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Abstract

Introduction: Physical education has many skills to learn, one of which is the long jump skill. The long jump is a branch of
athletics learning which is generally less attractive to students, facts on the ground explain that students are not happy with athlet-
ics lessons, and students are not serious about taking part in lessons.

Aim: This study aims to develop play activities in physical education learning long jump hanging style based on the CGFU-
PM515 concept for elementary school students. The implementation of this activity is made in a circuit so that it can be played
individually or in groups in an interesting and fun way.

Method: This development research applies the 4D development model by Thiagarajan with the following steps: (1) De-
fine, (2) Design, (3) Develop, and (4) Disseminate. The developed play activities consist of four types of activities based on their
benefits in learning the long jump long jump style, in addition to making it easier to recognize the playing activities being devel-
oped, the researcher innovates by giving the name of the letter in each type of activity as follows: “A” for the type of prefix activity ,
“R” for the type of repulsion activity, “G” for the type of hovering activity, and “O” for the type of landing activity. So that this playing
activity can also be called the name “ARGO” playing activity.

Result: The data obtained from this research is in the form of quantitative data, from the data then tested the validity and
practicality tests. Test the validity of the products developed by looking at the suitability of several aspects including: (1) Compat-
ibility with basic competencies gets a high validity level with a score of 0.97, (2) The accuracy of the material gets a high validity
level with a score of 0.9, (3) Encouraging curiosity has a moderate level of validity with a score of 0.77. Then for the practicality
test the results were 96% and based on the criteria for giving a practicality value the results were stated to be very practical.

Conclusion: So it can be concluded that the play activities developed are very interesting, in accordance with learning
objectives, and effective for elementary school students.
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Po3pobka irpoBux 3aHATb 3i CTPUOKIB y AOBXMUHY, Ha ocHOBI KoHuenuii CFU-PM515 ana noyaTkoBuX LuKin

Myxammap Baxio Apra, CicBaHTono, FOgaHTo, Binxa CpiaHTo, lOtoH ®apiaa, CycaHTo

di3nyHe BUXOBaHHSA BUMarae BMBYEHHS 6e3nidi HaBMYOK, OLHIEI 3 AKNX € HAaBUYKa CTpMOKa B JOBXUHY. CTPUOKN B OBXUHY
- Lle po3Ain HaBYaHHS Nerkoi aTneTuky, SKU, SK NpaBnno, MeHLW npuBabnvemi ong yyHis. [NonepeaHi ocnigXeHHs NokasyloTb,
LLIO YYHi HE3a[0BOJEHI ypOKaMU NErkoi aTNeTUK/M Ta HECEPMO3HO CTaBNATLCA A0 y4acTi B ypoKax.

MeTa: po3pobka irpoBMx 3aHATb 3 PI3UYHOIO BUXOBAHHS Mif Yac HaBYaHHS CTpMOKam y OOBXMHY Ha OCHOBI KOHLEenuil
CGFU-PM515 gns y4HiB noyaTtkoBoi Wkonu. Peanisauis LbOro 3aHATTA NPOBOAUTLCS 38 CXEMOHO, LWL06 Y HBOro MoXHa Byno rpaTtu
iHOuBiAyansbHO abo y rpynax LikaBo Ta BECEero.

Matepianu i MeTogu: y UuboMy gocrnigXeHHi 3actocoByeTbcs 4D-mopgenb TiarapasiHa, WO CKNagaeTbCsA 3 HACTYMHUX
eranis: 1) BU3Ha4nTyH; 2) cnpoekTyBaTtu; 3) po3pobuTtu; Ta 4) nowmnpuTn. Po3pobneHa irpoBa AisnbHICTb CKNagaeTbCst 3 YHOTUPLOX
BVAIB AISNbHOCTI, BUXOAAYMN 3 IXHbOI KOPUCTI MPU OCBOEHHI CTPUOKIB y AOBXMHY. KpiM noneriweHHsa po3nidHaBaHHS irpoBuX Aii,
LLIO pO3pOobnATLCS, aBTOPU BHOCATb HOBAaTOPCTBO, Ha3nBaluy OyKBY B KOXXHOMY BUMMSAA aKTMBHOCTI HACTYMHUM YMHOM: «A»
Ans TMny nNpedikCHOI akTMBHOCTI, «P» AN TNy akTUBHOCTI BiALITOBXYBaHHSA, «I» AN TUMNY akTUBHOCTI NonboTy i «O» Ansa tuny
aKTUBHOCTI Npu3demrieHHsi. OTxe, Lo irpoBy AisiNbHICTb MOXHA TaKoX Ha3BaTW irpoBoto AisnbHicTio «APIMO».

