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Accepted February 2025 learning model to enhance the kasti playing skills of students at Heuleut I Public El-

Published Vol.14 No.(1) 2025 ementary School Majalengka. Teaching Games for Understanding (TGFU) is an in-
structional model that emphasizes understanding tactics and game strategies rather
than solely focusing on the mastery of physical techniques. It is anticipated that this

Keywqrds: model will encourage students to be more active in the learning process, improve
Teachmg Games for Under- ;. comprehension of the game, and facilitate comprehensive motor skill develop-
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ment. The study involved 27 fifth-grade students at Heuleut I Public Elementary
School Majalengka, including 17 male and 10 female students. This research uti-
lized a Classroom Action Research (CAR) design. Data collection was conducted
in two phases: quantitative and qualitative. The success indicator for this study was
set at a 90% proficiency rate in students’ kasti playing skills. Pre-cycle observations
indicated a skill level of 11.2%. In Cycle I, students’ skill levels improved to 37.1%;
in Cycle II, they reached 70.3%; and in Cycle III, they attained 92.6%. The results
from Cycle III demonstrated that students achieved the success criterion of 90%
proficiency in kasti playing skills. In conclusion, the findings of this study indicate
that the application of the Teaching Games for Understanding (TGfU) learning
model in kasti instruction significantly enhances the playing skills of fifth-grade
students at Heuleut I Public Elementary School Majalengka.
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INTRODUCTION

Education is a learning process characteri-
zed by meaningful interactions between students
and teachers. Learning encompasses activities
that optimize the environment and facilitate en-
gagement with learners, resulting in an effective
educational experience Taqwim, R. I., Winarno,
M. E., & Roesdiyanto, R. (2020). Additionally,
Ujud, S., Nur, T. D., Yusuf, Y., Saibi, N., & Ram-
li, M. R. (2023). define education as all factors
that influence the growth, change, and conditions
of individuals. These changes reflect the develop-
ment of students’ potential, including their kno-
wledge, skills, and attitudes. In Indonesia, physi-
cal education, health, and recreation are integral
components of the overall educational frame-
work, playing a crucial role in character develop-
ment among students Kapti, J., & Winarno, M.
E. (2022). Within the context of physical educa-
tion, games are essential and are perceived positi-
vely from children’s perspectives. It can be stated
that games are closely associated with physical
education. According to Mudzakir, D. O. (2020)
games serve as a popular form of entertainment
enjoyed by individuals of all ages, including both
children and adults.

Physical education (PE) learning can be
meaningful and enjoyable for students when they
engage in games that provide opportunities for
participation and active involvement in the lear-
ning process. Smith, L., Harvey, S., Savory, L.,
Fairclough, S., Kozub, S., & Kerr, C. (2015). Stu-
dent engagement in games can stimulate learners
to make quick and accurate decisions during play
Garcia-Lopez, L. M., Gutiérrez, D., Sanchez-
Mora, D., & Harvey, S. (2019). The role of PJK
teachers in this context is to foster an appreciati-
on for play, which contributes to the development
of students’ physical abilities Wang, L., & Ha, A.
S. (2013). Students who gain experience through
play are likely to become better decision-makers
Arias-Estero, J., & Castejon, F. (2014). The posi-
tive aim of these efforts is to enhance students’
motivation to participate in more games and to
cultivate appreciation for their involvement in
physical aducation Wanita, P. K. F. P. S., & Ki-
rana, C. (2019).

Games and sports are mandatory compo-
nents of the physical education curriculum that
students must participate in Pertiwi, T. S., & Suti-
syana, A. (2017). This aligns with the perspective
of Riyanto, P. (2017), who argue that play is an
essential need for children, including elementary
school students, as a significant portion of their
time is devoted to playing. One common game

played by children in elementary schools is kas-
ti, which is conducted in teams consisting of 12
players each. The fundamental techniques in kasti
include running, throwing, catching, and hitting
[9]. Play offers substantial benefits for children’s
development by enhancing both mental and phy-
sical functions. Increased opportunities for play
prepare children to engage more effectively in so-
ciety. Therefore, implementing game-based mo-
dels in schools should be tailored to the children’s
conditions and environments [10]

In reality, many elementary school stu-
dents still face difficulties in mastering kasti play-
ing skills. This condition can be observed from
their inability to properly apply basic techniques
such as hitting, catching, and running during the
game. Moreover, the lack of understanding of
game strategies also contributes to their low level
of playing skills. The conventional teaching met-
hod, which tends to focus only on isolated techni-
cal skills, often leads to student boredom and low
engagement in the learning process. This approa-
ch provides limited opportunities for students to
understand the overall context of the game, re-
sulting in suboptimal development of their kasti
playing skills.

