Students are asked to make a dialog directly according to the theme that 
has been chosen, after the students finish reading, each group will present the results in front 
of the class and the observers will assess speaking skills when using unggah-ungguh basa by 
observing speaking skill indicators including 1) fluency, 2) accuracy of word selection, 3) 
sentence structure, 4) intonation, and 5) expression. The following is the data from the 
assessment of speaking skills using the cycle II performance test. 
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Table 4. Results of Observation Sheet Assessment of Speaking Skills Cycle II 

No. Value Interval Category Number of Students Presentase 

1.  86-100 Very Good 9 69.23% 
2.  71-85 Good 4 30.77% 
3.  56-70 Fair - - 
4.  41-55 Less - - 
5.  0-40 Less Good - - 

Total 13 100% 

Average Score 86.15  

Highest Score 98  

Lowest Score 70  

Number of Students Completed 11  

Percentage Complete 84.62%  

Number of Students Not Completed 2  

Percentage of Incomplete 15.38%  

Category Percentage Very Good  

 
From the data table of students' speaking skills in cycle II, it can be seen that with a KCTA 

student score of 75, 11 students have a score ≥ 75 and 2 students have a score ˂ 75. The 
number of students who are complete is more than the number of students who are not 
complete. The percentage of students who completed was 84.62% and the percentage of 
students who did not complete was 15.38%. Students who have a good category are 4 
children with a percentage of 30.77%. While students who get a very good category 
amounted to 9 people with a percentage of 69.23%, because these students have been able 
to speak fluently in front of the class, choosing the right words according to the theme, 
appropriate intonation when presenting in front of the class, showing appropriate 
expressions, and choosing word structures that match the theme. The improvement of class 
V speaking skills began in Pre-Cycle, Cycle I and Cycle II. The following are the results of 
students' speaking skills from pre-cycle to cycle II. 

Table 5. Improvement of Speaking Skills in Pre-Cycle, Cycle I and Cycle II 

No. Student Pre-cycle Cycle I Cycle II Improvement Information 

1.  AFA 45 72 88 Up-Up Completed 
2.  ARA 50 78 94 Up-Up Completed 
3.  AKN 83 76 90 Down-Up Completed 
4.  KMB 75 72 88 Down-Up Completed 
5.  KU 50 68 80 Up-Up Completed 
6.  MYH 45 72 92 Up-Up Completed 
7.  MEP 30 68 76 Up-Up Completed 
8.  MIMA 65 68 86 Up-Up Completed 
9.  NHA 80 76 96 Down-Up Completed 
10.  REA 49 60 70 Up-Up Not Completed 
11.  RAF 75 76 92 Up-Up Completed 
12.  VRM 78 64 74 Down-Up Not Completed 
13.  ZZD 63 74 94 Up-Up Completed 

Total 788 924 1124   
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Average 60.6 71.08 86.15   
Number of 
Students 
Completed 

5 4 11 
  

Percentage of 
Completion 

38.46% 30.77% 84.62%   

 

Based on Table 5, the average score and percentage of student completeness have reached 
the expected standard, which is ≥75. Therefore, the research was stopped in Cycle II because 
the target had been achieved. During the research, there was an increase in students' speaking 
skills in class V SDN 7 Kandangmas increased from pre-cycle, cycle I and cycle II. Students 
who improved were AFA, ARA, KU, MYH, MEP, MIMA, REA, RAF, ZZD. Students who 
experienced ups and downs were AKN, KMB, MNA. There is one student who experienced 
down and down is VRM. The average score for the pre-cycle got 60.6 with only 5 students 
with a percentage of completeness of 38.46%, in cycle I got an average score of 71.08 with 
a percentage of completeness of 30.77% where only 4 students were complete, then in cycle 
II there was an increase where there were only 2 students who were not complete while 11 
students were complete with an average score of 86.15, with a percentage of 84.62%. To 
clarify the results of the presentation of the completeness of students' speaking skills in the 
pre-cycle, cycle I and cycle II, the researchers present it in a bar chart as follows. The 
following to explain the comparison of the results of students' speaking skills on each 
indicator is presented in a bar chart in Figure 2.  

 
Image 2. Comparison of Speaking Skills Per Indicator 

 
Based on the bar chart in Figure 2, it can be stated that there was an increase in speaking 
skills in the pre-cycle, cycle I and cycle II. In the pre-cycle, the average score was 60.6 and 
increased in cycle 1 to get an average score of 71.08 in the Fair category, then increased in 
cycle II by getting an average score of 86.15 in the Very Good category. So that from the 
assessment of students' speaking skills, they achieved success at the limit of increasing 
completeness, namely ≥75. 
 
