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ABSTRACT 
In physical education, a pleasant atmosphere is needed. Because physical education is a subject that can help 
students get rid of boredom from learning subjects that are considered difficult. With a pleasant atmosphere 
in the learning material, students will feel comfortable and not feel forced when the teacher gives them 
movement assignments. An example is providing a game modification of one of the materials, which can be 
considered quite boring because it only focuses on physical activities and technical learning, namely athletic 
material. One of the numbers in athletics that can be used for game modification is the relay race, which can 
build a sense of cooperation between students. By providing game modifications to the relay race, students 
will feel more happy and comfortable when doing physical education learning on athletics material. Not only 
can the atmosphere make you happy, but it can also increase students' interest in learning physical education 
because they feel comfortable. To determine the level of student excitement, the tool used is an instrument 
in the form of a joy questionnaire. With the help of SPSS 26 to process the data after the research is done. 
The results of the research conducted showed that students who received therapy were more enthusiastic than 
those who did not. The percentage of students who received therapy was 46.19%, while the number of 
students who did not receive therapy was 9.5%. 
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INTRODUCTION 
  Physical Education, Sports, and Health (P.E.) is an integral part of the educational curriculum 

that aims to improve students' health and fitness (M. E. Winarno, 2018). Jesse Feiring Williams stated 

that physical education is a collection of various types of physical actions or movements carried out 

to achieve desired results. The concept of physical education shows how physical education has 

various relationships with emotional responses. The emotional responses in physical education are 

group behavior, mental learning, intelligence, and emotion (Abduljabar, 2011). The problem that 
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often occurs is that physical education learning is considered monotonous and less interesting for 

students. To overcome this, a modification of the relay race game is proposed as a method for creating 

a fun learning atmosphere and making students feel happy. One of them is in Athletics material. Eli 

Yuliawan said in (Musiandi & Taroreh, 2020) that athletics is a competitive sport with various 

competition categories based on basic human movement skills, including walking, running, jumping 

and throwing. Bahagia (2012) said that athletic material was considered quite boring and tiring 

because the learning only focused on students doing physical activities and movement techniques. 

Learning from modified relay games can be applied to students to increase their sense of joy and help 

them learn to work well together. According to Dimyati and Mudjiono, one of the factors that can 

increase student interest and learning outcomes is the teacher. Therefore, the quality of learning needs 

to be improved so that the learning atmosphere can be active and enjoyable. One thing that is needed 

is the teacher's skills in teaching and learning activities, which are related to achieving learning 

objectives, such as student motivation to learn. These skills can be in the form of the teacher's way of 

communicating with students (Khalijah et al., 2023). 

  This research has two objectives, namely, learning to work together with fellow students and 

also feeling happy when physical education learning takes place. Previous research shows that 

modifications to the relay game can increase students' enthusiasm for learning P.E. According to 

Meylani (2020), relay races can also be done using game modifications to make the learning 

atmosphere fun and can be used to help students learn locomotor movements. Relay is a team sport 

in athletics. Relay races can be held in groups or sequentially. There are four runners: the first, the 

second, the third, and the fourth. The relay number is different from other numbers because it features 

a pipe rod attachment that is passed from one runner to the next throughout the race (Natas Pasaribu 

& Daulay, 2019). Utami and Purnomo (2019) said that one of the factors that can cause low student 

interest in P.E learning or athletic material is because teachers do not provide learning methods that 

contain game modifications. If learning athletics material only focuses on technique, students will 

easily get bored, and student interest in learning athletics will remain low. However, with 

modifications to the relay game, students can get two things, namely, learning to work together with 

fellow friends and also feeling happy when P.E takes place. 

In learning material at school, at least the teacher provides time or something that makes 

students feel happy and not boring. Because basically, P.E is learning that allows students to learn 

movement activities and gives a pleasant impression when learning takes place, not leading to training 

on techniques in a sport. For example, in P.E, athletic material must also have aspects that make 

students feel happy when doing the learning. A sense of enthusiasm in students is very helpful in 
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achieving a learning goal. Jackson states in Teques et al. (2020) that joy can be described by a reflex 

with personal opinion, which can, for example, be shown by smiling. Motivation, interest, and 

excitement will be created in learning if the teacher can create a pleasant atmosphere. Happiness is a 

subjective thing that can be triggered internally or through individual judgment. With this 

background, this research will use a pure experimental research design with a quantitative approach. 

The research design used was a randomized control group pretest-posttest design.  