PesynbTaTu: gaHi, oTpuMaHi B pesynbTaTti OCNIAXEHHSA, NpeAcTaBneHi y BUrnaai KinbKiCHUX AaHUX, Ha OCHOBI JaHWX,
AKi noTiM Oynu nepesipeHi Ha OOCTOBIPHICTb i NpakTUYHICTb. [NepeBipeHO BanigHiCTb po3pobneHnx NpoAyKTiB, NepeBipeHo
NPUAATHICTb KINbKOX acnekTiB, BKIoYaoyn: 1) CyMICHICTb 3 6a30BMMM KOMMETEHLSAMW - OTPUMAHO BUCOKUIA PiBEHb JOCTOBIPHOCTI
3 ouiHkoto 0,97; 2) TOYHiCTb MaTepiany - OTPMMaHO BUCOKUI piBEHb LOCTOBIPHOCTI 3 ouiHKOK 0,9; 3) 3a0X04YEeHHS LiKaBOCTi -
Mae NOMIpHUI piBeHb JOCTOBIPHOCTI 3 ouiHkoto 0,77. Toai Ans TecTy Ha NpakTUYHICTb pe3ynbTaT cTaHoBunmM 96%, i Ha OCHOBI
KpUTEPIiB OLiHKM NPaKTUYHOCTI pe3ynbTaTy Oynun BU3HAHI AyXXe NPakTUYHUMU.

BUCHOBKM: TakvM YMHOM, MOXHa AT BUCHOBKY, LLIO po3pobneHa irpoBa AisnbHICTb AyXe LikaBa, BiAnoBigae Linam
HaBYaHHA Ta ePeKTUBHA NS YYHIB MONOALLMX KNaciB.

KnrouoBi cnoBa: rpa, ctpubkn y goxuny, CGFU-PM515, noyatkoBa wwkona.
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1. Introduction

Physical education learning at the primary school level
is one of the many lessons taught at school. Physical Education
is an integral part of education where students are the main ob-
ject [1]. One branch of the athletic sport of long jump at this time
is still less interesting for most students, because they think
the activity is boring [2]. The students argue that the squatting
style long jump still looks less attractive [3]. Basically, the physi-
cal education learning process aims to develop three domains,
namely cognitive, affective, and psychomotor aspects. These
three domains complement each other in realizing the whole
human person, through these three domains students are not
only directed to know, understand, and be able to practice a
certain concept or skill in learning but also directed to be able
to think critically and creatively about a concept they have just
encountered.

Researchers try to apply a new concept called Coaching
Game for Upgrading Performance Model 515 (CGFU-PM515).
A study has succeeded in developing the concept of multilat-
eral coaching with a play approach to improve performance,
soft skills, and skills, the concept of coaching is called CGFU-
PM515 [4]. The CGFU-PM515 concept explicitly applies a 21st
century education approach, namely education and learning
with a touch of innovation, technology and creativity. Therefore
learning physical education can be understood as a subject
that does not only prioritize motor skills but also relates to other
aspects of ability. The purpose of physical education in schools
is not to make students become athletes but aims to develop
their potential through various physical activities [5]. Physical
education has been shown to be effective in increasing knowl-
edge, attitudes and physical skills, this can support a person in
determining his future direction [6].

The application of the play approach in the CGFU-
PM515 concept can be seen in the sequence pattern of learn-
ing or training with the CGFU-PM515 concept, namely (1) In-
novation Games, (2) Natural Games Action, (3) Coaching Ap-
proach, and (4) Assessment. Playing is the right way to learn,
by playing students learn about the emotional, social, physical,
and cognitive around them. The role of games in education con-
tinues to grow, games are a tool to convey various subject con-
cepts to students, because through games it becomes easier
for children to understand a concept being taught [7]. Integra-
tion of game-based learning with technology has been common
and contributes to several literatures that promote the use of
game-based learning techniques [7]. The learning model with
an effective and efficient game approach is given to elementary
school students [9]. So based on the CGFU-PM515 concept,
in the first stage the researcher will make various kinds of play
activities that are relevant to the goals to be achieved. Then in
the next stage the researcher will validate the various activities
developed.

