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Abstract:

This study aims to determine whether using the TGFU learning method in playing volleyball can improve volleyball playing skills
class X MIPA 3 students. In this study researchers used the Classroom Action Research (CAR) method. The subjects in this study
were 36 students of class X MIPA 3 at SMA Negeri 1 Seluma. This research was conducted with pre cycle and in 2 cycles, where
each cycle had 4 stages, namely: (1) planning, (2) implementation, (3) observation, (4) reflection. As for the results of the pre cycle
percentage assessment was (46%), the results of observations of the teaching and learning process using the TGFU method in
volleyball learning in the acquisition of the first cycle assessment percentage was (66%). Whereas in cycle Il the percentage
assessment was (85%), of students who had fulfilled the KKM value of 70. Based on the results of the research above, it can be
concluded that using the TGFU method in volleyball learning can improve volleyball learning skills.
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1. INTRODUCTION

Physical education is an integral part of the education
system as a whole. In particular, physical education is
to develop aspects of physical fitness, movement
skills, critical thinking skills, social skills, reasoning,
emotional stability, moral actions, aspects of healthy
living, and introduction to a clean environment
through physical activity (Karisman & Supriadi,
2022). One aspect that needs to be considered in
efforts to improve the quality of education is through
the Teaching and Learning Process (PBM). Thus,
improving learning outcomes can be achieved
through an effective learning process. The teaching
and learning process is said to be effective if the
teaching staff or teachers try to develop an interesting
learning process by always providing opportunities
for students to be active in cognitive, psychomotor
and affective aspects. Apart from that, the teaching
and learning process will also run effectively if it is
supported by a learning tool in the form of a good
curriculum. That the way to achieve learning goals is
done through learning strategies designed to provide
quality experiences.

Teaching strategy is basically an activity or action
carried out by a teacher, the teacher not only conveys
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information to students, but also tries to get students
to want to learn (Meizy et al., 2022). Efforts are made
to prepare materials that will be presented to students
so that the objectives that have been formulated can
be achieved, methods that can be used in the learning
process through the Teaching Games For
Understanding (TGFU) approach to improve learning
outcomes, especially in the sport of volleyball. Of
course, Teaching Games For Understanding does not
only focus on psychomotor aspects, but this method
also pays attention to cognitive and effective aspects
that need to be applied (Prayoga & Kustiawan, 2020).
According to (Nurkholisah et al., 2022) learning
activities are a curriculum instrument that is prepared
systematically and then outlined in the form of an
annual work plan for the education unit by
implementing character education, with learning
habits which are expected to be able to bridge the
needs of different students in terms of attitudes,
abilities and creativity as well as differences. moral
values.

Volleyball is a sport that is used as a tool to convey
educational goals, the implementation of which can
be carried out in schools, from elementary schools to
universities. At the high school level, volleyball is
one of the major ball sports taught as the main
material in the curriculum, mastering the basic
techniques of playing volleyball is a fundamental
factor in having good volleyball playing skills (Kasih
& Sembiring, 2022). Various basic volleyball
techniques must be mastered, including: service,
passing, smash block/dam. By mastering the basic
techniques of playing volleyball, you will improve
the quality of your performance both individually and
collectively (team) (Setyawan & Asim, 2022).

Based on the results of observations made at SMAN
1 Seluma, physical education, especially in volleyball
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lessons, has not been optimal or has not been
perfected. This has the effect of supporting interest in
learning volleyball, so that students do not have an
interest in the game of volleyball. Students' physical
learning activities are still less interested in playing
volleyball, this has an impact on the process of
achieving learning goals which is less acceptable to
students. According to (Nopiyanto, Raibowo, &
Prabowo, 2021) a person's interest in something will
have an impact on the final result of what has been
done. Therefore, teachers are required to help
students to generate student interest in the subject of
volleyball. Based on the K13 curriculum, physical
education is one of the important materials (fields of
study) that must be given to students in an effort to
develop three aspects, namely cognitive, affective
and psychomotor which develop and apply skills in
the field of sports.

