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Abstract: This study examined the implementation of an
interactive PPT-based TGT learning model to increase student
interest. This research was a Classroom Action Research
conducted in class IX B Junior high school Islam As Sakinah
Sidoarjo which consists of 22 students. This class was chosen as
the research subject because it showed a lower learning interest
in Islamic Educationsubjects compared to class IX A with the
application of the same learning method. However, according to
the Islamic Educationteacher, this class has greater potential if
the students’ interest in learning can be improved. Primary data
were collected through observation and questionnaires, then
analyzed qualitatively and statistically descriptively. Supported
by secondary data obtained through interviews and literature
studies to find problems and ensure the availability of facilities,
and find out student responses to the learning model applied.
The results showed an increase in student interest from pre-
action by 62% to 94% after implementing the interactive PPT-
based TGT learning model. There was also an increase in the
number of active students from 16 students to all students in the
class (22 students). It can be concluded that the application of
interactive PPT-based TGT learning methods can increase
students” interest in Islamic Education learning. Synergizing the
TGT learning model with interactive PPT media is one of the
right actions to increase student interest in learning. Teachers
who find the problem of lack of student interest in learning can
apply the TGT learning model by utilizing interactive PPT
media as done in this study. In addition, this study can be a
reference for further researchers who want to examine the
implementation of TGT learning or interactive PPT media in
learning.

Please cite this article in APA style as:

Rizqiyah, A., Affa, G., Maimunah, M. H. N., & Uroidli, A. (2024). Interactive PPT-Based TGT Learning to
Increase Students’ Interest in Islamic Education. Edureligia: Jurnal Pendidikan Agama Islam, 8(2), 208-222.

INTRODUCTION

Learning is designed to facilitate the learning process of students. Thus,
learning design is carried out by taking into account the conditions of learning
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implementation (Williamson et al., 2020). The principle in designing learning is
to create effective and efficient learning so that learning objectives are achieved
and well accepted by students. Effective teaching strategies can assist teachers in
developing lesson plans tailored to the needs and characteristics of students and
ensure the learning process is interactive and contextual. In this case, teacher
innovation and creativity are needed to adapt the learning model to the material
taught (Supriadi et al., 2020).

In this 4.0 era, teachers must be able to take advantage of existing
technological advances, including in the use of learning media. The design of the
learning design must consider the circumstances and perceptions of students
(Yusuf & Rashid, 2019). Student learning motivation is the key to effective
learning. Therefore, it is very important to design learning that increases student
interest and engagement by introducing various models of game-based
learning, simulations, meaningful discussions, and problem-based learning
(Rubtsova et al.,, 2023). Several studies have also shown the feasibility and
success of game-based learning in improving certain aspects of learning (Jay et
al., 2019).

Team Game Tournament (TGT) is an effective and interesting game-based
learning model. In this learning model, students are grouped in teams to solve a
problem or achieve a goal. Students get interactive and collaborative learning
experiences, as well as improve communication and teamwork skills (Hariyanto
et al,, 2022). Simanjuntak et al. (2021) in his findings revealed that the TGT
learning model succeeded in improving students’ critical thinking skills with
indicators of flexible thinking, original thinking, and elaborative thinking.
Supported by Sa & Mufidah (2024)’s findings which show the effectiveness of
the TGT learning model compared to conventional learning models. The
application of the TGT model engages students actively in learning and supports
two-way communication that is important to achieve learning objectives.

Interactive learning media is needed to make students actively participate
in learning. One of them is interactive Power Point (PPT) that can make the
learning atmosphere in the classroom more fun (Harefa et al.,, 2023). Unlike
ordinary PPT, interactive PPT utilizes the action feature so that it can only be run
using buttons that have been created (Gu et al., 2022). Multimedia elements such
as text, graphics, animation and video in PPT can create interesting, fun content,
and eliminate boring elements (Osman & Hamzah, 2020). The simple menu
display makes PPT easy for all people to understand, including school or college
teachers (Osman et al., 2022).

Li & Wang (2024) said, by applying the TGT learning model, students will
actively communicate, think further, and allow students to learn more relaxed
and foster responsibility, cooperation, healthy competition, and involvement in
learning. Meanwhile interactive PPT will direct the attention of students to stay
focused on the material and interact directly with the learning process in class.
Then it will be an interesting learning design alternative if the TGT learning
model is combined with Interactive PPT.
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Through interviews with teachers at Junior high school Islam As Sakinah
Sidoarjo, problems were found in Islamic Educationlearning related to student
interest s. Most students do not give much response during discussion or
question and answer sessions in Islamic Educationlearning (Petruse et al., 2024).
There are two causes of students’ lack of contribution to learning found in the
field. First, the lack of interest in Islamic Educationlearning. Second, lack of focus
in learning. The existence of this problem encourages new actions to increase
students” interest in learning (Lagare et al., 2023). As mentioned by Yang et al.
(2024), the renewal of the learning model is needed to foster students” interest in
learning and explore their hidden potential. The action to be taken is to narrate
the Interactive PPT-based TGT learning model in Islamic Educationsubject.