 

METHOD 

This study used true experimental design with a quantitative approach. The research design 

used was Randomized Control Group Pretest-Posttest Design. The study population consisted of all 

class XI at SMA Negeri 21 Surabaya, with a total of 359 students. The sampling technique used is 

cluster random sampling and the sample is 70 by 2 different class. Maksum (2018) says cluster 

random sampling is a random sampling technique by selecting groups or areas, not individuals The 

research instrument used was an enjoyment questionnaire that used a positive and negative Likert 

scale. The validity of the instrument is measured using the Safrit criterion, and the reliability of the 

instrument is measured by the total result of the reliability calculation. 

The data collection technique is carried out by giving enjoyment questionnaires to students. The 

collected data will be analyzed using data analysis techniques that are in accordance with the research 

objectives. In this study, modifications to the relay running game will be carried out using two types 

of games, namely XO Relay and InDus Relay. The XO Relay involves participants forming teams of 

4-5 people and using cardboard that is converted into the letters X and O. Meanwhile, the InDus Relay 

involves participants forming teams of 4-5 people and using cardboard that is changed from its 

original shape to cut form. By using modified relay running games, this research is expected to 

provide benefits for students in obtaining a pleasant learning experience and for teachers in obtaining 

new references to learning methods. Thus, this research is expected to contribute in improving student 

learning experience and provide new references on learning methods for P.E. teachers. The data 

analysis technique used in this study is quantitative descriptive analysis (mean, standard deviation, 

normality test), homogeneity test, independent sample t-test, paired sample t-test, and improvement 

in results. 
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RESULTS AND DISCUSSION 

Results 
This study details a pure experimental design with a quantitative approach using Randomized 

Control Group Pretest-Posttest Design. The population taken was all class XI students at SMA Negeri 

21 Surabaya, with a total of 359 students. Sampling is carried out using cluster random sampling 

technique. The variables of the study consisted of independent variables (modification of relay 

running games) and bound variables (student excitement). The research instrument used an enjoyment 

questionnaire with a Likert scale. Data analysis was performed using SPSS 26, including normality 

test, homogeneity test, and t-test of different and similar samples. 

Research on the effect of relay running game modification on student excitement has been 

carried out and has enough results to be said to have an influence on student excitement. The data that 

has been obtained is processed using SPSS 26 to calculate the results of data from the study. The 

number of respondents from the entire sample was 70 students who were divided into a control group 

with a total of 33 students and in the experimental group had 37 students. In the control group that 

was not given the treatment had low levels of excitement. The evidence is listed from the comparison 

of the mean on the pretest and posttest which is said to be not far apart. The mean in the control group 

was 29.12 with a standard deviation of 1.510 in the pretest and a mean of 33.64 and a standard 

deviation of 2.913 in the posttest value. The average of these values is only 4.52 which can be tied 

not much from pretest scores to posttest scores. While the experimental class has a mean of 24.22 

with a standard deviation of 1.734 in the pretest value and 50.30 the mean value with a standard 

deviation of 3.574 in the posttest value which is said to have a fairly high value difference, which has 

a difference of 26.08 in the mean value. Here are the data from the mean, minimum, maximum, and 

standard deviation values in the control and experiment classes: 

 
Tabel 1. Mean Control Class and Experiment Class 

Control  Experiment 
Pre Post Pre Post 

Min. Max Min. Max. Min. Max. Min. Max. 
26 32 33 40 21 29 45 56 

Mean 
29,30 33,79  24,22 50,30  

Standard Deviation 
Pre Post  Pre Post  

1,510 2,913  1,734 3,574  
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From the explanation of the research results that have been listed in the table above, it can be 

said that each class has a different value result in the mean value during the pretest and during the 

posttest. The control class had a slight increase in the results because it did not get treatment, while 

the experimental class had an increase that could be said to be quite high. Because before the treatment 

was given an average value of 24.22, while after the treatment was over it had an average value 

increase of 50.30. Here is a comparison of the average scores in each group: 

 
Figure 1. Pretest-Posttest Mean Difference Diagram 

 
In a study, a normality test is needed to find out that the data is normally distributed. Maksum’s 

(2018)says that data can be said to be normal if it is >0,05. The results of the normality test have been 

carried out in the control group and the experimental group which have normally distributed 

values. The following are the results of the research data that have been obtained: 