The development of play activities must be in accor-
dance with the material that is the focus of a lesson, in this
case the focus is on material regarding long jump learning in
the hanging style. Development or innovation in education in
this modern era is required to ensure student-centered learning
[10]. The choice of long jump material was due to problems in
the long jump learning process, Inadequate infrastructure is a
problem in mastering the basic skills of the long jump [11]. This
is one of the bases for researchers in conducting this research,
because in this study the results of the activities developed can
be carried out with equipment that is easy to obtain but still
safe. In addition, long jump learning using a play approach has
been shown to be effective for improving long jump skills, so

researchers intend to provide a variety of other forms of games
to improve long jump skills [12]. Before making play activities,
researchers analyzed the stages of implementing long jump
movements which based on the International Association of
Athletics Federations (IAAF), the long jump stages are divided
into 4 stages, namely (1) Approach, (2) Take Off, (3) Flight, and
(4) Landing. Although it is known that in 2015 the IAAF has de-
veloped an athletic training model for children called “children
athletics”, because in reality there are still many teachers who
do not know this, so another alternative is needed, namely by
developing play activities to support long jump activities. Based
on this background, researchers want to try to develop sev-
eral play activities that will be applied during physical education
learning in elementary schools, especially long jump learning.

2. Materials and Methods

2.1 Research Design

The research design used is research and development
(RnD) or development research. Research and development
serves to validate and develop products according to research
needs (Sugiyono 2013)[13]. The research procedure used is
the theory of Thiagarajan 1974 the steps of 4D research and
development namely define, design, development, and dissem-
ination. This method and model was chosen because it aims to
produce products in the form of long jump learning activities in
physical education based on the CGFU-PM 515 concept. Af-
ter going through the four stages of the 4D research method
(Define, Design, Develop, Disseminate), the developed prod-
uct was then tested for feasibility with a validity test based on
Aiken’s Expert Score Rater Validation formula and also tested
for practicality with a practicality test. The practicality test is that
the ARGO activity model that has been developed is practised
directly on elementary school students.

2.2 Procedures

This development stage developed several learning ac-
tivities in the form of games packaged in one game unit called
“ARGQO”. This naming functioned to divide the activity into posts
where in each post there was a form of activity that had been
developed according to important movements in the long jump,
these stages included Post “A” Approach, Post “R” Take Off,
Post “G” Flight, Post “O” Landing. Then after developing learn-
ing activities in the form of games based on the CGFU-PM515
concept, researchers conducted expert validation tests. Dur-
ing physical education learning, teachers should use as many
forms of play as possible, this will have a positive effect on the
attractiveness of the learning process [9]. Specifically, this play
activity will be more effectively applied to students at the el-
ementary school level, because in essence elementary school
children tend to be more active if directed to play. This play
activity can be implemented within 1 hour of learning in ele-
mentary school, which is 35 minutes. In addition, researchers
also tested the practicality of the activities developed. ARGO is
an interesting type of play activity to be implemented, because
there are differences in the way the activities are carried out
and the grouping of types of activities based on function, in this
case according to the long jump technique. Evaluation that can
be done by teachers is by conducting tests based on the ele-
ments of assessment in physical education, namely cognitive,
affective, and psychomotor tests. The types of activities devel-
oped and their benefits are presented in Table 1 below:

2.3 Statistical Analysis

After going through several stages of the 4D research
method, the product developed is then tested for its feasibil-
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Table 1. “ARGO” Playing Activities

Pos Type of Activity Play Benefits Activity
Move the ball in a way resembling the Provide motion experience regarding the approach stages in the long
A letter «A», from the starting point to the ball jump movement, namely the movement of running as fast as possible.
basket provided
R Jump forward in an «R» shape with the Provides motion experience regarding the take off stages in the long
strongest fulcrum jump movement, namely jumping with the strongest foot support
Jump forward in a «G» shape and stretch Provides motion experience regarding the flight stages in the long jump
G both arms up as your body flies through the hanging style, namely the position of the body soaring in the air and
air. stretching both arms up.
Jump forward in an «O» shape and stretch Provides motion experience regarding the landing stages in the long
(0] your arms forward as you jump. jump movement, namely the position of the body following the direction

of gravity by bending both legs and arms positioned forward.

