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Abstract

Purpose: This study aims to determine the effectiveness of the application of the Teams Games Tournament (TGT) method based on
cultural exploration in improving the emotional intelligence of elementary school students.

Methodology: This study used a quantitative approach with a quasi-experiment design. The research subjects were fourth grade students
of SD Muhammadiyah 1 Ketelan Surakarta, which were divided into an experimental class of 19 stu-dents by being given treatment
through the cultural exploration-based Teams Games Tournament (TGT) method and a control class of 21 students using conventional
learning methods.

Results: The N-Gain test results showed that the experimental class obtained an aver-age N-Gain score of 76.5520, which was classified
as "Effective," while the control class only achieved an average score of 32.9558, which was catego-rized as "Not Effective." These
results indicate that the cultural exploration-based Teams Games Tournament (TGT) method is significantly effective in improving
students' emotional intelligence.

Applications/Originality/Value: This study also contributes to the use of game-based learning strategies as an effort to develop emotional
intelligence among elementary school students.

Introduction Section

Education is one of the manifestations of human culture that is dynamic and full of development. In the scope of
education, various intelligence is needed in order to navigate learning properly and consistently, namely by carrying out
var-ious methods, models and approaches. Intelligence has an important role in a human being, especially in this case
anyone involved in the world of education, one of which is students who are in the elementary school education stage and
the intelligence in question is emotional intelligence. Emotional intelligence be-comes emotional power and sensitivity
that generate energy to obtain infor-mation and affect learning outcomes (Awang et al., 2019). Education in Indonesia
faces great challenges in creating a young generation that is not only intellectual-ly intelligent, but also has high emotional
intelligence.

Emotional intelligence plays a very important role in achieving success in school. Emotional intelligence
encompasses a range of abilities that affect aca-demic intelligence. Without emotional intelligence, students will not be
able to use their cognitive abilities to their full potential. Emotional intelligence, also known as (EQ), refers to the ability
to recognize, understand, cope with, and ex-press emotions appropriately (Alkalah, 2016). Emotional intelligence is the
abil-ity of individuals to manage their emotions well, including controlling the emer-gence of negative emotions and
expressing them through self-awareness, self-control, motivation, empathy, and effective social skills (Irawan, 2021). Emo-
tional intelligence (EQ) involves an individual's ability to recognize, use, and express emotions, as well as integrate
emotions in the thinking process, under-stand emotions and knowledge about emotions, and regulate emotions to develop
behaviors that are in accordance with environmental demands (Issom & Yorani, 2017). At the elementary school level, the
formation of emotional intelligence is very important because students begin to learn to man-age their emotions, helping
students establish positive relationships and adapt to diverse environments.

Many teachers in classroom learning activities tend to use the lecture meth-od which does not involve interaction
between students. As a result, communica-tion only takes place in one direction, where the teacher conveys information
without encouraging students to interact. This reliance on conventional methods can cause students to feel bored and lack
enthusiasm. In the learning process, educators need to have extensive skills, knowledge, and understanding as well as
mastering various learning models so that learning objectives can be achieved after the learning is complete (Susanto,
2021). Without carrying out effective teaching, teachers will not be able to innovate and be creative in carrying out their
duties and functions, as stated by (Raharjo, 2020). Therefore, it is very im-portant for teachers to have sufficient
competence and knowledge, and master various learning approaches that can increase student engagement.
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Learning involves the interaction of students, teachers, and learning re-sources in an educative environment. Students
are encouraged to actively partic-ipate in the learning process, both individually and in groups, by utilizing exist-ing
resources (Muhibbin et al., 2020). This interaction aims to build students' attitudes, knowledge, and skills so as to achieve
learning objectives (Gumartifa et al., 2023). Therefore, the role of the teacher is very im-portant in creating interesting and
fun learning by choosing the right model. The goal is that the material presented can better attract students' attention,
increase their participation during the learning process, and create active involvement in interacting between students.
Through interaction activities students not only acquire knowledge, but also develop attitudes and skills that are relevant
to eve-ryday life. Collaboration skills in self-directed learning with an independent cur-riculum in Indonesia focus on
students' ability to work together, share ideas, and support each other to achieve effective learning goals (Arung et al.,
2023). The learning process that involves various parties can help students develop a deeper understanding, while practicing
their social and emotional abilities.