The results of the class action research continued the improvement of students' speaking 
skills with the Teams Games Tournament learning model. The improvement of students' 
speaking skills is evidenced by the data from the research results in cycle I and cycle II. The 
assessment of students' speaking skills in this study consists of several indicators of speaking 
skills, namely 1) fluency, 2) accuracy of word selection, 3) sentence structure, 4) intonation, 
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5) expression. The following is a discussion of each indicator of speaking skills assessment 
that this researcher has done. 
 
Fluency. In the assessment indicators carried out, researchers measure speaking skills as one 
of the important components in assessing an individual's ability to communicate effectively. 
One aspect that is considered is speaking fluency, which refers to a person's ability to convey 
information without pauses that are too long and disjointed, so that the conversation can 
flow naturally Aufa et al. (2020) . first cycle I obtained an average score of 70.77 in the good 
category, then in cycle II it increased by obtaining an average score of 86.92 in the very good 
category. In cycle I students still spoke with long pauses and were a little disjointed, making 
listeners unable to understand what was being conveyed. As a result, students become 
nervous when speaking in front of the class. Furthermore, in the next cycle students' fluency 
improved because they had received more structured speaking practice and guidance from 
the teacher. The teacher provided constructive feedback and encouraged students to practice 
speaking in groups, so that they could support and learn from each other. 

 
Accuracy of Word Selection. In the word selection indicator, namely the student's ability 
to choose the right words and in accordance with the theme taken. According to Aufa et al. 
(2020) the accuracy of word selection refers to the ability of students to use vocabulary that 
is appropriate to the context and purpose of communication, as well as paying attention to 
correct spelling and sentence structure. In cycle I, the average score was 73.08 with a good 
category, then in cycle II it increased by obtaining an average score of 86.15 with a very good 
category. In cycle I, some students when speaking used vocabulary that was less precise and 
resulted in the message being conveyed less clearly, so that listeners could not understand 
the information conveyed. The use of appropriate words also contributes to the fluency of 
speaking. In cycle II this indicator increased because students had used vocabulary that was 
in accordance with the Javanese dictionary. 

 
Sentence Structure. In the sentence structure indicator, the assessment focuses on students' 
ability to compose correct and effective sentences in accordance with applicable grammar. 
According to Aufa et al. (2020) a good sentence structure includes the use of clear subjects, 
predicates, and objects as well as logical word arrangements to convey the right idea. In cycle 
I, the average score was 65.38 with a sufficient category. In cycle I, some students still had 
difficulty in composing complex sentences, resulting in incoherent sentences. Then in cycle 
II it increased by obtaining an average score of 86.15 in the good category. The increase in 
cycle II showed that students had succeeded in improving their ability to compose precise 
and effective sentences, and were able to use more complex and varied sentence structures. 
The continuous practice conducted in cycle I had helped students understand their mistakes 
and apply the necessary improvements.  

 
Intonation. In the intonation indicator, the high and low of a sentence that emphasizes 
certain words in a sentence. Proper intonation is very important to help listeners understand 
the intent and emotions that the speaker wants to convey Aufa et al. (2020). For example, 
rising intonation at the end of a sentence can indicate that it is a question, while falling 
intonation often signals a statement or confirmation. In cycle I, the average score was 75.38 
with a good category. Although this result showed a fairly good understanding in the use of 
intonation, there were still some students who had difficulty in expressing the right emotions 
and emphasis when speaking. In cycle II, it increased by obtaining an average score of 86.15 
in the excellent category. This increase shows that students have successfully developed their 
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intonation skills significantly, being able to use a variety of tones that match the sentence. 
Exercises such as reading dialogs and speaking in front of the class during presentations 
proved effective in helping students understand the importance of intonation in conveying 
a message. 

 
Expression. In the expression assessment indicator, the researcher examines how students 
express or organize sadness, happiness, surprise, fear, or anger. This study aims to see the 
extent to which students can use facial expressions and body movements to convey emotions 
effectively (Aufa et al., 2020). In cycle I obtained an average score of 70.77 with a good 
category, then in cycle II it increased by obtaining an average score of 85.38 with a good 
category. In cycle I students have started to be able to express their basic emotions, but there 
are still some problems in expressing their emotions correctly. Furthermore, in the next cycle 
students already understood more and expressed their emotions better in the next cycle. 