Table 2. Validity Test

Expert
Assesment Aspects

1 2 3 4 5 6 7 8 9 10
Compatibility with basic competences 4 4 4 4 4 4 4 4 4 4
Material Accuracy 4 3 4 4 3 3 4 4 4 4
Encourage Curiosity 3 4 3 4 3 4 3 3 2 4

Respondents Validati

alidation
Assesment Aspects s Vv
P ST s s3 s4 s5 s6 s7 S8 s9 sl > State
Compatibility with
basic competencies 3 3 3 3 3 3 3 3 3 29 0,97 Tall
Material Accuracy 3 2 3 3 2 2 3 3 3 3 27 0,9 Tall
Encourage Curiosity 2 3 2 3 2 3 2 2 1 3 23 0,77 Currently
Table 3. Practicalty Test
ANSWER CHOICES WEIGHT ANSWER CHOICES WEIGHT
QUESTION SCORE SCORE WEIGHT
SS S KS TS 4 3 2 1

Are the play activities being developed 10 40 40
easy to do?
Does the developed play activity make
the child happy? 8 2 32 6 38
Are the playing activities developed
easy to understand? 8 2 32 6 38
Can the developed play activities be
beneficial for children in learning to 8 2 32 6 38

hang-style long jump?

ity with a validity test based on the Aiken Rater Score Expert
Validation formula. Aiken V (content validity coefficient) which
is based on the results of an expert panel’'s assessment of n
people on an item regarding the extent to which the item rep-
resents the construct to be measured. The range of possible V
numbers is between 0 and 1.00. In addition, the practicality of
the product being developed was also tested with a practical-
ity test. The practicality analysis was based on the teacher’s
response questionnaire during the learning process.

3. Result

This research aims to develop a product, which in this
case the resulting product is in the form of play activities for the
hanging style long jump skill. The data obtained in this study
are the results of validity and practicality tests of the products

being developed. The results obtained from the validity test and
practicality test will be presented in table 2 below:

Based on table 2 above, a validation test has been car-
ried out on material experts using the Aiken-V formula. There
are 10 experts involved in this validation, each expert assesses
the three aspects related to the material in playing activities
developed using a Likert scale of 1-4. Then the researcher con-
ducted data analysis to determine whether the three aspects
of the activity developed had a high or medium or low level of
validity. So it can be concluded that the material aspects re-
garding suitability with basic competencies have a high level of
validity with a score of 0.97, then the material aspects regard-
ing the accuracy of the material have a high level of validity with
a score of 0.9, while the material aspects regarding encourag-
ing curiosity have a moderate level of validity. with a score of
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0.77. Then a practicality test was carried out, the results of the
practicality test are shown in Tables 3 and 4 below:

Average weight score =3x:n
=40+38+38+38: 4
=385
Interpretation of calculation scores
Maximum Value (Y) = Highest Likert Value x Amount
Respondents (S)

Minimum Value (X) = Lowest Likert Value x Amount
Respondents (S)
Index formula (%) = Total score: Y x 100
Index (%) =38,5:40x 100
=96%

Table. 4 Criteria for Giving Practical Values

Practicality Value %
Reliability Criteria

Practicality Value % Reliability
Criteria

86-100 Very Practical
76-85 Practical
60-75 Pretty Practical
55-59 Less Practical
<54 Impractical
Sorce: [14]

Based on the practicality value obtained, namely 96%,
it can be concluded that the playing activities developed are
within very practical criteria. This proves that the activities de-
veloped can be used in physical education learning in elemen-
tary schools because they contain elements that are easy to
implement, fun, easy to understand, and useful for the material
being studied, in this case the long jump style hanging skill.

