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Abstract

This study aims to find out whether the implementation of Team Game
Tournament (TGT) can improve students’ speaking ability and activity in
grade IX-D of MTs Negeri 2 Kudus. This is a classroom action research.
This research was carried out in several cycles. Each cycle consists of
planning, implementing, observing and reflecting. The variables of this study
comprise of student achievement and teacher activity. The results showed
the teacher's performance increased according to the criteria on the indicator,
which was shown in cycle I was sufficient and cycle II to be good. Student
activities during learning are very good, in the first cycle with a percentage
of 66.67% and the second cycle with a percentage of 93.33%. The students’
speaking achievement is shown by the average of students’ evaluation result
in the first cycle (6.85) and the second cycle is 8.63. In the first cycle the
students who finished learning were 14 students or 46.67% and those who
did not complete as many as 16 students or 53.33%, and classical learning
completeness 46.67%. In cycle Il there were 30 students who had finished
learning and none of them had finished learning, and classical learning
completeness was 100.00%. This means that the results of the second cycle
evaluation are better (increased) than the first cycle and need not be
continued in the next cycle. The learning model of TGT is relatively high,
reaching 81.73%.

Keywords: Team Game Tournament, action research, learning model

1. INTRODUCTION
Learning is essentially reading, reading texts, reading conditions, reading

conditions, reading problems, reading experiences and at the same time finding a way
out of the experiences and problems faced. Reading is the main pillar of learning. The
teachers are required to have a learning model that can stimulate the enthusiasm of each
student to be actively involved in their learning experiences(Gagne, 2011; Widhiastuti

& Fachrurrozie, 2014).
In learning process, the teachers as managers of learning must be able to bring a

comfortable and pleasant classroom atmosphere and be able to strive for the formation
of student activity in the learning process (de Houwer et al., 2013; Mcclellan, 1982). In
fact, there are various problems encountered during the learning process, one of which
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is the lack of active students in the learning process in class, thus making the learning
process only oriented towards the teacher.

To produce good quality teaching, a teacher must choose and apply better
method. The teacher can certainly explain a material to their students smoothly and
understandably by all children. Some of these methods include the enthusiasm of
teachers in delivering material and preparation of material to be taught, teachers should
prepare material in advance to be taught tomorrow (Sallis, 2014).

One of the problems in teaching English is that in delivering the material to the
children, the teachers do not prepare themselves to deliver the material. The opposite
condition states that the teacher could not explain the material clearly and clearly, and
was difficult for students to understand. The teacher's attitude when delivering material
to students, is also important, the teacher must be disciplined, polite, dignified, fair and
not discriminate between students who are stupid and smart, the teacher must pay
attention and not be indifferent to students, and finally, when the lesson is over, The
teacher gives an outline or summary of the material being taught. Teachers also should
not be monotonous in teaching, occasionally delivering material by rolling games that
can hone vocabulary, such as scrabble, hangman and guess words in English (Bateman,
1981; Richards & Rodgers, 1999).

Silberman (2006) states that the students are able to understand the material
thoroughly if they are supported by the appropriate teaching methods applied by the
instructor/lecturer. By knowing the problems in learning English, hopefully the teachers
can improve their quality of teaching. And as students should also be active when the
teacher explains the material. The teaching and learning model of TGT, developed by
Robert Slavin, is a learning technique by combining group learning with team
competition, and can be used to enhance learning of various facts, concepts and skills
(Silberman, 2006: Slavin, 1985). Learning with this model will stimulate the activeness
of students, because in the TGT, there are no students who do not actively voice their
opinions, students with the ability of lower groups or groups to work together to solve
the problems given in learning(Setiawan, 2017).

TGT is more concerned with group success than individual success. The rewards
obtained by the group are largely determined by the successful mastery of the material
for each group member. TGT uses academic game tournaments. In this tournament
students compete to represent their team with other team members who are equal in
academic performance(Jolliffe, n.d.; Zhayida et al., 2015).

TGT is one type of cooperative learning. Activities in TGT are almost the same
as STAD (Student Team Achievement Divisions). Broadly speaking, TGT in learning is
a STAD activity that is added to the game. So, to increase the score obtained by the
team / group is given again with a game. Thus, the teacher must prepare a game that is
played by students after the quiz (Slavin, 1985:24; Jolliffe, n.d.).