Based on observations made at SD Muhammadiyah 1 Surakarta, it shows that elementary school students still have
difficulties in developing emotional intelligence, especially related to skills in managing emotions, empathy, and so-cial
skills. Many students have difficulty working together in groups, controlling their emotions when facing problems, or
showing empathy for their peers. This emotional intelligence is very important because it affects students' interactions with
peers. Monotonous learning that focuses on cognitive aspects alone often neglects students' emotional development.

In an effort to improve the quality of learning and the development of emo-tional intelligence of fourth grade students
at SD Muhammadiyah 1 Ketelan Su-rakarta, especially regarding the application of effective learning methods, there are
several challenges. The learning methods applied still tend to be conventional by using the lecture method and not fully
using an interactive and fun approach for students. Students are also not able to manage their emotions well when work-
ing in groups, tend to be reluctant to actively participate in group activities, and some of them still have difficulty
controlling their emotions when experiencing defeat in competitions. This can hinder the development of skills such as
cooper-ation, communication and emotion management.

One of the learning methods that can optimize students' emotional intelli-gence is the Teams Games Tournament
(TGT) type cooperative learning method. The Teams Games Tournament (TGT) learning method is able to encourage stu-
dents to interact with friends in groups, so they learn through collaboration. The Teams Games Tournament (TGT) type
collaborative learning model allows stu-dents to learn in a more relaxed atmosphere, emphasizing individual responsibil-
ity, integrity, cooperation, decision-making skills, healthy competition, and ac-tive involvement in the process (Ulfia,
2019). Meanwhile, according to (Hermawan & Rahayu, 2020), the Teams Games Tournament (TGT) learning model is
carried out by forming small groups of four to six people with different academic abilities, gender, race, or ethnic
backgrounds. Therefore, Teams Games Tournament (TGT) not only functions as a learning model, but also plays a role in
building students' social and emotional skills based on cultural exploration.

Indonesia's rich cultural diversity provides an opportunity to integrate cul-tural learning with emotional intelligence
development. Cultural activities, such as learning about traditional foods, regional dances and traditional houses in
Indonesia, not only reinforce cultural identity but also serve as a medium for practicing empathy, cooperation and emotional
recognition. Combining cultural exploration with the Teams Games Tournament (TGT) method can create a more
meaningful learning experience. Students not only gain knowledge about culture, but also engage in direct interaction with
their group mates through fun and com-petitive activities. Learning approaches based on activity and collaboration, such
as Teams Games Tournament (TGT) can improve students' ability to work togeth-er, be open, and adapt to the cultural
differences around them (Karmina et al., 2015). (Karmina et al., 2021) With this method, students are invited to play an
active role in finding information, discussing, and completing tasks in teams, so they can learn to respect the opinions of
others and develop the ability to work together.

The implementation of cultural exploration in Indonesia provides an oppor-tunity for teachers to instill the values of
tolerance, empathy, and respect for others. Students are taught to recognize and appreciate the social and cultural
differences around them. Through cultural exploration activities at school can help students develop empathy and concern
for others, which are important ele-ments in emotional intelligence (Eden et al., 2024). By interacting directly with diverse
cultures, students increase their positive curiosity, broaden their perspec-tives, and learn to control their emotions in various
social situations. Learning that focuses on cultural exploration not only increases students' knowledge, but also helps shape
their character for the better. This is in line with research (Petrides et al., 2018) which shows students who have higher
emotional intelli-gence are usually more skilled in managing interpersonal relationships and achieve better academic
performance. This is due to their ability to collaborate more effectively and cope well with social challenges.