Several studies have shown the effectiveness of applying the TGT learning
model to increase student interest in learning. Sanchez-Gonzalez & Terrell (2023)
found that the application of TGT learning in mathematics subjects increased
student activeness with a percentage of 50% activeness before action to 70.59% in
cycle I and 83.95% in cycle II. In line with Sun et al. (2021)’s findings that the
average student learning motivation was better than before the implementation
of the TGT learning model. In contrast to Paquianadin et al. (2024)’s research
which found differences in the level of influence of digital blooket-based TGT
learning with non-digital blooket TGT. The learning motivation interval score in
the experimental class was 94% (very high) and the control class was 54% (high).

Based on these studies, it can be assumed that the TGT learning model can
increase learning interest, especially the TGT model collaborated with interesting
media. After reviewing past studies, there has been no special attention to
collaborating the TGT learning model with interactive media in increasing
student interest in learning. Considering the problems in the field, the problems
that arised in students include the inability to understand the subject matter
easily, learning styles that were different from the teacher's teaching methods.
These reasons reduced students' motivation, attention, and curiosity in learning.
Then, the absence of studies implementing TGT learning using interactive PPT
media, this study aimed to examine the implementation of the interactive PPT-
based TGT learning model and the increase in student interest in learning with
the application of this learning model.

RESEARCH METHOD

This research was qualitative with a (CAR) approach, which was scientific
research conducted by teachers or researchers in the classroom by carrying out
actions aimed at improving learning processes and outcomes- Classroom action
research is also conducted to solve problems experienced by teachers and
students in the learning process. Classroom Action Research (CAR) is important
for teachers because it can improve teachers’ reflective thinking skills in
assessing learning (Beer, 2019). The subjects of the perpetrators of actions and
observers in this study were Islamic Educationteachers at Junior high school
Islam As Sakinah Sidoarjo who collaborated with researchers. The research
subjects were determined through purposive sampling technique which was
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determined by the researcher subjectively based on certain criteria. The criteria
set in this study were the subject’s learning interest that has not been maximized
and can be more improved. The subjects of this study were grade IX B students
of the 2023-2024 school year consisting of 22 students. This class was chosen as a
research subject because it showed a lower interest in Islamic Educationlearning
than class IX A with the application of the same learning method. But according
to Islamic Educationteachers, this class has greater potential if the students’
interest in learning can be increased. The study was conducted in May 2024. The
first two weeks were for planning to implement actions and data collection in the
field, the rest was for the preparation of articles.

The primary data collection method was carried out through the
distribution of questionnaires and observations. The questionnaire was
distributed using a Likert scale of 5. With details: a) score of 5 for “strongly
agree”; b) a score of 4 to “agree”; c) a score of 3 for “undecided”; d) a score of 2
for “disagree”; and e) a score of 1 for “strongly disagree”. In addition,
observations are made to determine student learning activities. The collected
data were analyzed qualitatively and statistically descriptively. This interview
was conducted before the research to find problems and ensure the availability
of facilities for the applied learning model. While the post-research interview
was conducted to find out students’ responses regarding the applied learning
model. This was done to see if the results of the questionnaire distribution
synchronized with the students’ responses in the interview.

Qualitative analysis was used for action implementation data, namely the
application of interactive PPT-based TGT models. The stages of analysis refer to
Miles and Huberman, including data condensation, data presentation, and
conclusion drawing. Meanwhile descriptive statistical analysis is in the form of
percentage distribution to measure the comparison of pre-action and post-action
learning interests. Measurement of students” level of learning interest using a

five-interval scale as in table 1:
Table 1. Student interest Categories

Scale (%) Category
<=40 Very Low
41 - 60 Low
61 - 80 High
81 - 50 Very High

The target of increasing student interest in learning with the
implementation of the interactive PPT-based TGT model is to reach a very high
category. To measure student interest from questionnaire data collection, the
following formula is used:

Student interest Score

Student interest = x100%

Amount of Student interest Score
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RESULT AND DISCUSSION
Result
Classroom Action Research Framework

Han et al. (2024) said, there are two opinions about the number of CAR
cycles. The first opinion stated that if in one cycle the goal of action was
achieved, then there was no need to continue the second cycle. The second
opinion established the number of CAR cycles at the beginning of research
planning because it was oriented towards improving results in each cycle. This
study applied one-cycle CAR because the first cycle showed targeted results.
Supported by Abdulrahaman et al. (2020)’s statement that if in one cycle CAR
has not shown improvement, then the second cycle continues. It is implicitly
understood that CAR was simply implemented in one cycle if the expected
improvement occurs in that cycle.