At the SMAN 1 Seluma school, especially in class
There are indications that student scores are below
KKM 70 in students' volleyball learning outcomes.
As time goes by, students are also permitted by school
regulations to carry mobile phones/smartphones
while at school, in order to make it easier for students
to find information related to assignments in their
subjects. (Nopiyanto, Raibowo, Yarmani, et al.,
2021) said technology has led to the emergence of a
large number of paid online games that can be played
easily by children in primary and secondary schools.
This triggers students to become lazy about
exercising, students are more interested in playing
online games on their cellphones/smartphones than
they are interested in playing volleyball.

If we look at what happened at SMAN 1 Seluma,
especially to physical education teachers, it shows
that physical education teachers still don't know about
the Teaching Games For Understanding (TGFU)
learning method in the volleyball learning process
which is still teacher centered or conventional. This
low indication of student learning outcomes is also
driven by learning conditions that do not arouse
students' desire to learn more about the game of
volleyball. Even though we know that learning the
game of volleyball is one of the basic competencies
of physical education which is a concrete subject. So
students need to gain an understanding in learning to
be more active and enthusiastic, especially in learning
the game of volleyball.

The implementation of the learning process in
volleyball games by sports teachers at SMAN 1
Seluma tends to use conventional, monotonous
methods. Conventional learning is learning that
emphasizes teacher control over most events and the
presentation of structured learning in the classroom.
Conventional learning is teacher-centered learning,

where the teacher's role is to control most of the
presentation of learning or can also be called the
lecture method. Carrying out a learning process that
results in students tending to be passive in
participating in learning, bored with the material
provided by the teacher, and students finding it
difficult to follow the learning material so that the
learning outcomes obtained by students are not
optimal. At the first meeting, the researcher carried
out a pre-cycle Games Performance Assessment
Instrument (GPAL) test on class.

TGFU as a pedagogical approach that encourages the
development of physical literacy (Mandigo et al.,
2019) TGFU has an influence and benefits on the
perspective of physical education teachers TGFU has
a significant impact on student motivation in sports,
and increases achievement TGFU considered valid
and effective in physical education learning activities
at the Senior High School (SMA) level. From
previous research, TGFU is able to increase effective
achievement in learning, this is the basis for research.

The Teaching Games For Understanding (TGFU)
method provides an alternative for students to learn
volleyball techniques in playing or real situations. So
students can show the game and students can make
decisions, what to do and how to do it. Games are an
aspect of the TGFU learning method and games are
also a form of activity in physical education. If the
game is interesting and easy to understand, students
will be enthusiastic and motivated to carry out
activities. This feeling of joy that arises in students
will be an important asset in learning volleyball in a
conditional manner, but this feeling of joy will be
more fulfilled if all students do it seriously.

Based on the problems described above, this research
aims to find out how the Teaching Game For
Understanding (TGFU) method can improve the
learning skills of learning the game of volleyball in
class X MIPA 3 students at SMAN 1 Seluma.

2. MATERIAL AND METHOD

According to (Kusumarasdyati, 2016) classroom
action research is research if the researcher who will
carry out the research must be directly involved in the
research process from the beginning until the research
results are in the form of a report. Based on the
thoughts above, this research is in line with classroom
action research. This Classroom Action Research will
be carried out on Jalan Lintas Seluma, Lubuk Kebur
Village, Seluma District, Seluma Regency, at SMA
Negeri 1 Seluma. Classroom Action Research was
carried out from May 29 to June 29 2023.

Here the researcher took the research subjects as
students of class X MIPA 3 at SMA Negeri 1 Seluma,
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totaling 36 students. Consisting of 16 male students
and 20 female students. Volleyball learning uses
methodsTeaching Games For Understanding. This
Class Action Research will carry out ongoing actions
on research subjects. (Nind et al., 2020) Learning
improvements are carried out through a cyclical
assessment process, which consists of four stages,
namely planning (planning), perform an action
(acting), observe (observing) reflection (reflecting).