Several studies on Teams Games Tournament (TGT) and emotional intelli-gence have been conducted. Research
conducted by (Nurhayati et al., 2022) showed that the results of research in students' post-test activities after the appli-
cation of the Teams Games Tournament (TGT) type cooperative learning model experienced a significant increase
compared to the pest-test results. Research conducted by (Arealya et al., 2022) the results showed that the use of media in
learning can effectively improve students' emotional intelligence, because the media helps students control their emotions
while playing.

Based on research conducted by these researchers, this study shows that the Teams Games Tournament (TGT) model
based on cultural exploration has a sig-nificant ability to improve the emotional intelligence of fourth grade students. This
study aims to determine the effectiveness of the application of the Teams Games Tournament (TGT) method based on
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cultural exploration in improving the emotional intelligence of elementary school students. Contribute to developing more
effective learning methods, which not only pay attention to academic as-pects, but also support the formation of student
character on the basis of emotional intelligence.

Research Methods

Education is one This research was conducted at SD Muhammadiyah 1 Ketelan Surakarta. This study was conducted
in the 2024/2025 school year. The population involved in this study consisted of IV A class students as many as 19 students
and IV C as many as 21 students. This study used a quantitative approach with a quasi exper-imental design. The method
used in this research is the experimental method, which is a research method used to look for the influence between certain
treat-ments on other variables under certain conditions. This research design is includ-ed in the Quasi Experimental Design
with the Nonquivalent Control Grub Design type of research involving 2 groups, namely the experimental group using the
Teams Games Tournament (TGT) game based on cultural exploration and the control group did not receive treatment.

The data collection technique in this study uses a questionnaire that has been provided with answers, so that the
research object can choose the available an-swers. In this case the questionnaire used by researchers aims to measure stu-
dents' emotional intelligence, especially in the aspect of managing emotions. The number of questionnaire items in this
study were 15 items with 5 alternative an-swers, namely never (TP), rarely, (J), sometimes, (KK), often, (S), very often
(SS). Data analysis techniques in this study used normality test, homogeneity test, and hypothesis testing.

Research Results and Discussion

Research Results

After completing the research at SD Muhammadiyah 1 Surakarta by group-ing students into experimental and control
classes, the next step for the research-ers is to calculate the data to assess the effectiveness of the intervention provid-ed.
In this process, a number of statistical methods will be used to measure the increase in students' emotional intelligence as
a result of the implementation of the Teams Games Tournament (TGT) learning method based on cultural explora-tion.
The following is a presentation of the data analysis results conducted by the researcher:

Descriptive Statistical Analysis

In this study, descriptive statistical analysis was applied to assess the pre-test and posttest results of the experimental
class and the control class. The aim of this step is to provide deeper insights into the changes in students' emotional
intelligence after the intervention implemented through the Teams Games Tour-nament (TGT) method based on cultural
exploration in the experimental class.

Table 1. Descriptive Statistical Analysis

Minimum Maximum Mean Std. Deviation
Pretest Experiment 43 60 52.74 4.840
Posttest Experiment 86 91 89.05 1.508
Pretest Control 50 65 58.48 4.792
Posttest Control 68 79 72.24 3.097

From the data above, it shows that for the experimental class, the pretest scores ranged from 43 to 60, with an average
of 52.74 and a standard deviation of 4.840. After the treatment was given, the posttest scores of the experimental class
significantly increased, ranging from 86 to 91, with an average of 89.05 and a standard deviation of 1.508. Meanwhile, the
control class had pretest scores ranging from 50 to 65, with an average of 58.48 and a standard deviation of 4.792. The
posttest scores for the control class ranged from 68 to 79, with an av-erage of 72.24 and a standard deviation of 3.097. The
significant increase in the average scores of the experimental class compared to the control class indicates the influence of
the treatment given. Additionally, in this study, a normality test was conducted to determine whether the data distribution
from the experimental class and the control class follows a normal distribution pattern.

Normality Test

After conducting a descriptive analysis, the researcher then performs the first prerequisite test, which is the normality
test. The normality test is useful for examining the data testing population, which is conducted to determine whether the
research data population is normally distributed or not.