The CAR procedure refered to Kurt Lewin’s model which contains four
stages as follows:

Planning == =—>> Acting

|
r —
4

Observing == ===>>] Reflecting

Figure 1. Kurt Lewin’s CAR Model

The planning stage contained research on educational research literature to
find the right learning model. Until the Interactive PPT-based TGT learning
model was decided as the action to be carried out. This decision is based on
previous research that shows the success of interactive TGT and PPT learning
models in increasing student interest in learning. These two studies showed that
the application of the TGT learning model and the use of Interactive PPT media
have an effect on increasing student interest.

The TGT learning model was first proposed by David de Vries and Keith
Edward. Here are the components or stages of TGT in learning:

Table 2. Stages of the TGT Learning Model

Syntax Description
Class Presentation Adjusting the time the research was conducted, the material discussed
was the history of the Shafawi and Mughal Sultanates. The teacher
delivered the material with the help of PPT.
Teams Students with groups that have been divided with an even cognitive
distribution explore further the material through learning media that
have been provided by the teacher.

Games Each group plays with other groups to earn points by answering
questions that have been listed in the interactive PPT.
Tournament Each group member played with other group members with similar

cognitive levels to answer questions. Students who answer correctly get
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additional points. At this stage and the previous stage, interactive media
became a game medium replacing question cards.

Team Recognition The group and students who have the highest point totals are rewarded
by the teacher.

At the planning stage, the development of learning media was also carried
out, namely interactive PPT. Interactive PPT is developed with game-like looks
and functions to attract students’ attention. As revealed by Budasi that PPT
games gave students the experience of playing games with good instruction
because they involved variations in design and animation that can stimulate
students’ interest in learning (Budasi et al., 2020). Two Microsoft PowerPoint
features that played an important role in making interactive PPT are action and
animation features. The action feature is used to enable objects or buttons just
like button operations in applications. While animation was used to give
animation effects to objects so that the PPT display becomes more attractive. A
study also makes optimal use of Microsoft PowerPoint features and packages it
into an educational game.

To create interactive PPT that suits learning needs, a flowchart is designed
that functions to show every process in the developed PPT. Here’s an interactive
PPT flowchart:

/ \
( Question 1 ) [ Question 2 ] [ Question 3 ] ( Question 4
v

v 4 v 4 v 4

4
( Answer 1 J ( Answer 2 ] [ Answer 3 ] ( Answer 4 ]
_( Queshon4 ]4{ Queshon3 ]4{ Queshon2 J{ Queshonl ]4{ Totzrljr;l)\ent J
[ Answer 4 ] [ Answer 3 ] [ Answer 2 ] ( Answer 1 ]
— [ Question 5 }»[ Question 6 }b[ Question 7 }b( Question 8 ]
v v v

v 4

t t t
[ Answer 5 J ( Answer 6 ] [ Answer 7 ] [ Answer 8 ]

Figure 2. Interactive PPT Flowchart

The flowchart showed that the PPT will be made with three main menu
pages. The first menu contained a button to start the game. If the button was
pressed, it will be directed to the level 1 menu. In this menu there was a button
leading to 4 questions. In the question page, there are 2 buttons that can be used,
namely the answer button and the back button. So on the question page, in
addition to the questions that must be answered, there was also an answer
button that can be used to check the correct answer. While the back button

212 | Edureligia : Jurnal Pendidikan Agama Islam 08 (02): 208-222 (2024)



Afi Rizqiyah, Gilbrania Affa... | Interactive Power Point-Based Team Game Tournament...

directed to the level 1 page. The third main menu was the level 2 front page
which has a start button to start the level challenge. In level 2, the questions were
displayed sequentially. So there was no choice of question number like in level 1.
The buttons available on each question page were the answer button and the
next button. The next button on the last question page of this level led to the
finish page.

Implementation of Interactive PPT-Based TGT Learning Model

In accordance with the learning timeline in the Promissory Note (semester
program), the material taught is the History of the Shafawi State in Persia and
the Mughal State in India. The implementation of the interactive PPT-based TGT
learning model was carried out at the first of two meetings to learn the material.
Precisely at the meeting that studied the history of the establishment and the
timeline of the development of civilization during the time of the Shafawi State
and the Mughal State. The duration of learning time was in accordance with the
core learning activity plan that has been set out in the module, which is 55
minutes.