4. Discussion

The implementation of the CGFU-PM 515 concept is
carried out by carrying out the stages in the learning sequence
of the concept, the sequence can be seen from the following
figure:

AsSEEMip

(skaLL, A

PERFORMANCE
| soFTskiLL)

CHING
APPROACH

Figure 1. CGFU-PM 515 (Siswanto, et al. 2020)

Itis known that in the picture above it is shown that there
are four stages, which in this study focused on the first stage,
namely the stages of game innovation. Based on the concepts
contained in the CGFU-PM515 it is explained that at this game
innovation stage the trainer or teacher prepares and makes
various kinds of games by considering the important points
of the material being studied, the media, and the equipment
needed [4]. Therefore the researcher made several types of ac-
tivities according to the critical points in long jump skills, where
the critical points in long jump skills are as follows; (1) Prefix, (2)

Repulsion, (3) Hover, and (4) Landing. The four critical points
are then given names to make it easier to distinguish the types
of activities. The first play activity is given the name “A”, then
the second play activity is given the name “R”, the third play ac-
tivity is “G”, and the fourth play activity is given the name “O”. If
the names of these four activities are combined, they are called
“‘ARGO” playing activities. So it can be said that “ARGO” is the
name of a play activity to improve long jump skills in hanging
style for elementary school students.

Then all these playing activities were analyzed by con-
ducting data analysis related to the validity test by material ex-
perts and practicality tests. It was found in the expert validity
test that several things were considered in the material test,
namely (1) The suitability of the form of play activities devel-
oped with basic competencies, (2) The accuracy of the play
activity material developed with the skills that are the learning
objectives, (3) The play activities that are made can foster stu-
dents’ curiosity when learning takes place [14]. Paying attention
to suitability for goals in using this game-based method will be
beneficial in creating positive student experiences in achieving
learning goals and increasing student engagement [15]. Play-
ing in learning for fun and learning is a natural behavior for
humans, so it is hoped that learning with this game can foster a
willingness to study harder for students [16].

Based on the results obtained from the validity test by
material experts it was found that the three aspects considered
in the material test contained in play activities were as follows:
(1) Regarding the suitability of the product being developed
with the required competencies, a score of 0.97 was obtained
with an interpretation of the validity score is high, (2) Regarding
the accuracy of the material developed with the aim of learning
to get a score of 0.9 with an interpretation of the validity score is
high, and (3) Regarding the product developed has benefits for
students’ curiosity get a score of 0.77 with an interpretation of
the validity score is medium. As for the results of the practical-
ity test, a score of 96% was obtained, this score, when viewed
based on the practicality criteria table, indicates that the prod-
uct developed has a practical level of “very practical’, this find-
ing is in line with research on educational gamification, where
the achievement of learning objectives is supported by exercis-
es that demand the application of theory in practice [17,18,19].
The elements used in identifying the level of practicality of the
product being developed are ease of implementation, fun, easy
to understand, and useful for the goals to be achieved. The
product developed is a play activity.

Proper game design can play an important role in facili-
tating learning [20]. The reason for researchers in developing
play activities is because long jump learning is less attractive
to students in elementary schools, long jump learning which
is also part of athletic sports often makes students feel bored
when learning takes place. Therefore, researchers try to pres-
ent a solution through the development of play activities based
on the concept of CGFU-PM515. This is considered to be very
much in line with the current education program, which is about
learning that raises higher order thinking skills (HOTS). The
importance of implementing HOTS in learning follows the low
ranking of the Program for International Student Assessment
(PISA) and Trends in International Mathematics and Science
Study (TMISS) compared to other countries, so that the stan-
dard of national exam questions is being sought to be improved
to catch up [21]. The results of TMISS in 2015, Indonesia re-
ceived an average score of 397 and ranked 4th from the bot-
tom of 43 TIMSS participating countries. Meanwhile for PISA
in 2015, Indonesia got an average score of 403 for science
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ranked 3rd from the bottom, 397 for reading ranked last, and
386 for math ranked 2nd from the bottom out of 72 countries
[22].

5. Conclusion

The final product of this development research is a num-
ber of play activities based on the CGFU-PM515 concept to
improve the long jump style hanging skills of elementary school
students. Furthermore, through this series of studies, research-
ers created a model of playing activity that is different from
playing activities in general, which model is called “ARGO” play
activity [23]. “ARGOQO” is the name of the researcher, besides
aiming to make it a characteristic, the meaning of the name
also has the goal of making the learning process run more
effectively. The game is a tool that is easy to use, effective,
and useful for meeting the needs of students [24]. According
to previous research, educational games positively influence
decision-making performance [25]. Basically this activity model
can be done by making four posts, each post has a form of play
activity that must be carried out by students, each post also has
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