Therefore, it is necessary to conduct rese-
arch in order to obtain information, references,
and appropriate methods that can serve as so-
lutions to address the problems identified in the
field. In conducting this study, there are two re-
levant international studies and one national stu-
dy that support this research. A study by Garcia-
Lopez, L. M., Gutiérrez, D., Sanchez-Mora, D.,
& Harvey, S. (2019), entitled “Teachers’ Use of
Teaching Games for Understanding in Central
Spain”, revealed the extensive implementation of
the Teaching Games for Understanding (TGFU)
approach among elementary school physical edu-
cation teachers in Spain. Additionally, Garcia-
Lopez, L. M., Gutiérrez, D., Sanchez-Mora,
D., & Harvey, S. (2019), in their study entitled
“The Application of the Teaching Games for
Understanding in Physical Education: A Syste-
matic Review of the Last Six Years”, conducted
a comprehensive review of Teaching Games for
Understanding (TGFU) research over the past six
years. Furthermore, a national study conducted
by (Erita, 2017), entitled “The Effect of Learning
Models”, examined the use of the Teaching Ga-
mes for Understanding (TGFU) approach in imp-
roving futsal playing skills.

In response to previous studies, the rese-
arch conducted by Garcia-Lopez, L. M., Gutiér-
rez, D., Sdnchez-Mora, D., & Harvey, S. (2019)
primarily focused on the utilization of the Teach-
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ing Games for Understanding (TGFU) model
from the perspective of physical education teach-
ers, without directly examining its benefits for
students. Similarly, the study by (Barba-Martin et
al., 2020) conducted a systematic review of Te-
aching Games for Understanding (TGFU) over
the past six years, but it did not specifically inves-
tigate its application or impact on students’ skill
development. Furthermore, the study by (Erita,
2017) examined the implementation of TGFU in
developing futsal playing skills, rather than in tra-
ditional games such as kasti. Therefore, this study
provides a new solution by applying the Teaching
Games for Understanding (TGFU) model in the
context of kasti learning for elementary school
students. The focus of this research is to explo-
re the extent to which the Teaching Games for
Understanding (TGFU) model can improve stu-
dents’ kasti playing skills. Through this research,
it is expected that deeper insights will be gained
regarding the effectiveness of the Teaching Ga-
mes for Understanding (TGFU) model and its
contribution to enhancing the quality of physical
education at the elementary school level, while
also addressing existing challenges in the learning
process.

Accordingly, this study is specifically fo-
cused on the implementation of the Teaching Ga-
mes for Understanding (TGFU) model to impro-
ve students’ kasti playing skills. While previous
studies have widely applied the Teaching Games
for Understanding (TGFU) model to sports such
as football or futsal, research specifically targeting
kasti remains very limited, particularly within the
Indonesian educational context. This study offers
a new perspective by integrating the Teaching
Games for Understanding (TGFU) approach into
kasti learning, which not only emphasizes the de-
velopment of students’ basic technical skills (hit-
ting, catching, running) but also enhances their
understanding of game strategies and decision-
making in real game situations. Additionally, this
research provides practical insights for physical
education teachers on how to create a more en-
gaging, contextual, and student-centered learning
environment for traditional games through the
Teaching Games for Understanding (TGFU) mo-
del.

METHODS

This study represents the application of a
scientific approach to the investigation of a spe-
cific issue. According to Setyosari, research is
a method for obtaining objective, accurate, and
accountable data or information Imawati, V., &

Maulana, A. (2021). This research employs a
Classroom Action Research (CAR) design, with
the aim of enhancing learning outcomes through
systematic and reflective actions Utomo, P., As-
vio, N., & Prayogi, F. (2024). This approach en-
courages educators to identify issues within the
learning process, experiment with new strategies,
and evaluate the results observed in students, the-
reby ensuring that the focus of the research en-
compasses not only the final outcomes but also
the ongoing learning processes. The study invol-
ved 27 fifth-grade students at Heuleut I Public
Elementary School Majalengka, including 17
male and 10 female students.