Before discussing the implementation of the interactive PPT-based TGT
learning model, here was the observation data of pre-action student activities:

Pre-Test: Aktivitas Siswa

22
19

19
18
16 17 16 17 16
16 14 14 14
13
10
1
1 2 3 4 5 6 7 8 9 10

Aktivitas

Jumlah Siswa
~N

H

Figure 3. Pre-Action Student Activities

Learning begins with an introductory activity. The teacher explained the
learning model to be applied and divides students into four groups. Then
proceed to the implementation of TGT which began with an explanation of the
material by the teacher. The teacher only briefly explained the material to give
students the opportunity to learn actively. Students with groups that have been
divided at the beginning of learning resume material from textbooks and
teaching materials provided by the teacher. This was the second stage of the TGT
learning model, namely teamwork. The purpose of this activity was for students
to better understand the material and not passively. As Syafril & Kurniawati
(2021) said, the lecture method was sometimes boring and requires teacher
improvisation to keep attracting students’ attention. Likewise, Fu (2023)
proposed collaborating the lecture method with other methods such as
discussion to improve student learning outcomes. Students had different
understandings and memories of the material in the teaching materials prepared
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by the teacher and the textbook. In this resume activity, students understood
part of the material supported by other students in their group who understood
other parts of the material.

The teacher began to explain the rules of team-based games after all groups
have completed resumes and gone deep into the material. The game was divided
into two sessions, namely the game session and the tournament. In the game
session, each group answers questions for their group. This first session gives
students the opportunity to work together with their group to find the right
answer. If the answer was correct then it is counted as a group score and also an
individual score for the students representing the group to answer. Meanwhile,
interactive PPT acted as a game medium replacing question cards. Here was
what the interactive PPT looks like:

C

BRTTLE

Daulah Syafawi pada mulanya

adalah Gerakan tarekat yang

didirikan di Azerbaijan. Siapakah

pendiri tarekat tersebut? @

Figure 4. Interactive PPT Display

Figure 4 on the left was the front view of the interactive PPT, while the
right image is the view of one of the group questions. As you can see, PPT is
designed with several drawing objects. The goal is to make the PPT display more
attractive. Received advice from a team of media experts to add animated
images to the developed PPT. These objects were also given animation effects,
and there is a background sound (backsound) to make the feel of the game feel
more real. No less important feature was the button to check the answers. When
the button was clicked, it will be directly directed to the answer page. This made
the game more effective and avoids obstacles in correcting answers.

In the game session, each group came to the front of the class to choose the
number of questions they would answer. Students had the opportunity to
interact directly with the PPT made by the teacher. They also obeyed the rule of
not pressing the answer button before the teacher gave instructions. There were
no obstacles during this session. In fact, the students were so enthusiastic and
tried to make their respective groups answer correctly.

After the game session was over, proceed to the tournament session. In this
session, two groups face each other by delegating their members who have the
same cognitive level as delegates from the opposing group. Each Islamic
Education of competing groups gets a four-question section to scramble to
answer. So, there will be four delegates from each group coming forward to
compete to answer the questions correctly. In this session, the teacher’s role was
to ensure that students who have not contributed to the answer in the first
session, participate in this second session. This was done to make learning
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evenly distributed and all students actively participate in it. Unlike in the game
session, in this tournament session students could not help their group members
who came forward to answer questions. So they cheered on their group mates
who became their group delegates. In addition, because the tournament system
was designed on a “first come, first served” basis, the whole class was more
excited than the first session.

The closing activity of the TGT learning model series was calculating scores
and giving rewards to groups and students with the highest scores. This last step
was important to appreciate students” participation in learning so that they feel
valued and encourage more enthusiasm for learning. In Maslow’s hierarchy
theory of needs, rewards are fourth after physiological needs, security, love and
belonging. Only after the need for appreciation is met is one driven to self-
actualize (Santrock, 2018). In the research findings, it was also revealed that
rewards can increase student motivation and enthusiasm for learning.

The results of teacher observations showed differences in student activities
during learning between before the implementation of the interactive PPT-based
TGT model and after the learning model was applied. Here are the post-test
results of student activities:

Post-Test: Aktivitas Siswa
22 22 22 22 22 22 22
19
16
13
10
1 2 3 4 5 6 7 8 9 10

Aktivitas

Jumlah Siswa
~

)

Figure 5. Post-Action Student Activities

From the pre-action and post-action student activity tables, there was a
significant difference in the average number of students in 10 types of activities.
Before the action was taken, the average number of active students was 16
students, while after the action the average number of active students was 22
students which was the total number of students in class B. This finding was in
This showed an increase in the learning activity of grade XI students in biology
subjects with an initial average learning activity of 11,53 to 19,83. However, in
that study, TGT learning was not combined with interactive media.