The instruments used in this research areGames
Performance Assessment Instrument (GPAI) is an
instrument for measuring playing skills in sports
games such as basketball, football, handball,
volleyball, futsal, and others (Memmert & Harvey,
2008). This GPAI instrument hasface validity,
content validity, construct validity, andecological
validity. GPAI itself has 7 assessment components in
assessing student performance.

Table 1. Recapitulation of Pre-Cyle Results

Researchers will use quantitative data as a reference
in data collection. where the percentage triangulation
formula is used as follows:

p==x100% ........ccooo..n.nn. 1)
3. RESULT AND DISCUSSION

This research is Classroom Action Research (PTK),
s0 in this research process the researcher was assisted
by Mrs. Chintia Agustin, S. Pd. as a sports teacher for
class X MIPA 3 SMA Negeri 1 Seluma. Each cycle
in this research has 4 stages, namely planning,
implementation, observation and reflection. The
results of each cycle will be used as a reflection to
improve better results in the next cycle

Assessment Indicators

Decisions Making

Give Support Skill Execution

Many Students

5 - - -

4 1 1 -

3 15 14 14

2 16 19 16

1 4 2 6
Total Score 85 79 87
Total Shoes 251

Based on Table 1, above, it can be concluded that the percentage of GPAI test results in Pre-Cycle Results can

be made as follows:

87%
86%
86%
85%
85%
84%
84%
83%

86%

84%

Decision Making Support

85%

84%

Skill Execution Total Score

Figure 1. Test on Pre-Cyle

Based on Figure 1. the percentage diagram above
where the percentage is Decision Making 47%,
Support 43% and Skill Execution 48%. This result
concluded that the total score was 46% of the total. In
the Pre-Cycle, from the results of the reflection, the
researcher concluded that the skill of playing
volleyball in class (Decision Making) of 47%,
providing support (Support) by 43%, and

implementing skills (Skill Execution) of 48%, where
the lowest score was in Providing Support (Support)
and obtaining the highest score in Implementing
Skills (Skill Execution). This assessment with the
overall score percentage is still in the sufficient
category according to the GPAI test indicators, so that
the TGFU learning method can be applied.
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Table 1. Recapitulation of Cyle | Results

Assessment Indicators

Decisions Making

Give Support Skill Execution

Many Students

5 1 1 2

4 13 12 12

3 18 19 17

2 4 4 5

1 - - -
Total Score 119 115 122
Total Shoes 356

Based on Table 2. above, it can be concluded that the percentage of GPAI test results in Cycle | can be made

as follows:

87%
86%
86%
85%
85%
84%
84%
83%

86%

84%

Decision Making Support

85%

84%

Skill Execution Total Score

Figure 2. Test on Cyle |

Based on Figure 2. the percentage diagram above
where the percentage is Decision Making 66%,
Support 64% and Skill Execution 68%. This result
concluded that the total score was 66% of the total.

In Cycle I, from the results of the reflection of
researchers and colleagues, Mrs. Chintia Agustin
concluded that the volleyball playing skills of
students in class students, which is a 20% increase
from the initial Pre-Cycle test, with an assessment of
decision-making skills (Decision Making) by 66%,
87%
86%
86%
85%
85%
84%
84%
83%

86%

84%

Decision Making Support

gave support (Support) by 64%, and implementing
skills (Skill execution) amounting to 68%, where the
lowest score was in Providing Support and the highest
score was in Implementing Skills (Skill Execution).
The assessment is categorized as Good according to
the GPAI instrument test indicators. However, the
improvement in Cycle | cannot be said to be
successful because it reached the Good category and
there are still many students who have not reached the
KKM score.