Classroom Action Research (CAR) is a
manifestation of behaviors observed in teaching
and learning activities, and these behaviors are
considered distinct from routine practices, ai-
ming to enhance the quality of the learning pro-
cess. In this CAR study, improvement activities
are conducted continuously through a series of
cycles to achieve the established objectives Tomo,
P., Asvio, N., & Prayogi, F. (2024). The number
of cycles implemented in this research depends
on the results of reflective analysis, allowing the
researcher and teacher to draw conclusions and
make decisions regarding the continuation of
subsequent cycles or to conclude the research at
a certain cycle if the identified issues have been
resolved as expected and in accordance with the
predetermined targets.

The target for cycle achievement in this
study is set at 90%, as determined by students’
proficiency in playing kasti.

‘ | CYCLE1 ‘ | Implementing |
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Figure 1. Kemmis & Taggart Classroom Action
Research Flow.
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RESULTS AND DISCUSSION

In the context of physical education at
Heuleut I Public Elementary School Majalengka,
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specifically for fifth-grade students, the author an-
alyzed the learning process, particularly in kasti
instruction. The results of this analysis indicated
that student performance was unsatisfactory, as
their skills in kasti did not meet the established
learning objectives.

This concept emphasizes that students are
at the center of the Teaching Games for Under-
standing (TGFU) model. Therefore, researchers
in the field of game-based physical education
must consider the learning processes experienced
by students. Meanwhile, teachers should take into
account the interrelationship between behavioral,
affective, and cognitive domains when selecting
instructional environments. Below is a diagram
illustrating the TGFU instructional model as pro-
posed by Bunker and Thorpe (1982).

(1) Game |4

¥ Y

(2) Game ap- (6)
preciation v Performance
| Learner 4
\ 4
(3) Tactical (4) Making appropriate (5) SKill exe-
awareness decisions cution
Y
What to How to
> do? doit?

www.ublikpendidikan.com

Figure 2. Implementation Procedures of the
Teaching Games For Understanding (TGFU)
Model

Teaching Games For Understanding
(TGFU) is an instructional model that focuses on
developing students’ abilities to actively engage in
gameplay as a means to enhance performance in
physical activity contexts. Teaching Games For
Understanding (TGFU) aims to stimulate learn-
ers’ tactical awareness by encouraging them to
understand the underlying strategies of a game,
enabling them to make quick and informed deci-
sions about what actions to take and how to ex-
ecute them effectively.

Principles of the Teaching Games For Under-
standing (TGFU) Approach :

1.Game

Engaging in sports with official rules of-
ten requires a lengthy period of socialization and
adaptation. Therefore, it is essential to introduce
modified forms of games that are appropriate for
students’ age and level of experience. As a result,
teachers are expected to carefully consider fac-
tors such as the playing field, number of players,
and equipment used to ensure that children are
exposed to various challenges that may arise dur-

ing gameplay. This approach helps create game
situations that are better aligned with children’s
developmental characteristics.

2.Game Appreciation

Understanding the rules of the game to be
played is a critical component at this stage, even
when the rules are relatively simple. Game rules
provide structure and form to the activity, guiding
how it is conducted. Moreover, these rules also
establish boundaries related to time and space,
which are essential for creating an organized and
meaningful gameplay experience.

3.Tactical Awareness

Once information and understanding of
the game rules have been provided from the out-
set, it becomes essential to consider the tactical
aspects employed during gameplay. The prin-
ciples of play are applicable across all types of
game-based sports. In addition, tactical aware-
ness should serve as the initial foundation for un-
derstanding the opponent’s weaknesses.

4.Decision Making

Decision-making in a game is a funda-
mental aspect that must be addressed. Within
this play-based approach, a distinction is made
between decisions concerning “what to do?” and
“how to do it?”. This distinction enables both stu-
dents and teachers to identify and connect gaps
in the decision-making process, thereby facilitat-
ing a deeper understanding and improvement of
gameplay strategies.

5.Skill Execution

Skill execution in this context refers to the
actual performance of movements required as
demonstrated by the teacher and observed within
the student’s own context, while also taking into
account the individual limitations of the stu-
dent. Therefore, skill execution should always be
viewed within the framework of both the game
context and the learner’s capabilities.