Of the cooperative learning types, TGT still exists among others. TGT is
expected to instill student sportsmanship and arouse the students' motivation to try
better than other members. In the tournament, this model can also form students to be
ordinary and brave to compete, so the students always try to be in a superior position
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because they have high competitiveness(July & Bennett, 2009; Johnson & Johnson,
1991).

The real conditions in the field show that student achievement tends to be static
and stagnant and even decline. This problem occurs because there is no motivation to
learn. As a result of the application monotonous learning models, there is no variation in
the learning processno gain for the students. The students' learning achievement did not
increaseespecially in English subject in grade IX-D of MTs Negeri 2 Kudusin academic
year of 2019/2020. For this reason, it is necessary to apply a learning model that
involves a lot of active students so that they can improve student enthusiasm for
learning. One learning model that can actively involve students is the TGT. This study
aims tofind out whether the implementation of TGT can increase thestudents’speaking
ability and activity.

To carry out the above learning also made learning tools, which include teaching
plans using TGT, an observation sheet that is to find out the activities and collaboration
of students in the process of implementing the learning process. The learning
achievement test is to find out the competence of students in working on evaluation
questions and the level of success can be seen at the end of each cycle. If the results
obtained are not satisfactory, then a further cycle is held, that is cycle II and so on.

2. METHODS

The design of this research is action research and was carried out in several
cycles(Tomal, 2003). Each cycle consists of planning, implementing, observing and
reflecting. The results of the study focused on students' ability to work on learning
evaluation questions so that learning achievement and learning completeness can be
achieved (Mcniff, 2002; Somekh, 2006). The flow in this classroom action research
consists of 4 series of activities carried out in a repetitive cycle. Four main activities in
each cycle are planning, action, observation and reflection. In accordance with the
researchers' ideas, this class action research is designed to be carried out in several
cycles until it reaches the expected results(Hanifah & Firman, 2019; Burns, 2010).

TGT consists of five components, namely: (1) class presentations, to explain the
material in outline and explain the learning techniques to be implemented, (2) Teams or
Groups, consisting of 3 to 6 students in heterogeneous groups regardless of ethnic or
national intelligence, (3) games, to test the knowledge students get after class
presentations and group learning, (4) tournaments during games, and (5) team awards,
in the form of certificates or other forms of appreciation(Slavin, 1985; Setiawan,
2017).After the tournament is finished and assessed, the teacher rearranges the student's
position at each tournament table. Unless the winner is at the "highest" table, the winner
at each table is "raised" or moved one level to a higher table. And those who score the
lowest on each tournament table other than the one on the "lowest" table are
"downgraded" one level to the lower table. In the end they will experience an increase
or decrease so they will arrive at a table that matches their performance.

The subjects of this study are 28 students of grade IX-D of MTs Negeri 2 Kudus.
The study was carried out in 3 (three) months, starting in July until September 2019,
starting from the initial observation, planning, the implementation of the first cycle, the
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implementation of the second cycle, and the preparation of reports.The analysis of
students’ activity data in learning process is done by evaluating the results of
instruments using descriptive techniques through percentages (%) =.Data analysis
regarding learning achievement was taken from the cognitive abilities of students in
solving problems analyzed by calculating the average value of classical mastery
learning with formulas. The analysis of student interest data is carried out to determine
student responses in learning through the TGT with answer assessment criteria. The
indicators in improving the students’ learning are in cognitive abilities by TGT model.
This research stands for a hypothesis. The action research hypothesis is a temporary
answer to the problem to be studied (Arikunto, 1994:9; Hadi, 1990: 23).

3. RESULTS
3.1.  Preparation
In conducting research it is necessary to hold a research preparation so that the

results achieved are truly optimal. Several things that researchers need to do before

conducting research are as follows:

a) Conducting observations to identify problems through interviews with fellow
teachers.

b) The researcher asks the principal for permission to conduct research.

c) Determine the class chosen as the subject of research based on the consideration of
fellow teachers.

d) Making research instruments in the form of lesson plans, teacher observation sheets,
student activity observation sheets, worksheets and evaluation questions.

e) Develop a student questionnaire of interest in TGT.

3.2. Implementation

The implementation of study was designed in several cycles, each cycle
consisting of four stages, namely planning, action, observation and reflection. The cycle
is considered sufficient when it reaches the expected results.