 
The Teams Games Tournament (TGT) learning model with picture card media has a 
significant relationship with students' speaking skills, where the steps in this model using 
picture card media provide opportunities for students to practice speaking actively and 
collaboratively. Umar (2020) suggested that the Teams Games Tournament model allows for 
more relaxed learning, besides that it can foster responsibility, cooperation, healthy 
competition, and learning involvement. Aini et al. (2023) in the teaching and learning process, 
a supportive and game-based group learning model helps groups work together to achieve 
common goals, as well as to complete tasks or questions given by the teacher. In addition to 
the Teams Games Tournament learning model that can improve students' speaking skills, 
picture card media can also train students in speaking by the way the picture is one of the 
clues to the content of the dialog (Delvianti et al., 2023). So it can be said that the Teams 
Games Tournament learning model and picture card media have the potential to improve 
students' overall ability. 
 
After the cycle I and cycle II class actions were carried out using the Teams Games 
Tournament learning model assisted by picture card media, students' speaking skills 
improved both individually and in groups. Based on these results, it shows that students are 
more courageous and able to dialogue or speak fluently in front of the class with their groups. 
That the Teams Games Tournament model can involve interaction between students in a 
team allows students to work together to complete a common task.  
 
Speaking skills using unggah-ungguh can significantly improve students' communication skills. 
Unggah-ungguh basa is an important aspect of Javanese language learning, teaching students 
about the level of politeness and the use of language appropriate to the social context. 
Through this learning, students not only learn to speak, but also understand the cultural 
nuances and ethics of communication in Javanese. In addition, with the Teams Games 
Tournament model they are not bored and can learn while playing Marlita et al. (2023).  
 
The Teams Games Tournament learning model aims to improve students' character, 
encourage them to be more active in answering questions, and increase their interaction with 
teachers and other students Yuliawati (2021). The TGT model has five main stages, namely 
class presentation, groups (teams), games, competition (tournament), and group awards 
(team recognition). According to Rohmah et al. (2024) rewards or awards given to students 
can increase their confidence, increase their desire to learn, and encourage them to develop. 
Practically, reward means doing something that appreciates or honors someone. The Teams 
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Games Tournament learning model has obstacles such as teachers are difficult to group 
students according to academic terms, when discussing will take a lot of time, depending on 
peers who have high knowledge (Pratiwi et al., 2024). 
 
This research is compared with previous studies using the Teams Games Tournament model 
such as research conducted by Wahyuni (2023), in using the Teams Games Tournament 
learning model there was an increase in speaking skills where in cycle I the initial percentage 
was 73% and increased in cycle II to 94.2%. Furthermore, research by Fahruddin et al. (2022) 
where the normality test results obtained a pretest of 0.200 and a posttest of 0.172 more than 
(>) 0.05, meaning that the data is normally distributed. The results of speaking ability when 
using this media get a significant value of 0.000 smaller than 0.05 (0.000 <0.05) which means 
that the null hypothesis (Ho) is rejected and the alternative hypothesis (Ha) is accepted. 
 
From the data obtained on the results of research through the Teams Games Tournament 
model assisted by picture card media in improving students' speaking skills smoothly and 
there are still obstacles in each cycle. From the data on the assessment of students' speaking 
skills through performance tests, it shows an increase in each cycle, through this research it 
shows that the application of the Teams Games Tournament model has a very good impact 
on students in improving their speaking skills, where the increase that occurred was quite 
rapid which in cycle I only reached 71.08 so that it had not reached the criteria desired by 
the researcher, this happened due to lack of student confidence in presenting the work, then 
in cycle II got results in students' speaking skills of 86.15 so that it had met the criteria for 
achieving an increase in students' speaking skills, namely 75 which was declared complete. 
 
CONCLUSION  
Based on the results of research and discussion that has been carried out with the use of 
Teams Games Tournament learning model assisted by picture card media to improve 
students' speaking skills in class V SD 7 Kandangmas, this shows that there is an increase 
between pre-cycle to cycle I and cycle II. The improvement in students' speaking skills can 
be seen from the increase in the average score obtained, where students show greater courage 
in asking questions, answering and expressing their ideas during group discussions. The 
acquisition of the percentage of the results of students' speaking skills by applying the Teams 
Games Tournament learning model from 71.08 with the category of incomplete in cycle I 
has increased to 86.15 which means it is in the very good category in cycle II. 
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