Table 2. Normality Test

1660



Shapiro-Wilk

Sig Ket.
Normality Test 0,195 Normal

Based on the results of the normality test using the Shapiro-Wilk method, it can be concluded that all the tested data
are normally distributed. This is evident from the significance level (sig) of 0.195. The significance test result of 0.195 >
0.05 indicates that the pretest data from both the experimental class and the con-trol class are normally distributed. This
means that the assumption of normality is met.

Homogeneity Test

This homogeneity test aims to determine whether the data results obtained from a study are homogeneous or have the
same variance. In this case, the re-searcher conducted a homogeneity test on the fourth-grade class at SD Muham-madiyah
1 Ketelan Surakarta using Levene's Test. The results of the homogeneity test can be explained in the table below :

Table 3. Homogenity Test

Levene statistic

Sig Ket.
Homogenity 0,408 Homogen
Based on the results of the homogeneity test, the significance value of Levene’s Test for the pretest results is 0.408.
Given that this value exceeds 0.05 (Sig. > 0.05), it can be concluded that the variance of pretest data between the
experimental and control groups is homogeneous. This result suggests there is no significant difference in variance between
the two groups, indicating that the initial conditions of both groups can be regarded as equivalent prior to the inter-vention
or treatment.

General Linear Model Test

The General Linear Model Test is employed to assess the research hypothe-sis: specifically, whether the Teams Games
Tournament (TGT) method, when based on cultural exploration, is effective in enhancing students' emotional intel-ligence.

Table 4. Result of the General Linear Model Test

Dependent Variable: Emotional Intelligence

Souce F Sig.
Corrected Model 460.430 0.000
Teams Games Tournament (TGT) 460.430 0.000

Based on the results of the General Linear Model test, it shows a signifi-cance value of 0.000 (< 0.05), indicating a
significant difference in posttest scores between the experimental and control classes. That the intervention con-ducted in
the experimental class using the Teams Games Tournament, which fo-cuses on cultural exploration, has a significant impact
on the improvement of students' emotional intelligence. Thus, this intervention has proven to significant-ly enhance the
emotional intelligence of students in the experimental class com-pared to students in the control class who did not receive
similar treatment. This reinforces that the treatment in the experimental class has a significant effect on the improvement
of students' emotional intelligence.

N-Gain Test

The N-Gain test is applied to assess the effectiveness of the Teams Games Tournament (TGT) method, which focuses
on cultural exploration to enhance students' emotional intelligence. In this study, the N-Gain value is calculated by
comparing the pretest and posttest scores between the experimental class and the control class.

Table 5. N-Gain Test

Statistic Ket
Experiment Class 76.5520 Effective
Control Class 32.9558 Ineffective

Table 6. Categories of N-Gain Effectiveness Interpretation
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Persentage (%) Interpretation

<40 Not Effective
40 — 55 Less Effective
56-75 Moderately Effective

Source: Hake, R.R, 1999

Through N-Gain test analysis, the researcher measured the effectiveness of the Teams Games Tournament (TGT)
method based on cultural exploration in improving students' emotional intelligence. This process is carried out by com-
paring the results of the pretest and posttest, then calculating the N-Gain percent-age to determine the level of effectiveness
of the given intervention. The effec-tiveness of the Teams Games Tournament (TGT) method is categorized based on the
N-Gain value, with interpretations ranging from "Ineffective" to "Effective,”" based on the percentage increase in value.
This category provides a clear picture of the extent of the intervention's impact on the development of students' emo-tional
intelligence through a measurable and structured scale.

Disscussion

In this study, researchers used a quantitative approach with the Quasi Ex-perimental Design method. This study
involves one independent variable, namely Teams Games Tournament (TGT), and one dependent variable, namely
emotional intelligence of fourth grade students of SD Muhammadiyah 1 Surakarta. The re-search sample, consisting of all
IV A class students totaling 19 students for the experimental group, and 21 IV C class students for the control group. That
the average score of students' emotional intelligence in the experimental class, which received treatment using Teams
Games Tournament (TGT) based on cultural ex-ploration, was significantly higher than the average score of the control
class that did not receive the same treatment. This shows that the cultural exploration-based Teams Games Tournament
(TGT) model is effective in improving students' emotional intelligence, especially in the context of learning activities and
social interactions.