Cycle 1

Planning

a) The researcher plans the TGT by making a learning plan.

b) Prepare worksheets for students that will be used to solve problems.

c) Prepare an observation sheet, including teacher activity observation sheets and
student activity observation sheets.

d) Researchers (teachers) prepare competency test questions. Competency tests given
to these students are evaluation questions.

Implementation

a) The researcher/teacher explains the material according to the teaching plan and refer
to learning using the TGT accordance with the steps in the worksheet.

b) The researchers divide students into groups.

c) The researchers/teachers give questions to each group.
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d) The researcher/teacher distributes worksheets in the form of steps in solving
problems/evaluation questions.

e) The students conduct group discussions to solve the problem / evaluation questions.

f) The researchers/teachers walk around guiding, supervising and helping students who
have difficulty solving problems / evaluation questions.

g) The researchers/teachers motivate students to conduct discussions in groups to find
as much information as possible in solving the problems given.

h) The researcher/teacher invites one group representative to come forward and present
their work in front of the class.

1) Other students pay attention and may ask if there is anything unclear.

j) The researchers/teachers evaluate the results of their work.

k) The researchers/teachers provide competency test / evaluation tests.

Observation

From the observations on the students’ activities in groups at the first cycle, the
activeness of students in the first cycle in participating in teaching and learning
activities using TGT still low, obtained a score of 20 from a maximum score of 30 with
a percentage of 66.67%.The results of observations on the performance of The
researchers/teachers in the first cycle obtained a score of 22 or 56.41% of the maximum
score of 39 with learning criteria "sufficient" in delivering the material, but the
beginning of the lesson was less able to motivate students so that the learning process of
student activity was still lacking.

Reflection

After observing the learning actions, further reflection is taken of the actions that
have been carried out. In the activities of first cycle, the results of reflection are as
follows:

During the discussion the teacher / researcher monitored the work of each group,
but it was still not optimal and the guidance carried out by the teacher towards the group
was not evenly distributed, so some groups were unable to solve problems / problems
properly. Individual guidance is also lacking in attention, so there are students who are
not involved in solving problems / problems. If done more optimally, the teacher will
know the characteristics and weaknesses of students, so students can understand the
learning material at that time.

a) Teachers / researchers in fostering student learning motivation in order to foster
student interest in the process of TGTare still less than optimal.

b) Student attention to teacher explanation is still low.

¢) In working on questions students are still less active.

d) During group work students are less able to interact with others.

e) The students are still reluctant to make presentations. Students still point at each
other to make a presentation in front of the class.

f) The attitude of students in paying attention to the presentation and opinions of
friends is still lacking.

g) Quiet class in learning is still not good or there are still many who are busy alone.
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Cycle 1T
Planning

Based on cycle I, researchers and teachers plan the TGT on the subject matter by
making a learning plan.

a) Arrange worksheets for students. Worksheets given to students are used to solve
problems. Compile observation sheets that will be used by researchers to observe
student and teacher communication activities in learning using the TGT.

b) Develop competency test / evaluation questions.

Implementation

a) Researcher / Teacher explain the material according to the teaching plan and refer to
learning using the learning model in TGT accordance with the steps in the
worksheet.

b) The researchers/teachers divide students into groups.

¢) The researchers/teachers give questions to each group.

d) The researchers/teachers distribute worksheets in the form of steps in solving
problems / problems.

e) Students solve problems in groups.

f) The researchers/teachers walk around guiding, supervising and helping students who
have difficulty solving problems / problems.

g) The researchers/teachers motivate students to have discussions in groups to find as
much information as possible in solving the problems given.

h) The researchers/teachers invite one of the group representatives to come forward
and present their work in front of the class.

1) Other students pay attention and may ask if there is anything unclear.

j) The researchers/teachers evaluate the results of student work.

k) The researchers/teachers provide competency test questions.

Observation

The activeness of students in the second cycle in participating in teaching and
learning activities using the TGT can be said that the activeness of '"high"', obtained a
score of 28 or 93.33% of the maximum score of 30.The results of observations on the
performance of The researchers/teachers in the second cycle obtained a score of 38 or
97.44% of the maximum score of 39 with the criteria of ""good".