Increase in Student Interest

The distribution of questionnaires on the level of student interest in
learning was carried out twice, namely before class-based actions, and after
actions. The purpose of distributing this questionnaire is to determine students’
learning interests before being given class actions and after actions are taken. Its
function is to measure the extent of increased student interest in learning when
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an interactive PPT-based TGT learning model is applied. The data presented is
the percentage score of all indicators of learning interest of all students in the
classroom. Because the questionnaire used is a Likert scale of 5, the highest score

of each indicator = 5 x 22 = 110. So, to calculate the percentage of the score first

Student interest Score
110

in pre-test and post-test:

calculate x 100%. The following was data on student interest

Pre-Test: Student Interest

100
80

68 62 66 ’1 69 g6
56
60 54 53 51
A
2
0
1 2 3 4 5 6 7 8 9 10

Figure 6. Pre-Test Student Interest

o O

Based on the diagram in figure 7, the average learning rate of class IX B was
62% which meant it is in the high category. But this figure was almost in the low
category. That’s why action was taken to maximize students’ interest in learning
with a target of entering the high category. The following was data on the level
of student interest in learning after the action:

Post-Test: Student Interest
%8 g1 93 9 g9 gg 94 i i 95
1 2 3 4 5 6 7 8 9 10

Figure 7. Post-Test Student Interest

100
8
6
4
2

o O O o o

The average interest in learning students after the action was 94%. This
figure was included in the very high category. This showed the positive
implications of the interactive PPT-based TGT learning model on student interest
s. Thus, the target of increasing interest in learning has been met, so there is no
need for the next class action cycle. To compare students’ learning interests
before and after the action, saw figure 8:
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Comparison of Pre-Test and Post-Test "Student
Interest"

120

100 W

80
60
40
20

1 2 3 4 5 6 7 8 9 10

Figure 8. Comparison Of Pre-Test And Post-Test Student Interest

The observations also showed differences in the number of students in
certain learning activities between before and after the action. The following was
a comparison of student activities during the pre-test and post-test:

Comparison of Pre-Test and Post-Test "Student
Activity"

22 —~ T
20

1 2 3 4 5 6 7 8 9 10

Figure 9. Comparison of Pre-Test and Post-Test Student Activities

Figure 9 showed that the number of students participating in certain
activities has increased after implementing the interactive PPT-based TGT
learning model. The results of this observation strengthen the increase in student
interest by applying the interactive PPT-based TGT learning model.
Strengthened which showed a positive relationship between students’ interests
and learning activities.

In this one-cycle Classroom Action Research, there was an increase in
student interest after action by 32% from a pre-action score of 62% to 94% after
the action. The interest of students who originally belonged to the high category,
became very high. The observations also showed an increase in the number of
students participating in certain activities in learning. Before the action, the
average participating student was 16 students, to 22 students which is the total
number of students in class IX B.

Through random interviews with several students in the action class, the
average answer showed a positive response. A student with the initials RNH
when asked about his impression of learning said “That was very exciting, like
playing a real game. My group almost won earlier. Even though I knew the
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answer, it was a shame that I didn’t come forward.” RNH’s answer showed her
enthusiasm for the learning model applied. A student named NSR also revealed,
“The game made me understand better the material explained by the teacher and
resumed per group. Moreover, we were very excited to win, so yes, every child
participated in thinking. Not just the kids who are usually diligent.” A student
named LK also gave a positive response, He said “It was really fun, especially
when my group won. My group of friends were all supportive, when the resume
was not thinking alone. Everyone contributed to the material that was resumed.
During the game, we also helped each other find the right answer.” The
responses from these students show that the learning model and media used
made them more enthusiastic. Even students who are usually inactive become
active because they are driven by a competitive mind to win the game. These
findings show that the interactive PPT-based TGT learning model can increase
student learning interest in Islamic Education subjects.

Discussion

The TGT learning model was carried out properly including material
presentation activities by teachers, teamwork, group games, individual
tournaments, and awarding. Interactive PPT acts as a game medium that
contains questions replacing card media in the original TGT model design. With
the implementation of this interactive PPT-based TGT learning model, there has
been an increase in student interest. Before the action, student interest in
learning was 62% and was included in the high category. Interest in learning
reached 94% and was included in the very high category after the action. The
observation results also showed an average number of students who were active
in learning as many as 16 students, becoming 22 students (all students) in class
IX B after the action. These findings showed that the application of interactive
PPT-based TGT learning methods can increase students’ learning interest in
Islamic Educationlearning.