6.Performance

This stage represents the outcome of ob-
servations made during the previous processes,
assessed based on individual criteria specific to
each student. It is through this assessment that
students are classified in terms of performance
quality, determined by the accuracy of their re-
sponses and the efficiency of their technique.

Before implementing the intervention, the
researcher collected pre-cycle data to assess the
initial state of students’ playing skills. This data
aimed to evaluate the proficiency of students pri-
or to the application of the Teaching Games for
Understanding (TGFU) model in kasti instruc-
tion for fifth-grade students at Heuleut I Public
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Elementary School Majalengka. The pre-cycle
data was gathered from a total of 27 students,
consisting of 17 male and 10 female participants.
The results of this initial data collection are as
follows Table 1.

Table 1. Initial Data Results of Kasti Playing
Skills Assessment

students students
complete imcomplited
Amount 3 24
Percentage 11,2% 88,8%

The results of the pre-cycle observations
obtained from the kasti playing skills assess-
ment indicate that out of a total of 27 students,
3 students met the criteria for mastery, represent-
ing 11.2% of the group. Conversely, 24 students
did not meet the mastery criteria, accounting for
88.8% of the total.

Based on the collected data and field ob-
servations, it was found that many students had
not yet mastered the fundamental techniques
required for playing kasti. In response to this is-
sue, the researcher implemented the Teaching
Games For Understanding (TGFU) model to as-
sess whether there would be any improvement in
students’ playing skills in kasti following the in-
tervention. Subsequently, the researcher and the
observer applied the Teaching Games for Under-
standing (TGFU) model to facilitate kasti instruc-
tion for fifth-grade students at Heuleut I Public
Elementary School Majalengka.

By utilizing the Classroom Action Re-
search (CAR) method, the researcher assumes
the role of the teacher delivering instruction,
while the physical education teacher acts as an
observer. The purpose of this study is to exam-
ine the changes in students’ playing skills in kasti
through the application of the Teaching Games
for Understanding (TGFU) model for fifth-grade
students at Heuleut I Public Elementary School
Majalengka.

Table 2. Results of Cycle I Kasti Playing Skills
Assessment Data

students students
complete imcomplited
Amount 10 17
Percentage 37,1% 62,9%

The results of the Cycle 1 assessment of
students’ kasti playing skills indicate that out of
a total of 27 students, 10 students met the mas-
tery criteria, representing 37.1% of the group.
Conversely, 17 students did not meet the mastery

criteria, accounting for 62.9% of the total.

Based on the results and observations from
Cycle 1 compared to the pre-cycle data, there was
an increase in the number of students who suc-
cessfully achieved the research objectives. In the
pre-cycle phase, only 3 students met the mastery
criteria, while in Cycle 1, this number rose to 10
students, resulting in an increase of 7 students.
Similarly, the number of students who did not
meet the criteria decreased from 24 in the pre-
cycle to 17 in Cycle 1.

Therefore, the implementation of the
Teaching Games for Understanding (TGFU)
model in kasti remains necessary in the subse-
quent cycles, as the average target has not yet
been met according to the school’s Minimum
Completeness Criteria.

Table 3. Results of Cycle II Kasti Playing Skills
Assessment Data

students students
complete imcomplited
Amount 19 8
Percentage 70,3% 29,7%

The results of the Cycle 2 assessment of
students’ kasti playing skills indicate that out of
a total of 27 students, 19 students met the mas-
tery criteria, representing 70.3% of the group.
Conversely, 8 students did not meet the mastery
criteria, accounting for 29.7% of the total.

From the results and observations con-
ducted in Cycle 2, compared to Cycle 1, it can
be concluded that there was an increase in the
number of students who achieved mastery in
kasti playing skills, rising from 37.1% in Cycle 1
to 70.3% in Cycle 2. Additionally, the percentage
of students who did not meet the mastery crite-
ria decreased from 62.9% in Cycle 1 to 29.7% in
Cycle 2.

Thus, there has been a further improve-
ment from the first cycle to the second; however,
the desired target achievement has not yet been
met. Therefore, it remains necessary to continue
implementing the Teaching Games for Under-
standing (TGFU) model in kasti instruction in
the subsequent cycles, as the average target has
not been reached according to the school’s Mini-
mum Completeness Criteria.