Reflection

a) During the discussion, the teacher/researcher monitors the work of each group.
It will support much and the guidance carried out the teacher towards the group is
evenly distributed, so that several groups can solve the problem/problem well.
Individual guidance has been considered, so that all students are involved in
problem solving.
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b) The teacher/researcher in fostering student learning motivation in order to foster
student interest in the process of learning models Team Game Tournament (TGT) is
optimal.

c) Student attention to teacher explanation has increased.

d) In working on problems students are active.

e) During group work students can interact with others.

f) Students no longer feel ashamed to make a presentation.

g) Students 'attitudes in paying attention to presentations and peers' opinions have
improved.

h) Class peace in learning is good.

4. DISCUSSION
4.1 Cycle I

From the observations made on the activities of students in groups in the first
cycle, the results are obtained as follows:

Table 1 Student Activity in Cycle I Groups

STUDENT ACTIVITY TABLE IN CYCLE GROUP I

No Student Activity Score % Note

Paying attention on teachers’

1 | A. | explanation 63 53% | Moderate

2 | B. | Working in group 70 58% | Moderate
Askingamongstudents and

3 | C. | teachers 71 59% | Moderate

4 | D. | Activeness to answer the question 73 61% | Moderate

5 | E. | Ability of students’ achievement 82 68% | Moderate

The activeness of students in the first cycle in participating in teaching and
learning activities using TGT still low, obtained a score of 20 from a maximum score of
30 with a percentage of 66.67%.The results of observations on the performance of The
researchers/teachers in the first cycle obtained a score of 22 or 56.41% of the maximum
score of 39 with learning criteria "sufficient" in delivering the material, but the
beginning of the lesson was less able to motivate students so that the learning process of
student activity was still lacking.

The students’ group activity in cycle I can be seen in chart 1 below:

Chart 1 students’ group activity
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Observation of the results of the competency test/evaluation results of first cycle
obtained the following results:

Table 2 Evaluation Results of the Cycle I
EVALUATION TABLE OF CYCLE I

No Evaluation Result Score %

1 Average 6,85 68,53%
2 Highest Value 8,80
3 Lowest Value 4,80
4 Number of students who completed 14 46,67%
5 Number of students who did not

complete 16 53,33%
6 Classical completeness 15 46,67%

Chart 2 Evaluation Results of the Cycle |
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Because the percentage of mastery learning classical has only reached 46.67%, it
has not met the expected results of the mastery/success indicator. The individual
competency test results can be seen in the following table:
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Reflection

After observing the learning actions, further reflection is taken of the actions that
have been carried out. In the activities of first cycle, the results of reflection are as
follows:

During the discussion the teacher / researcher monitored the work of each group,
but it was still not optimal and the guidance carried out by the teacher towards the group
was not evenly distributed, so some groups were unable to solve problems / problems
properly. Individual guidance is also lacking in attention, so there are students who are
not involved in solving problems / problems. If done more optimally, the teacher will
know the characteristics and weaknesses of students, so students can understand the
learning material at that time.

h) Teachers / researchers in fostering student learning motivation in order to foster
student interest in the process of TGTare still less than optimal.

1) Student attention to teacher explanation is still low.

J) In working on questions students are still less active.

k) During group work students are less able to interact with others.

1) The students are still reluctant to make presentations. Students still point at each
other to make a presentation in front of the class.

m) The attitude of students in paying attention to the presentation and opinions of
friends is still lacking.

n) Quiet class in learning is still not good or there are still many who are busy alone.

The results of the competency test in the first cycle obtained the highest value of
8.8; lowest value of 4.8; average value of 6.85; students who have finished learning as
many as 14 students or 46.67%; and students who did not complete the study as many
as 16 students or 53.33%; and classical learning completeness obtained 46.67%. From
the results of the first cycle, it means that the learning process has not been successful or
has not met the classical learning completeness criteria. Therefore, it is necessary to
improve the actions in cycle II.

4.2 Cycle I1
Planning

Based on cycle I, researchers and teachers plan the TGT on the subject matter by
making a learning plan.

c) Arrange worksheets for students. Worksheets given to students are used to solve
problems. Compile observation sheets that will be used by researchers to observe
student and teacher communication activities in learning using the TGT.

d) Develop competency test / evaluation questions.