However, this did mean that similar actions can have the same impact on
student interest, because the type of student learning and the psychological
development of the students also determine the success of the action. So, it was
necessary to analyze the needs of each class that will be implemented similar
actions. In addition, the only aspect of learning that was improved in this study
was students' interest in learning, so if other aspects could not necessarily get the
same results. This research also only focused on classroom action. There was still
a gap to conduct R&D (Research & Development) on interactive PPT media.

Interest in learning was one of the main factors that can encourage the
achievement of learning objectives. Interest in learning was associated with
increased student engagement, greater effort, productive learning behaviors, and
better learning outcomes (Krawitz et al., 2024). Interest in learning has an impact
on student learning outcomes or achievements. Meanwhile, interest in learning
is influenced by the methods used by teachers in learning. Then methods that are
not suitable or not interesting, will have an impact on decreasing student interest
in learning. This will negatively affect student learning outcomes (Fu, 2023).
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In line with the findings of this study, in several studies, the TGT learning
model has proven effective and has positive implications for increasing learning
interest, learning effectiveness and learning outcomes. The TGT model
encourages students to compete with each other and work together in teams.
This learning model also stimulates students’” curiosity which is an indicator of
effective learning (Abdulrahaman et al.,, 2020). In line with what Syafril &
Kurniawati (2021) said that the TGT model is learning designed in the form of
games without distinguishing status so as to make students more challenged,
eager to learn, and compete academically.

Learning models become more effective if collaborated with the right
learning media. As stated by Han et al. (2024), the learning model is closely
related to learning media. The findings of Harahap and Ritonga who combined
the Project Based Learning model with AutoPlay Media Studio 8 as learning
media showed effective results in improving student understanding (Harahap &
Ritonga, 2023). In Sun et al. (2021)’s research, it was found that the application of
the TGT learning model using Ludo interactive game media can improve the
learning outcomes of high school students in Geography subjects in terms of
individual student completeness, teacher and student activities, learning
organization skills, and student responses. In Sanchez-Gonzalez & Terrell (2023)
research also found that the implementation of TGT learning model using
mentimeter interactive media influenced the IPAS learning outcomes of fourth
grade elementary school students from the pre-test average score of 41, 26 to
83,80. The findings show that the application of TGT learning by utilizing
interactive media has positive implications for learning aspects including
student activity, student interest, student understanding, and student learning
outcomes.

The use of interactive PPT as a medium in TGT learning, because this
media is easy to create and practical to use. As Osman said, PowerPoint has a
menu display that is simple and easy for all people to understand (Osman et al.,
2022). PPT also contained multimedia elements that are reflected in its features
which include text, graphics and tables, video, animation, sound, and can be
integrated with other Microsoft applications.

This research used almost all the mentioned features to design PPT to be
like a game. When displayed, PPT was like a video game with animated features,
backsound, and clickable buttons. Some research findings also showed the
effectiveness of the TGT learning model in collaboration with certain media. This
can be an inspiration for teachers to synergize relevant learning models and
media so as to make learning more effective.

CONCLUSION

The TGT learning model was carried out properly including material
presentation activities by teachers, teamwork, group games, individual
tournaments, and awarding. Interactive PPT acts as a game medium that
contains questions replacing card media in the original TGT model design. With
the implementation of this interactive PPT-based TGT learning model, there has
been an increase in student interest. Before the action, student interest in
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learning was 62% and was included in the high category. Interest in learning
reached 94% and was included in the very high category after the action. The
observation results also showed an average number of students who were active
in learning as many as 16 students, becoming 22 students (all students) in class
IX B after the action. These findings showed that the application of interactive
PPT-based TGT learning methods can increase students’ learning interest in
Islamic Educationlearning.

Teachers who encounter similar problems can implement the same
measures in their classrooms. However, the things that needed to be considered
are the availability of facilities such as projectors, laptops or computers, and a
conducive seating layout. In addition, this study can be a reference for further
researchers who want to examine the implementation of TGT learning or
interactive PPT media in learning. Future research can also further review the
collaboration between certain learning models and media. Especially IT-based
media to optimize the use of developing technology and follow learning trends
that are in accordance with the characteristics of the current generation.

ACKNOWLEDGMENT

The author would like to express her deepest gratitude to As-Sakinah
Sidoarjo Islamic Junior High School as the institution that is the object of this
research, especially classes IX A and IX B for their cooperation in this research.
Also to the second author and the third author who have made valuable
contributions in the development of this study, and to the fourth author, as the
Islamic education teacher who has helped implement the learning actions
designed in this study.