Tabel 3. Normality Test Data 
Group Data Result Information 

Control Pretest 0,150 Normal 

  Posttest 0,058 Normal 

Experiment Pretest 0,170 Normal 

  Posttest 0,081 Normal 

  
In accordance with the table above, the data in each group are expressed as normally 

distributed. Because in the normality test, the data can be said to be normal if it has a value of 

>0.05. Meanwhile, if the results do not reach or <0.05 then the data is said to be abnormal. The control 

group had a normality test result on the pretest of 0.150 and a posttest value of 0.058 which can be 

declared normally distributed because it has a value that exceeds 0.05. The experimental group also 

had results that were also said to be normal because they had exceeded the value of 0.05, namely 
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the pretest value of 0.170 and the posttest value had a value of 0.081. The percentage results from the 

control class have very low excitement, namely only having an excitement level of only 9.50%. Meanwhile, it 

can be said that excitement is high, in the range of 70%. Meanwhile, the experimental class that had been given 

treatment with a modified form of the relay race game had a moderate level of excitement, namely 46.19%. 

The difference in the percentage results for the two groups is stated to be very far apart, namely around 36.4%. 

So, with the results of this percentage, it can be said that the hypothesis is accepted. 

 

 
Figure 2. Percentage Difference Diagram Data 

Discussion 

The result discussion of research using data tested through SPSS 26 show a focus on 

modifications to relay running games, such as the XO Relay and the Indus Relay, in P.E. The results 

showed that both games had a moderate effect, increasing the level of excitement among students in 

the experimental group. Initially, the pretest showed that the students' average scores were quite low, 

but after treatment, there was a significant increase. The posttest showed an increase in the average 

score on the questionnaire by a total of 50.20. The conclusion from these results is that modification 

of the relay game can increase students' excitement about P.E. The group that received the treatment 

showed an excitement level of 46.19%, while the group without treatment only had an excitement 

level of 9.50%. This shows that game modification has a positive impact on student enjoyment. This 

conclusion is in accordance with the goals of physical education, such as sportsmanship, 

responsibility, and democracy. 

This research is relevant to Sani’s (2020), who in this research also wanted to know the students' 

level of excitement if they were given treatment in the form of game modification. Every research 

project certainly has advantages and disadvantages during the data collection process. The relevant 

research has a percentage level that can be said to be quite low because it has a result of 7.98%. In 

this research, the reasons why student excitement is said to be low are explained. The reason why 
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excitement is low is because the modified sepak takraw game is said to be quite difficult for students 

to master. In Rini's (2017) previous research, the final percentage results in assessing student skills 

were in the low category, namely 16.76%. From the research of two previous researchers, it can be 

concluded that what influences high or low levels of success is the level of difficulty of the material 

used. 

This research provides relevance to other research that also examines students' level of 

excitement through game modification treatment. Previous research showed quite low results, citing 

material difficulties. However, this research shows a higher increase, caused by the use of material 

that is considered easier for students to master. According to Retno’s (2020), learning activities using 

games can significantly improve the development of motor movements in students. By using games, 

students can engage in various kinds of movements that can make the body fit. Even though this 

research has a drawback in that the implementation time was less effective with only 2 meetings, the 

results still provide a positive picture of the effectiveness of the modified relay game in increasing 

students' excitement in P.E. The implication of this research is that P.E teachers can consider using 

game modifications to maintain student excitement and prevent boredom in learning. 

Thus, it can be concluded that the modification of the relay running game has a significant 

positive impact in increasing student excitement in learning P.E (Darani, 2021). These findings 

make an important contribution in the development of more innovative and entertaining learning 

strategies to enhance students' learning experiences in secondary school. 
 
CONCLUSION 

From the results of this study, it can be concluded that the modification of the relay running 

game has a significant positive impact in increasing the level of student excitement during the P.E. 

learning process at SMA Negeri 21 Surabaya. The experimental group that underwent game 

modification showed a meaningful increase in excitement levels, while the control group that did not 

experience modification showed lower levels of excitement. These findings indicate that modification 

of relay running games can create a more pleasant learning atmosphere for students, reduce the 

potential for boredom, and increase excitement, especially in P.E. learning. 

P.E. teachers should consider presenting interesting and entertaining games on each topic 

taught. The use of modified relay running games can be used as an effective strategy in creating a 

positive and fun learning experience for students. The application of this game variation is expected 

to maintain the level of student engagement, prevent boredom, and increase motivation in following 

learning. Therefore, this research makes a significant contribution in guiding a more dynamic and 

exciting learning approach in the P.E. classroom. 
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