Implementation

1) Researcher / Teacher explain the material according to the teaching plan and refer to
learning using the learning model in TGT accordance with the steps in the
worksheet.

m) The researchers/teachers divide students into groups.
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n) The researchers/teachers give questions to each group.

o) The researchers/teachers distribute worksheets in the form of steps in solving
problems / problems.

p) Students solve problems in groups.

q) The researchers/teachers walk around guiding, supervising and helping students who
have difficulty solving problems / problems.

r) The researchers/teachers motivate students to have discussions in groups to find as
much information as possible in solving the problems given.

s) The researchers/teachers invite one of the group representatives to come forward
and present their work in front of the class.

t) Other students pay attention and may ask if there is anything unclear.

u) The researchers/teachers evaluate the results of student work.

v) The researchers/teachers provide competency test questions.

Observation
The activities of students in groups in cycle II are:

Table 3 Students’ activity in Group Cycle |

STUDENTS’ ACTIVITY GROUPIN CYCLE II

No Students’ Activity Score | % | Remark

Paying attention to teacher's

1 A. | explanation 112 | 93% High

2 B. | Collaboration in groups 114 | 95% High
Asking between students and

3 C. | teachers 107 | 89% High

4 D. | Activity Solving problems 106 | 88% High

5 E. | Students' presentation skills 107 | 89% High

The activeness of students in the second cycle in participating in teaching and
learning activities using the TGT can be said that the activeness of '""high'', obtained a
score of 28 or 93.33% of the maximum score of 30.The results of observations on the
performance of The researchers/teachers in the second cycle obtained a score of 38 or
97.44% of the maximum score of 39 with the criteria of ""good".

The students’ activity in Group Cycle I can be seen in chart 3 below:
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120

The observation of the results of the cycle II competency test results are as
follows:

Table 4 Results of the Cycle I Evaluation

EVALUATION TABLE OF CYCLE II

No Evaluation Result Score %
1 | Average 8,63 | 86,27%
2 | Highest Score 9,20
3 Lowest score of 7,60
4 | Number of students who completed 30 100%
5 Number of students who did not
complete 0 0%
Classical completeness 100%

The results of Evaluation in cycle II can be seen in chart 4 below:

30 A

25 A

20 A

15 A

10 A

A

Average Highest Lowest score Number of Number of
Score of students students

who who did not
completed complete

Because classical completeness has reached 100.00% (this is in accordance with
the criteria to be achieved and has met the indicators of mastery learning.
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Reflection

1) During the discussion, the teacher/researcher monitors the work of each group.

It will support much and the guidance carried out the teacher towards the group is
evenly distributed, so that several groups can solve the problem/problem well.
Individual guidance has been considered, so that all students are involved in
problem solving.

j) The teacher/researcher in fostering student learning motivation in order to foster
student interest in the process of learning models Team Game Tournament (TGT) is
optimal.

k) Student attention to teacher explanation has increased.

1) In working on problems students are active.

m) During group work students can interact with others.

n) Students no longer feel ashamed to make a presentation.

0) Students 'attitudes in paying attention to presentations and peers' opinions have
improved.

p) Class peace in learning is good.

The results of the second cycle data processing can be seen that the activeness of
students can be categorized as high, obtained a score of 28 or 93.33% of the maximum
score of 30 and has met the established indicators of success. This increase is due to the
ability of teachers to motivate and foster interaction between students better than in
cycle I. While the performance of the teacher in cycle II obtained a score of 38 or
97.44% of the maximum score of 39. From the results of the student competency test in
cycle II obtained the highest value 9,20; lowest value of 7.60; and an average value of
8.63. There are 30 or 100% students who have finished learning and none of them have
finished. This shows an increase compared to the first cycle, thus there is no need for a
third cycle.

4.3 Comparison of Cycle I and Cycle 11

Based on the description above, it can be made a comparison table of cycle I and
cycle II as follows:
1) Comparison of Student Activities in Groups

Table 5 Comparison of Student Activities in Groups

TABLES OF STUDENT ACTIVITIES IN GROUP

No Student Activity Cyclel | Cyclell | Remarks
Pay attention to teacher

1 | A. | explanations 53% 93,33% | Increase

2 | B. | Collaboration in groups 58% 95,00% | Increase

3 C. | Ask between students and 59% 89,17% | Increase
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teachers
4 | D. | Activity Solving problems 61% 88,33% | Increase
5 | E. | Students' presentation ability 68% 89,17% | Increase