REFERENCES

Abdulrahaman, M. D., Faruk, N., Oloyede, A. A., Surajudeen-Bakinde, N. T.,
Olawoyin, L. A., Mejabi, O. V., Imam-Fulani, Y. O., Fahm, A. O., & Azeez, A.
L. (2020). Multimedia Tools in The Teaching and Learning Processes: A
Systematic Review. Heliyon, 6(11), e05312.
https:/ /doi.org/10.1016/j.heliyon.2020.e05312

Beer, J. De. (2019). The Affordances of Project Based Learning and Classroom
Action Research in The Teaching and Learning of Natural Sciences.
Perspectives in Education, 37(2), 70.
https:/ /journals.co.za/doi/abs/10.18820/2519593X/ pie.v38il.16

Budasi, I. G., Ratminingsih, N. M., Agustini, K., & Risadi, M. Y. (2020). Power
Point Game, Motivation, Achievement: The Impact and Students'
Perception. International Journal of Instruction, 13(4), 509-522.
https:/ /doi.org/10.29333/1ji.2020.13432a

Fu, S. (2023). Research on the Influence of Educational Blog Platform Based on
New Media on Students’ Learning Interest. The Educational Review, USA,
7(8), 1147-1151. https:/ / doi.org/10.26855/ er.2023.08.019

Gu, Y., Han, X, Liu, Z., & Huang, M. (2022). PPT: Pre-trained Prompt Tuning for
Few-shot Learning. Proceedings of the Annual Meeting of the Association for
Computational Linguistics, 1(1), 8410-8423.

220 | Edureligia : Jurnal Pendidikan Agama Islam 08 (02): 208-222 (2024)



Afi Rizqiyah, Gilbrania Affa... | Interactive Power Point-Based Team Game Tournament...

https:/ /doi.org/10.18653 /v1/2022.acl-long.576

Han, J., Lee, H., & Shon, ]. (2024). Improvement of Power Production Efficiency
Following the Application of the GD InC Maximum Power Point Tracking
Method in  Photovoltaic = Systems.  Energies,  17(20),  1-12.
https:/ /doi.org/10.3390/en17205148

Harahap, H. N., & Ritonga, A. A. (2023). The Effect of Using Project Based
Learning Model with Autoplay Media Studio on learning achievement.
Edureligia:  Jurnal = Pendidikan = Agama  Islam, 7(1), 99-111.
https:/ /doi.org/10.33650/ edureligia.v7i1.6103

Harefa, D., Sarumaha, M., Telaumbanua, K., Telaumbanua, T., Laia, B., & Hulu,
F. (2023). Relationship Student Learning Interest To The Learning Outcomes
Of Natural Sciences. International Journal of Educational Research & Social
Sciences, 4(2), 240-246. https:/ / doi.org/10.51601/ijersc.v4i2.614

Hariyanto, Amin, M., Mahanal, S.,, & Rohman, F. (2022). Analyzing The
Contribution of Critical Thinking Skills and Social Skills on Students’
Character by Applying Discovery Learning. International Journal of Education
and Practice, 10(1), 42-53. https:/ / doi.org/10.18488 /61.v10i1.2907

Jay, T., Habgood, ]., Mees, M., & Howard-Jones, P. (2019). Game-Based Training
to Promote Arithmetic Fluency. Frontiers in Education, 4(1), 1-10.
https:/ /doi.org/10.3389/feduc.2019.00118

Krawitz, J., Hartmann, L., & Schukajlow, S. (2024). Do Task Variables of Self-
Generated Problems Influence Interest? Authenticity, Openness,
Complexity, and Students’ Interest in Solving Self-Generated Modelling
Problems. Journal of Mathematical Behavior, 73(1), 1.
https:/ /doi.org/10.1016/j.jmathb.2024.101129

Lagare, A., Mali, B., Mandare, A., & Kulkarni, K. (2023). Comparative Study of
Blackboard Presentation nd Powerpoint Presentation in Student’s Seminar.
National Journal of Physiology, Pharmacy and Pharmacology, 13(0), 1.
https:/ /doi.org/10.5455/njppp.2023.13.01049202315022023

Li, F., & Wang, L. (2024). A Study on Textbook Use and Its Effects on Students’
Academic Performance. Disciplinary and Interdisciplinary Science Education
Research, 6(1), 1-21. https:/ / doi.org/10.1186/s43031-023-00094-1

Osman, N., & Hamzah, M. I. (2020). Impact of Implementing Blended Learning
on Students’ Interest and Motivation. Universal Journal of Educational
Research, §(4), 1483-1490. https:/ / doi.org/10.13189/ ujer.2020.080442