85%

84%

Skill Execution Total Score

Figure 3. Test on Cyle 1l

Based on Figure 3. the percentage diagram above
where the percentage is Decision Making 84%,
Support 86% and Skill Execution 84%. This result

concluded that the total score was 85% of the total. In
the implementation of Cycle 11, there was an increase
in the GPAI instrument test for volleyball playing
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skills in class X MIPA 3 students. In the learning
process, students were enthusiastic about learning
new things so that the desired results were achieved.

The results of the GPAI Cycle Il instrument test were
85% with a total score of 457, which increased 19%
from Cycle | with the Very Good category according
to the GPAI instrument test assessment indicators,
with the percentage of decision-making skills
assessment (Decision Making) of 84%, providing
support (Support) of 86%, and implementing skills
(Skill Execution) amounting to 84%. Therefore,
researchers and colleagues, Mrs. Chintia Agustin,
decided in the reflection on Cycle Il that the research
would not be continued in another Cycle Il because
the students had reached a KKM score of 70 and the
results of the assessment had reached the Very Good
category.

Based on the Classroom Action Research (PTK)
procedure which has been designed and implemented
systematically and well planned, the researcher can
therefore collect research data which is important
information from the research results presented
above. By applying the TGFU learning method in this
classroom action research, it has had a positive and
beneficial impact on improving students' volleyball
playing skills. It can be seen that students have low
skills in playing volleyball, this is caused by several
factors such as the lack of participation and
enthusiasm of physical education teachers in
evaluating learning methods and students who are
lazy about exercising so that the teaching and learning
process does not go well.

In the Pre-Cycle, it showed sufficient results, where
the assessment results were still below the KKM
(46%). This research was carried out using modified
media using surrounding objects such as cones, nets,
volleyballs and whistles. Then it was used as a
learning medium for volleyball games to improve the
volleyball playing skills of class X MIPA 3 students.
All of these learning media were used in research
consisting of Cycle | and Cycle II.

In Cycle I it showed good results according to the
GPAI indicator where the achievement was 66% and
many students had not yet reached the KKM, in Cycle
I there was an increase of 20% from the Pre-cycle but
had not yet entered the Very Good category according
to the GPAI test assessment indicators. However,
after implementing the TGFU learning method in
Cycle |, it was a little difficult to adapt to the TGFU
learning method.

The research action presented in Cycle | by holding
one meeting which was carried out in an curricular
manner, can be said to be good even though there are
still many students who have not reached the KKM,

obstacles that arise during the learning process such
as there are still students who have not taken it
seriously. In ongoing learning, some students
experience difficulties when carrying out basic
volleyball playing techniques, and students are still
adapting to the learning methods given, so the cycle
continues in cycle Il. Therefore, in the next cycle,
researchers will present learning in more depth and
depthreward to students so that they can take learning
seriously.

Teaching is an effort to create environmental
conditions or systems that support and enable a
learning process to take place (Nopiyanto et al.,
2023). In the teaching and learning process, children
act as subjects and objects in teaching activities, the
objectives of teaching will be achieved if cooperation
between teachers and students is well established
(Raibowo & Nopiyanto, 2020). Through discussion
and strengthening planning, we entered the Cycle Il
stage, where this cycle was carried out to overcome
weaknesses in Cycle | actions. Similar to Cycle I,
Cycle Il was carried out in one meeting. In this cycle,
students will be asked to observe carefully and
practice how to play volleyball properly and correctly
so that improvements can occur in Cycle I1.

Students are given extra learning so they can
understand the learning they will do, as stated by
(Subagio et al., 2022) when you want to make an
improvement, it is better to increase the training load,
if the training load is low it will not produce anything.
Therefore, in Cycle 1l there was an increase in the
rating to Very Good. After reflecting on Cycle Il, the
results of the GPAI instrument test assessment were
85%, which was 19% greater than Cycle | according
to the GPAI assessment indicators. Research
conducted by researchers regarding the Application
of Learning MethodsTeaching Games For
Understanding To improve the skills of playing
volleyball, class X MIPA 3 students at SMA Negeri
1 Seluma can be declared successful because the
students have achieved a KKM score of 70.