The comparison of student activities in groups can be seen in chart 5 below

W Cycle |

W Cycle 1l

2) Cumulative Comparison

Table 6 Comparison of Cycle I and Cycle II

CUMULATIVE TABLE COMPARISON OF CYCLE I AND

CYCLE II
No Indicator CycleI | Cycle I

1 | Student activeness 67% 93%
2 | Activation in groups 60% 91%
3 | Student average score 69% 86%
4 | Students completeness 47% 100%
5 | Students are incomplete 53% 0%

6 | Classical completeness 47% 100%
7 | Teacher performance 56% 97%

8 | Student interest 81,73%

The comparison of Cycle I and Cycle II can be seen in chart 6 below:
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M Cycle |

o)
2

W Cycle Il

The discussion of research results is based on observations and continued with
reflections on cycle I and cycle II. The first cycle, based on the observations by the
teacher, showed that the teacher's performance was quite good. Can be seen on the
observation sheet of teacher performance in the first cycle shows the score obtained is
22 or 56.41% of the maximum score of 39 while in the second cycle shows that the
teacher's performance is good. It can be seen on the teacher observation sheet cycle II,
which shows the score obtained is 38 or 97.44% of the maximum score of 39, which
shows that the teacher's performance has increased in cycle II compared to cycle L.

Observations on student activity scores obtained from the sheet observation of
the activities of students in the first cycle, which is 20 or 66.67% of the maximum score
of 30. This shows that the activity of students classified as low still does not meet the
expected criteria, with a minimum percentage of between 60% -75%; while in cycle II
shows that student activity is high. It can be seen on the observation sheet of the
activities of the second cycle students, which shows the score obtained is 28 or 93.33%
of the maximum score of 30, which means it meets the expected criteria. This shows
that student activity has increased in cycle II compared to cycle I.

The results of observations of the discussion of each group in working on the
student worksheets have been said to be good. This is indicated by the average value in
the first cycle reaching 59.8%; and in the second cycle increased to 91.0%; This
increase occurs because in the second cycle the level of activity and cooperation in the
group is higher so that they are able to solve the problems given.

Observations on the results of the evaluation in the first cycle can be seen in the
results of the evaluation of the competency test of the first cycle, which shows the
ability of students to solve problems, which is obtained an average score of 6.85, the
highest score of 8.8 and the lowest score of 4.8. Students who completed the study were
14 students or 46.67% and those who did not complete as many as 16 students or
53.33%. This still does not meet the expected criteria, namely classical learning
completeness must reach a percentage of 75%. While the results of the evaluation of
students in the second cycle can be seen in the results of the evaluation of the second
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cycle, which shows the ability of students to solve the problem is obtained an average
score of 8.63, the highest score of 9.2 and the lowest score of 7.6. There were 30
students who completed the study or 100.00% and none of them had finished. This
shows meeting the expected criteria and student learning outcomes have increased in
cycle Il compared to cycle I.

The results of observation of student activity in the group in the first cycle
reached 59.8% and in the second cycle increased to 91.0%.The results of the student
response questionnaire showed that most students liked TGTlearning model, with a
percentage of 81.73%, or the criteria "high' .Rusman (2011:219) conducted research on
TGTlearning model whose results showed that cooperative interactions had various
positive effects on children's development. Thus, it can be said that TGTlearning model
can improve student achievement, so that this learning model can be a solution for
teachers to improve student learning achievement.

5. CONCLUSION

This study reveals that TGT has successful to increase learning ability of the
students of MTK. The elaboration indicates that (1 ) There is an increase in English
learning achievement, after the application of TGT, this is shown from the results of the
evaluation in the second cycle is better (improved) and is in accordance with the
established indicators, compared with the results of the evaluation in the first cycle, (2)
There was an increase in student activity in the TGT, this was indicated by student
activity in cycle II being better (increasing) compared to student activity in cycle I., and
(3) Student responses to the implementation of TGT, shows a very good response (high
category).

Based on the results of action research, the researchers recommend that: (1)
learning requires approaches and strategies that are appropriate to the material and
conditions of students, (2) TGT should be applied by teachers, because with this
learning can increase student creativity and activity, can make students motivated to
study hard, and can improve student learning achievement, (3) in TGT, the teacher as a
facilitator should encourage students to be more active and motivated in learning, and
the teacher should be more patient and cooperative in learning, especially in dealing
with students who are lacking and difficult to accept lessons, and the teacher must be
very clever in managing the class.
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