Osman, N., Noor, S. S. M., Rouyan, N. M., & Hat, N. C. (2022). The Use of
PowerPoint in Developing Multimedia-Based Teaching and Learning
Materials for Learning Arabic Language. Journal of Language and Linguistic
Studies, 18(1), 15-21. https:/ /doi.org/10.52462 /jlls. 163

Paquianadin, V., Sam, K. N., & Koperundevi, G. (2024). Maximizing Solar
Photovoltaic System Efficiency by Multivariate Linear Regression Based
Maximum Power Point Tracking Using Machine Learning. Electrical
Engineering and Electromechanics, 24(1), 77-82.
https:/ /doi.org/10.20998 /2074-272X.2024.1.10

Petruse, R. E., Grecu, V., Chiliban, M. B., & Talvan, E. T. (2024). Comparative

Edureligia : Jurnal Pendidikan Agama Islam 08 (02): 208-222 (2024) | 221



Afi Rizqiyah, Gilbrania Affa... | Interactive Power Point-Based Team Game Tournament...

Analysis of Mixed Reality and PowerPoint in Education: Tailoring Learning
Approaches  to  Cognitive = Profiles.  Sensors,  24(16),  1-26.
https:/ /doi.org/10.3390/524165138

Rubtsova, A., Semenova, N., Kats, N., & Zheleznyakova, O. (2023). Instructional
Framework for Emergency Remote Teaching in Higher Education. Education
Sciences, 13(6), 3. https:/ /doi.org/10.3390/ educscil3060613

Sa, F., & Mufidah, Z. (2024). Metode Flipped Classroom dalam Pembelajaran
Maharoh Istima ”: Studi Kasus dan Hasil. Journal of Practice Learning and
Educational Development, 4(3), 178-183.
https:/ /doi.org/10.58737/jpled.v4i3.351

Sanchez-Gonzalez, M., & Terrell, M. (2023). Flipped Classroom with Artificial
Intelligence:  Educational Effectiveness of Combining Voice-Over
Presentations and Al Cureus, 15(11), 5-10.
https:/ /doi.org/10.7759 / cureus.48354

Santrock, J. W. (2018). Educational Psychology: Theory And Application to Fitness and
Performance, Sixth Edition. y McGraw-Hill Education.

Simanjuntak, M. P., Hutahaean, J.,, Marpaung, N., & Ramadhani, D. (2021).
Effectiveness of Problem-Based Learning Combined with Computer
Simulation on Students’ Problem-Solving and Creative Thinking Skills.
International Journal of Instruction, 14(3), 519-534.
https:/ /doi.org/10.29333/1ji.2021.14330a

Sun, Y., Wang, T. H, & Wang, L. F. (2021). Implementation of Web-Based
Dynamic Assessments as Sustainable Educational Technique for Enhancing
Reading Strategies in English Class During The Covid-19 Pandemic.
Sustainability (Switzerland), 13(11), 1-14.
https:/ /doi.org/10.3390/su13115842

Supriadi, U., Supriyadi, T., Abdussalam, A., & Rahman, A. A. (2020). A Decade
of Value Education Model: A Bibliometric Study of Scopus Database in
2011-2020. European Journal of Educational Research, 11(1), 557-571.
https:/ /doi.org/10.12973 / eu-jer.11.1.557

Syafril, E. P. E., & Kurniawati, W. (2021). PPT-Audio; the Alternative Audio-
Visual Media for Online Learning during the Corona Pandemic. Journal of
Physics:  Conference Series, 1823(1), 1-9. https://doi.org/10.1088/1742-
6596/1823/1/012046

Williamson, B., Bayne, S., & Shay, S. (2020). The Datafication of Teaching in
Higher Education: Critical Issues and Perspectives. Teaching in Higher
Education, 25(4), 351-365. https:/ / doi.org/10.1080/13562517.2020.1748811

Yang, W., Zhang, X., Chen, X, Lu, J., & Tian, F. (2024). Based Case Based
Learning and Flipped Classroom as A Means to Improve International
Students” Active Learning And Critical Thinking Ability. BMC Medical
Education, 24(1), 1-9. https:/ / doi.org/10.1186/s12909-024-05758-8

Yusuf, S., & Rashid, A. (2019). Education Quality, and Teaching and Learning in
The Post-2015 Education Agenda. International Journal of Educational
Development, 40(1), 330-338.
http:/ /dx.doi.org/10.1016/j.ijjedudev.2014.11.005

222 | Edureligia : Jurnal Pendidikan Agama Islam 08 (02): 208-222 (2024)



Afi Rizqiyah, Gilbrania Affa... | Interactive Power Point-Based Team Game Tournament...

Edureligia : Jurnal Pendidikan Agama Islam 08 (02): 208-222 (2024) | 223



