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Abstract

The use of technology in classrooms is steadily increasing. Whether one feels that
computers should be an integral part of education for pedagogical reasons or that their usage
is acceptable solely because of the technical necessities of the environment in which today's
students will work, this expansion will continue. This research study the efficiency of develop
cooperative learning activities using TGT for improving learning achievement and teamwork
skills and for analyze students' teamwork skills after learning through cooperative learning
activities using TGT. The research model is quasi-experimental research. A total of 59
students. The results revealed that the efficiency of cooperative learning activities using
online team game tournament technique for improving learning achievement and teamwork
skills passed the criterion of 81.35/85.49 higher than the specified criteria of 80/80. The
students’ post-test score using cooperative learning activities using TGT was higher than pre-
test score statistically significant at .05 level, the instructors assessed overall students'
teamwork skills at the high level and the students assessed overall their teamwork skills at the
high level.
Keywords: Develop Cooperative learning activities, Online team game tournament
technique, Learning achievement, Teamwork skills

Introduction

COVID-19 [1] has forced the closure of
the majority of courses. Although the
learning system [2, 3] has evolved to
include online instruction, it is not as
effective as classroom instruction [4, 5].
The produce problems with learning [2,
3, 6-9]that must be interrupted due to the

parents' lack of preparation since
students lack computer equipment
internet  connection  [10-14]lack of

interaction with friends due to excessive
screen time. Finally, both student and
instructors are stressed. "For a long time,
the student’s learning [3] loss and lack
of review”. It's possible that information
will vanish may also have an impact on
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basic knowledge [2, 15] in vital areas,
which is the foundation for society's
human capital growth, Many
governments are attempting to address
the issue by introducing new gadgets.
Increase student access to the Internet.
Increase the internet for students to
learn[16]. The impact [5, 17, 18]on
classroom management in an on-site
manner. As a result, an online group
approach [19] to learning management
[20] has emerged. This is the
introduction of cutting-edge technology
[1, 21-24] and Dblended learning
approaches [3, 25] that involve many
people, including teachers, students, and
other stakeholders. Instruction [4, 5] for
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presenting content through various
media on the internet can share resources
or content by connecting to the internet.
Improved curriculum [2] for the
Bachelor of Education in Computer
program in 2019. Nakhon Si Thammarat
Rajabhat  University's, faculty of
education offers a specialist course in
computer network system, course code
1142704, 3 (2-2-5) credits. To study
Communication  theories.  Computer
network  systems.  Communication
protocol. Topology. Security systems,
internet systems. Analyze, design and
install computer network inside and
outside organizations. Maintain network
and server systems. Practical learning in
which students can study independently
and in groups. Improve learning
management efficiency [15]. As a result,
teachers show a significant part in the
research of teaching methods. Find
appropriate strategies to solve a variety
of challenges. To be consistent and stay
up with 21% century education, which
strives to improve students' long-term
understanding in the manner of active
learning [5].

The cooperative learning [26, 27]
approach was proven to be capable of
solving difficulties in a research of
several teaching styles. Because it is a
learning management strategy that
stresses learning environment
organization [28]. Make pupils learn in
groups of two to six persons. Each group
is made up of individuals with varying
talents. Students take part in group
learning and achieve achievement. The
small-group cooperative learning with 3-
6 members. Such learning aids in the
achievement of the group's objectives.
The collaborative [25] learning among
students each squad possesses unique
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skills [2, 8, 26, 29-33]. The learning by
students who are better at assisting other
student’s management of cooperative
learning and learning management
approaches [3, 25] can help you improve
your learning outcomes, as well as
teamwork abilities [25, 34-36] Team-
Games Tournament learning
management is done in 4-5 groups per
team, with people separated into strong,
medium, and weak categories. 1)
material presentation 2) team activity 3)
competitive stage 4) and team
achievement stage are the stages. The
teacher compiles the competition scores
of the students, then give the trophy to
the squad that scored the highest. This
type of instruction can help pupils
establish a drive to study. Student
achievement improves when they
interact with their peers.