Table 4. Results of Cycle III Kasti Playing Skills
Assessment Data

students students
complete imcomplited
Amount 25 2
Percentage 92,6% 7,4%
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The results of the Cycle 3 assessment of
students’ kasti playing skills indicate that out of
a total of 27 students, 25 students met the mas-
tery criteria, representing 92.6% of the group.
Conversely, 2 students did not meet the mastery
criteria, accounting for 7.4% of the total.

Based on the results and observations from
Cycle 3, when compared to Cycles 1 and 2, it
can be concluded that there was an increase in
the number of students who achieved mastery in
kasti playing skills. Specifically, the percentage of
students meeting the mastery criteria rose from
37.1% in Cycle 1 to 70.3% in Cycle 2, and fur-
ther increased to 92.6% in Cycle 3. Additionally,
the percentage of students who did not meet the
mastery criteria decreased from 62.9% in Cycle 1
t0 29.7% in Cycle 2, and further declined to 7.4%

in Cycle 3.
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Figure 3. Graph of Kasti Playing Skills Results

There has been an improvement in stu-
dents’ playing skills in kasti instruction, as evi-
denced by the increasing percentage of students
achieving mastery based on the Minimum Com-
pleteness Criteria. In the pre-cycle, the percentage
of students who achieved mastery was 11.2%. In
Cycle I, this increased to 37.1%. In Cycle II, the
percentage rose to 70.3%, and in Cycle I1I, it fur-
ther increased to 92.6%.

The data obtained from the results of Cy-
cles I, I, and III indicate a positive change or ad-
vancement in students’ playing skills through the
implementation of the Teaching Games for Un-
derstanding (TGFU) model in kasti instruction.
As a result, the scores of the majority of students
at Heuleut I Public Elementary School Majaleng-
ka improved in accordance with the objectives of
this study, as shown in Figure 2.

According to (Qohhar & Pazriansyah,
2019), the Teaching Games for Understanding
(TGFU) model emphasizes the importance of
game context and direct experience, allowing

students to learn through active participation. In
the Teaching Games for Understanding (TGFU)
approach, students are guided to analyze game
situations, make strategic decisions, and adapt to
dynamic changes during gameplay. This instruc-
tional model aligns with the constructivist theory,
which posits that students build their knowledge
through practical experiences and social interac-
tions. Consequently, this approach enables stu-
dents to develop both cognitive and motor skills
simultaneously . (Hortigiiela Alcala & Hernando
Garijo, 2017)

The implementation of Teaching Games
for Understanding (TGFU) in physical educa-
tion learning has also been proven to enhance
students’ motivation and engagement. By pro-
viding students with opportunities to participate
in relevant and challenging games, they tend to
feel more connected to the learning material.
The study conducted by (Qohhar & Pazriansyah,
2019)demonstrated that students who learned
through the Teaching Games for Understanding
(TGFU) model were better able to apply strate-
gies in real game situations and had a deeper
understanding of game rules and objectives. Fur-
thermore, this approach also fosters the develop-
ment of social skills, such as teamwork and com-
munication, which are essential in a team-based
context. Therefore, further exploration of the
application of the Teaching Games for Under-
standing (TGFU). model in the context of sports
learning, such as in kasti games, is crucial to gain
a deeper understanding of its impact on students’
skills and comprehension. Therefore, the research
was concluded at Cycle III because the mastery
criteria were met, achieving a percentage greater
than 90%.

CONCLUSION

The implementation of the Teaching
Games for Understanding (TGfU) model has
demonstrated a significant improvement in stu-
dents’ skills in playing softball at Heuleut I Public
Elementary School Majalengka. Through a struc-
tured execution across several cycles, this study
revealed an increase in the percentage of students
meeting the mastery criteria, from 11.2% in the
pre-cycle to 92.6% in the third cycle. These results
indicate that the TGfU model is effective in enga-
ging students in the learning process, while also
promoting the development of technical skills
and strategic thinking in gameplay.

Furthermore, these findings emphasize
the importance of applying student-centered te-
aching methods, such as Teaching Games for
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Understanding (TGFU), within the context of
physical education. This model not only encoura-
ges active participation but also fosters a learning
environment that supports skill exploration and
mastery. Consequently, educators are encouraged
to continue utilizing the Teaching Games for Un-
derstanding (TGFU) approach to enhance skill
development and learning outcomes in sports,
particularly at the elementary school level.
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