Learning through Teams Games Tournament (TGT) games has created a more enjoyable learning atmosphere as
students are actively involved in the game. The Teams Games Tournament (TGT) cooperative learning model is de-scribed
as a relatively simple approach to implement and is able to encourage the active participation of all students, regardless of
social status or the differences between them (Luo et al., 2020). This is reflected in the positive activities shown by most
students during the learning process. In line with research (Alfira & Syofyan, 2022) The main purpose of the game method
is to create an interesting and fun atmosphere for students in the learning process. This method also helps reduce boredom
when receiving material in class, as well as increase students' interest and excitement in participating in learning. Research
conducted by (Adnyana, 2020) revealed that students who participated in Teams Games Tournament (TGT) learning
experienced a significant increase in the aspects of self-emotional awareness, the ability to empathize, and manage-ment
of their emotions, when compared to students who received learning with conventional methods.

A cultural exploration approach to learning contributes significantly to the development of students' emotional
intelligence. By learning about traditional foods, regional dances and traditional houses from different parts of Indonesia,
students not only gain an understanding of rich cultural values, but also stimulate positive emotions such as empathy,
cooperation and social understanding. Not only is this approach culturally engaging, it also has a direct impact on emotional
skills, such as emotion management, communication skills, and building harmo-nious social relationships. In the traditional
food exploration activity, students are invited to know the origin of the food, the ingredients used, and the unique-ness of
each type of food. In traditional dances, students learn about the origin of the region, the name of the dance, and the basic
movements of the dance. While in traditional houses, students are introduced to various types of traditional houses from
several regions and understand the uniqueness of each traditional house. Through this activity, students are invited to
appreciate diversity and col-laborate to achieve a common goal.

Play experiences that involve cultural exploration in broadening students' understanding of diversity. Through this
activity, students not only recognize various cultures, but also build empathy for the differences that exist. Students become
more sensitive and responsive to the various social contexts that sur-round them. The development of emotional
intelligence in learning is very im-portant to ensure that the learning process runs optimally and produces the best learning
outcomes (Wulandari & Suyadi, 2019). By using Teams Games Tourna-ment (TGT) as a learning medium, teachers can
improve students' social interac-tion and create a fun learning atmosphere (Arealya et al., 2019). (Arealya et al., 2022). The
effectiveness of the Teams Games Tournament (TGT) model on improving students' emotional intelligence is influenced
by in-ternal factors, namely how teachers convey information to students. An effective approach and clear communication
from the teacher is necessary to achieve the expected learning objectives.

Collaboration in a team can increase trust and strengthen friendships among its members. (Suharti et al., 2024). In the
process, students can support each other to understand the subject matter (Fauziyah, 2020). By working together in
achieving a common goal, each team member learns to understand each other, appreciate contributions, and support each
other. Trust is formed through effec-tive communication and the realization that each individual plays an important role in
the success of the group. This creates a positive learning environment, where students feel valued to contribute. Students'
involvement in game-based activities can improve their ability to manage emotions, especially when working with
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teammates or when facing defeat (Miao, 2017). Competition in Teams Games Tournament (TGT) provides opportunities
for students to learn to control emotions such as frustration, stress, or excitement when winning. This directly contributes
to the development of their emotional intelligence, allowing students to better understand and express emotions in diverse
situations.