The content of numerous lessons makes
up the general state of learning
management in the course of computer
network system [20]. The learning units
are not all created equal because
practical abilities are required [4, 37].
The most teachers employ a lecture-
based learning management strategy for
learning management as well as the
usage of media [14, 28, 38] in the

classroom students participating in
classroom activities lack attention-
getting  strategies  and learning

management procedures [5, 6, 39] that
allow them to solve problems
independently. Academic attainment is
not particularly high since students have
various knowledge bases and learning
abilities. As a result, practical skills are
lacking, and the course knowledge
cannot be used in practice.

The researcher is interested in
researching and solving the problem.
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The collaborative learning management,
teamwork tactics, and online [19]
learning activities are some of the
methods used. Students will be
encouraged to think critically and solve
problems by participating in activities
and develop self-awareness through a
variety of experiences Teamwork skills
are  developed through  student
interaction. The researcher wants to see
if this type of learning management can
boost students' academic
accomplishment based on the defined
criteria, as well as how much their
teamwork abilities improve after using
this technique. The effectiveness of
designing cooperative learning activities
utilizing online team competition tactics
to increase academic achievement and
teamwork abilities is investigated in this
study.

Research Methodology

This research has the following research:
1. This research model was to develop a
collaborative learning activity using
online team competition techniques to
promote academic achievement and
teamwork skills, there is a quasi-
experimental research.

2. The population and the sample group

were students in  the Computer
education, Faculty of Education.
Rajabhat  University, Nakhon  Si

Thammarat, a total of 214 people. The
sample group was 2-year computer
students from the faculty of education,
who studied computer network system
for 2 academic year 2021, Purposive
sampling total 59 people.

3. Research instruments

© 2021 JPPW. All rights reserved

This study's instruments, the following is
the procedure for developing and testing
the quality of the tools:

3.1 Plan for cooperative learning
activities 2 Unit 1, Fundamentals of
Information Communication Systems,
Signal ~ Systems,  OSI Network
Architecture, and Unit 2, computer
network system, using the technique of
online team competition in the course of
computer network system. Total number
of learning management plans = 2, with
each hour lasting 50 minutes.

3.2 Educational performance assessment
computer  network  system.  The
conformity of a 30-item, five-choice,
multiple-choice test to Item-Objective
Congruence Index (I0OC) was assessed
and the test passed a quality analysis.
The determine meaning through the use
of reliability, difficulty, and
discrimination

3.3 Instructor's Teamwork  Skills
Observation form, 10 items, rating
scales, 5-level assessment scale weight
assessing the congruence between the
test and the learning objectives,
according to the Likert scale [40]

3.4 The 10-item  self-assessment
questionnaire on teamwork skills. The
weights of the Likert 5-Stage assessment
scale were analyzed using rating scales
for consistency between the test and the
assessment  objectives. The item-
objective congruence index (ICOC): 3
specialists inspect the equipment quality
in this study.

4. Data collection method

The research data was collected by the
researcher. The information is presented
in the following order.

4.1 Explanation of cooperative learning
activities in the field of computer
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network system in student institutions
using online team competition strategies.
4.2 Before studying, take a test to assess
your progress.

4.3 Use cooperative learning
management and the TGT technique to
educate the sample group according to
the lesson plan and teaching according to
a standard learning management plan
with two groups, with the researcher as
the teaching operator.

4.4 Test the sample group after class
using a test to measure achievement after
learning and record the test results for
data analysis to analyze the data and
report the research findings.

45 After class, observe students'
collaboration skills. The TGT co-
learning management strategies are used.
In the assessment, the teacher employed
a 10-item observation form for
collaborative abilities. Self-assessment
of students' teamwork skills10 person,
the number of self-assessments is used

by the students.
4.6 The researcher looked into the
student’ academic performance and

teamwork abilities. The Statistics and
data analysis in research, the researcher

http://journalppw.com

followed the steps below to do the data
analysis.