Based on the research results from Cycle | and Cycle
11, the application of the TGFU method can improve
the volleyball playing skills of class Physical
education is a fun subject, which is done seriously and
accompanied by laughter from students during the
learning process. (Devi & Indardi, 2022) Volleyball
is a sport that is popular with all ages, and the
facilities can be easily accessed by anyone. In this
high school itself, the facilities for volleyball are very
adequate, therefore school teachers can follow the
TGFU learning method in physical education
subjects, so that more students will be interested in
volleyball.
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4. CONCLUSION

After the entire process of the Classroom Action
Research (PTK) series in class From Cycle I to Cycle
Il it was clear that there had been an increase in this
research. And based on the entire discussion of the
analysis that has been carried out, it can be concluded
as follows: The results of research in Cycle | of the
assessment that was collected in the process of
implementing the TGFU learning method reached
66% with a total score of 356 which was categorized
as Good, while in Cycle Il of the assessment that was
collected in The process of implementing the TGFU
learning method reached 85% with a total score of
457 which was categorized as Very Good because it
had achieved the highest GPAI instrument test
indicator. Thus, it can be seen from Cycle | and Cycle
Il, it can be concluded that the Application of
Learning Methods Teaching Games  For
Understandinglmproving Volleyball Playing Skills
for class.

AUTHOR INFORMATION

Corresponding Authors
Dian Pujianto, Faculty Of Teacher Training And
Education, Bengkulu University, Indonesia
https://orcid.org/0000-0001-8653-1010
Email: dianpujianto@unib.ac.id

Yahya Eko Noviyanto, Faculty Of Teacher Training
And Education, Bengkulu University, Indonesia
https://orcid.org/0000-0003-2920-0594

Email: yahyaekonopiyanto@unib.ac.id

Andika Prabowo, Faculty Of Teacher Training And
Education, Bengkulu University, Indonesia
https://orcid.org/0000-0002-1077-1138

Email: andikaprabowo@unib.ac.id

Authors
Khaton Bagus Pambudi, Faculty Of Teacher Training
And Education, Bengkulu University, Indonesia
https://orcid.org/0009-0000-0068-7568
Email: khatonbagus@gmail.com

REFFERENCE

Devi, N. C., & Indardi, N. (2022). Pengaruh Psikologi
Latihan Terhadap Pembinaan Olahraga dan
Sport  Personology Atlet Club Bolavoli
TWOSRA. Journal of Sport Science and
Education, 7(2), 92-97.
https://doi.org/10.26740/jossae.v7n2.p92-97

Karisman, V. A., & Supriadi, D. (2022). Volleyball
passing model through game-based approach.
Journal  Sport  Area, 7(1), 79-88.

https://doi.org/10.25299/sportarea.2022.vol7(1)
.7708

Kasih, 1., & Sembiring, D. R. F. (2022). Development
Of Technical Learning Media Multimedia
Based Volleyball In SMP Negeri 3 Satu Atap
Gebang. Physical Education, Health and
Recreation, 6(2), 104-114.
http://jurnal.unimed.ac.id/2012/index.php/jpehr

Kusumarasdyati. (2016). Qualitative and Quantitative
Approaches. Jurnl llmiah Bahasa Sastra Dan
Pembelajarannya, 3(2), 304-310.
http://journal.unesa.ac.id/index.php/paramasast
ra

Mandigo, J., Ladewyk, K., & Tredway, J. (2019).
Examining the Impact of a Teaching Games for
Understanding Approach on the Development
of Physical Literacy Using the Passport for Life
Assessment Tool. Journal of Teaching in
Physical Education, 38(2), 136-145.

Meizy, P. A., Suharjito, B., & Rofiq, A. (2022).
Students’ Responses to Teacher’s
Reinforcement: A Discourse Analysis. Journal
of English Education and Teaching (JEET),
6(2), 158-170.