Teams Games Tournament (TGT) has been shown to be an effective method for developing students' character and
emotional intelligence in elementary schools. This method contributes to the improvement of students' positive values,
including cooperation and empathy. The implementation of Teams Games Tour-nament (TGT) not only focuses on
improving cooperation skills, but also has a positive impact on students' emotional intelligence. Students who participated
in Teams Games Tournament (TGT) activities made significant progress in their ability to manage emotions (Fahrudin et
al., 2020). Collaboration in groups dur-ing Teams Games Tournament (TGT) games plays a role in strengthening stu-dents'
emotional abilities. That social interaction in a Teams Games Tournament (TGT) environment allows students to learn
how to work together better, as well as manage their conflicts and emotions more effectively (Julianti et al., 2023).

The implementation of the Teams Games Tournament (TGT) learning model based on cultural exploration in
elementary schools, showed an increase in stu-dent learning outcomes. Teams Games Tournament (TGT) also plays a role
in strengthening social bonds among students, which further contributes to the im-provement of their emotional intelligence
(Galuh Ningtiaz et al., 2023). This re-search shows that Teams Games Tournament (TGT) can improve students' critical
thinking skills and emotional intelligence, where interaction in groups is helpful in the management of emotions (Haryanti
et al., 2023). (Haryanti et al., 2022).The application of Teams Games Tournament (TGT) in learning shows increased
motivation and interaction between students, which contributes to the development of their emotional intelligence (Murdika
etal., 2018). A student who achieves good learning outcomes shows that they have high emotional intelligence, as students
with emotional intelligence are able to express emotions effectively and have good discipline and self-control (Indriawati,
2018).

The cultural exploration-based Teams Games Tournament (TGT) method in learning to improve students' emotional
intelligence requires significant support, particularly in terms of teacher training. The role of teachers is crucial in the suc-
cessful implementation of this method, as they not only act as facilitators, but are able to create meaningful learning
experiences for students, create an engaging classroom environment, manage the classroom well, and guide students in
ways that support their social and emotional development. This will make it easier for students to understand and receive
the subject matter better (Aqfi et al., 2023). Teacher training also helps to overcome various challenges that may arise, such
as differences in cultural understanding or management of group dynamics, which are important factors in the successful
implementation of the cultural ex-ploration-based Teams Games Tournament (TGT) method to be more effective.

This study reveals that the application of the Teams Games Tournament (TGT) learning model based on cultural
exploration has a significant effect on improving the emotional intelligence of fourth grade students at SD Muham-madiyah
1 Surakarta. The cultural exploration-based Teams Games Tournament (TGT) method not only creates a fun and interactive
learning environment, but also encourages students to actively participate in the learning process. With this method,
students can develop empathy for cultural differences, increase social interaction, and improve their skills in managing
emotions, especially in the con-text of competition. This learning model proved effective in helping students to understand
and appreciate diversity, as well as teaching them to collaborate and support each other in achieving a common goal. The
findings from this study confirm the importance of selecting appropriate methods to support the devel-opment of students'
emotional intelligence at the primary level, as well as the need for effective communication from teachers to optimize
learning outcomes. With this approach, students not only gain academic knowledge, but also social and emotional skills
that are essential for everyday life.

Conclusion

This Based on this research, it can be concluded that the application of the Teams Games Tournament (TGT) learning
model based on cultural exploration is proven to be effective in improving students' emotional intelligence. the Teams
Games Tournament (TGT) approach based on cultural exploration succeeds in creating an interesting and interactive
learning environment, which motivates students to be more involved in learning activities and improve their skills in
managing emotions. These results can be seen from the experimental class which obtained an average N-Gain score of
76.5520, which is included in the effective category. Thus, the Teams Games Tournament (TGT) approach based on
cultural exploration is an appropriate method and provides significant benefits to be im-plemented in the learning process
at the elementary school level.

This study has limitations related to variations in student backgrounds, such as differences in cultural understanding,
and social experiences that can affect the success of the application of Teams Games Tournament (TGT) games based on
cultural exploration. In addition, differences in cultural contexts in various regions in Indonesia can also affect the results
obtained. Further research can examine the application of Teams Games Tournament (TGT) based on cultural exploration
in various regions with different cultural characteristics, to gain a deeper understanding of its impact on the development
of students' emotional intelligence.
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