45 After class, observe how well
students work together. The TGT's co-
learning management strategies in the
evaluation, the teacher employed a 10-
item observation form to assess
teamwork abilities. The number of self-
assessments used by the students is 10.
4.6 The academic accomplishment and
teamwork skills of the students were
studied by the researcher.

5. Research statistics and data analysis
analyzing the data: The Student's t test is
used to compare the means between two
groups, whereas ANOVA is used to
compare the means among three or more
groups.

Research results

The results of the analysis of students'
teamwork skills after studying by using
the learning activities Collaborate by
using online team game tournament
technique (TGT). The results of data
analysis are as follows:

Table 1. The results of the analysis of students’ teamwork skills after studying by using
the co-curricular learning activities, using online team game tournament technique
(TGT), the instructor analyzes the students' teamwork skKills.

No Topic Mean |S.D. Rank

1 Roles _hqv_e_ been assigned. Team members 4.09 0.87 .
responsibilities.

2 The Feam s goals and objectives have been4.18 0.70 !
established.

3 The activities are organized collectively. 4.33 0.82 1

4 There is consensus within team . 4.00 0.81 8

5 Team members must adhere to team agreements. 4.25 0.60 2

6 The communication is effective. 3.89 0.76 ¢

7 There is an adaptation to each other teachers and 5 47 0.73 10
teammates.

© 2021 JPPW. All rights reserved
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No Topic Mean |S.D. Rank

8 If there_ IS an issue, there is conversation t04.16 0.73 5
resolve it.

9 Thfer('e '|s a desire to learn and participate in group4'19 0.76 3
activities.

10 Team members execute their responsibilities on4'07 0.81 5
time.

Overall 4.059 0.753

The results showed that overall
of teamwork skills using online team
game tournament technique (TGT); The
activities are organized collectively
(Mean = 4.33), Team members must
adhere to team agreement (Mean =
4.25), There is a desire to learn and
participate in group activities (Mean =
4.19), The team's goals and objectives
have been established (Mean = 4.17), If
there is an issue, there is conversation to
resolve it (Mean = 4.07), Roles have
been  assigned. Team  members'

responsibilities (Mean = 4.06), There is
consensus within team (Mean = 4.00),
The communication is effective (Mean =
3.89) and There is an adaptation to each
other teachers and teammates (Mean =
3.47).

The results of finding the
efficiency of the development of
cooperative learning activities by using
online team game tournament technique
(TGT) were analyzed as shown in Table
2.

Table 2. Effectiveness of cooperative learning activities using TGT technique

Test No. of Student [Full Score | Mean Percent
Pre-experiment scores (E;) P9 20 16.43 81.35
After-experiment scores (E) P9 30 26.07 85.49

The effectiveness of cooperative
learning activities using by using online
team game tournament technique (TGT).
The efficiency was 81.35/85.49, which is
higher than the 80/80 criteria, the mean

© 2021 JPPW. All rights reserved

of pre-experiment scores (E;) was 16.43
and after-experiment scores (E;) was
26.07 shows that the efficiency of using
Team Game Tournament Technique
results in the improvement of students in
learning.
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Table 3 Differences in after learning activities to using TGT competition
approaches based on Gender (N=59) (t-test)

Team work Male Female t p-value

1 | Roles have been assigned. Team |, oo 4.231 1002 |3201
members' responsibilities

2 The team s_goals and objectives have 3 828 4912 b 816 0062
been established.

3 | The _actlvmes are  organized 3812 3 985 3021 |loa7a*
collectively.

4 There is consensus within team 3.875 3.671 2.340 0.027*

5 | Team members must adhere to team 4192 4228 1201 10.000%
agreements.