Memmert, D., & Harvey, S. (2008). The Game
Performance Assessment Instrument (GPAI):
Some Concerns and Solutions for Further
Development. Journal of Teaching in Physical
Education, 27(2), 220-240.

Nind, M., Holmes, M., Insenga, M., Lewthwaite, S.,
& Sutton, C. (2020). Student perspectives on
learning research methods in the social sciences.
Teaching in Higher Education, 25(7), 797-811.
https://doi.org/10.1080/13562517.2019.159215
0

Nopiyanto, Y. E., Raibowo, S., & Prabowo, G. U.
(2021). Psychological Characteristics of
Athletes at Student’s Education and Training
Center in Bengkulu. Journal Sport Area, 6(1),
37-43.
https://doi.org/10.25299/sportarea.2021.vol6(1)
5572

Nopiyanto, Y. E., Raibowo, S., Yarmani, Y., &
Prabowo, A. (2021). Project Based Blended
Learning To Improve Students Creativity In
Sepak Takraw. Kinestetik: Jurnal Ilmiah
Pendidikan ~ Jasmani,  5(2),  300-309.
https://doi.org/10.33369/jk.v5i2.14542

Nopiyanto, Y. E., Wibowo, C., & Ibrahim. (2023).
Analysis of the need for e-book adaptive

CV Media Inti Teknologi
Publisher

46


https://orcid.org/0000-0001-8653-1010
mailto:dianpujianto@unib.ac.id
https://orcid.org/0000-0003-2920-0594
https://orcid.org/0000-0003-2920-0594
mailto:yahyaekonopiyanto@unib.ac.id
https://orcid.org/0000-0002-1077-1138
mailto:andikaprabowo@unib.ac.id
https://orcid.org/0009-0000-0068-7568
mailto:khatonbagus@gmail.com

Indonesian Journal of Sport, Health and Physical Education Sciences

physical education to physical education
students at University of Bengkulu. Altius:
Jurnal llmu Olahraga Dan Kesehatan, 12(1),
12-21.
https://doi.org/10.36706/altius.v12i1.19779

Nurkholisah, F., Khusniyah, T. W., & Malaikosa, Y.
M. L. (2022). Efektivitas Pendidikan Karakter
Melalui Metode Pembiasaan Siswa SD Negeri
Tungkulrejo Kecamatan Padas, Kabupaten
Ngawi. Jurnal Riset Pendidikan Dasar, 5(1),
26-33.
http://journal.unismuh.ac.id/index.php/jrpd

Prayoga, A. S., & Kustiawan, A. A. (2020). Efek
Implementasi Tgfu (Teaching Game For
Understanding) Terhadap Peningkatan
Keterampilan Bermain Bolavoli. Jurnal
Pendidikan Modern, 06(1), 47-54.

Raibowo, S., & Nopiyanto, Y. E. (2020). Evaluasi
Pembelajaran Pendidikan Jasmani Olahraga &

Kesehatan pada SMP Negeri Se-Kabupaten
Mukomuko melalui  Pendekatan  Model
Context, Input, Process & Product (CIPP).
Jurnal Pendidikan Kesehatan Rekreasi, 6(2),
146-165.

Setyawan, A., & Asim. (2022). Studi Komparatif
Pengaruh Metode Bagian dan Keseluruhan
Terhadap Keterampilan Servis Kaki Bagian
Dalam Bolavoli Gandu Level Il. Sport Science
and Health, 4(2), 136-140.

Subagio, M., Pujianto, D., & Nopiyanto, Y. E. (2022).
Pengaruh latihan drill passing melalui circuit
training terhadap kemampuan passing bawah
siswa ekstrakulikuler bola voli putra SMP
Negeri 10 Kota Bengkulu. Sport Gymnatics:
Jurnal limiah Pendidikan Jasmani, 3(1), 74-85.
https://doi.org/10.33369/gymnastics

47

CV Media Inti Teknologi
Publisher