6 Communication is effective. 3.656 3.978 2.024 0.000*

7 There is an adaptation to each other 3 828 3 975 1210 0.621
teachers and teammates

8 | If there. Is an issue, there is 3812 4120 b 154 0.000%
conversation to resolve it.

9 The_re_ is _a desire _to__learn and 3 875 3 444 4,005 0.412
participate in group activities.

10 | Team members ~execute their ;7o) | 55 1021 [0.000*
responsibilities on time.

* Denotes significant differences between groups at the 0.05 level
there is consensus within team, team

The differences in after learning members must adhere to  team
activities to using online team game agreements, the communication is
tournament technique (TGT) effective, if there is an issue, there is
competition approaches based on Gender conversation to resolve it, team members
(N=59). The result show that different execute their responsibilities on time
genders affect the team's goals and significant differences between groups at
objectives have been established, the the 0.05 level

activities are organized collectively,

Table 4 Means and S.D. of paired samples t-testing between experimental and control

groups
control groupg)r(opj;'memal Varisble and p- ANOVA
i n=29 - \value [Test
Variable|(N=29) (n=30) t p-value |Zcc MSF
mean [S.D. mean [S.D. F p-value
TGT techniques
Pretest 29 4.3 [30.15 B4 7 |417 gBreotx‘l’Oee” 586.7 [15.7 0.001*
Posttest 40.2 5.1 [36.75 4.2 2.7 010 \Within group|1192.2(117.3/0.000*
Time [39.4 W41 [040 47 1.3 |oop  |MEraction ags o9 l0.000%
group*time
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Cooperative Learning Activities
using Online Team Game Tournament
Technique, the result show that mean,
there was a statistically significant
difference at the .05 level. (F=15.7, p <
.05) and after test the value of
Interaction group*time between control

Conclusion

the cooperative learning activities
using online team game tournament
technique (TGT) that improve academic
success and teamwork abilities. Five
elements emerge from a collaborative
learning management employing a team
competition technique to provide new
knowledge valuable for teaching and
learning management: 1) presentation of
content 2) forming a team 3) game together
with the online learning activities, 4)
competition and 5) acknowledgement of
team efforts result in higher student
achievement. In addition, learners acquire
cooperation abilities in six areas: 1) a
similar objective, 2) mutual respect, 3)
cooperating with one another, 4) sharing
tasks based on their talents, 5)
responsibility and 6) understanding together
in class. The developing collaborative
learning  activities employing  team
competition strategies online to improve
academic success and teamwork skills as
efficient as 81.35/85.49 outperforms the
threshold 80/80, according to this study.

Learners had higher academic
accomplishment after adopting cooperative
learning activities and online team

competition approaches, with an average
score of 26.07, compared to a mean score
of 16.43 previously, with a statistical
significance at the.05 level. The activities
are organized collectively (Mean = 4.33),
and team members must adhere to team

© 2021 JPPW. All rights reserved

group and experiment group there was a
statistically significant difference at the
.05 level. ( F=20.9, p < .05), when
consider pretest, posttest and time period
the result show that there was a
statistically significant difference at the
.05

agreement (Mean = 4.25). Overall, it was at
a high level, with an average of 4.059.

The establishment of learning
activities here is beneficial, according to the
findings. make the learners' learning
achievements clearer, and can also
encourage learners to reach a variety of
learning goals and play a bigger part in
learning under dispersion conditions, online
technology allows for planning, issue
resolution, and team learning. The
coronavirus disease outbreak of 2019,
which includes the development of
teamwork abilities to enable the pupils' own
team to operate rapidly and efficient
teachers should be given suggestions for
how to use the research findings. Make
your schedule appropriately, so that
students can learn the content completely
teachers should encourage learners to see
group importance mutual assistance and
acceptance  of  differences  between
individualsl in the next research. The
researcher  should look into how
collaborative learning management and
team competition techniques are used. Try
it out online with students in various grades
or courses, as well as study approaches for
learning management. Other enhancements
related to the management of collaborative
learning strategies for online team
competition.
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