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Abstract: The purpose of this research is to find out whether the application of the playing method can
improve the learning outcomes of forward guling. The benefit of this research is to provide educators with
an overview of the use of appropriate playing methods in teaching and learning activities, so as to improve
the quality of learning outcomes. The type of research used in this research is action research and carried
out in two cycles, each cycle begins with planning, action, observation, and reflection. The subjects of this
study were 36 students of SMA N 15 Semarang grade XI.A-1. Data was collected from observations and
results of forward guling learning tests. The results of this study indicate that there is an increase in student
learning outcomes, as evidenced in the first cycle of students who succeeded 22 students (61.1%). In cycle
II there was a significant increase in that 29 students (80.5%) completed. In addition, the playing method
can increase student activity in learning to guling forward. Thus it can be concluded that the application of
the effective playing method to improve student learning outcomes in forward guling learning at SMA N 15
Semarang class XI.A-1. To teachers to be able to apply the results of this research on an ongoing basis so
that they can apply this playing method as an alternative in the learning process as an effort to improve
student learning outcomes, especially gulinging forward.
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INTRODUCTION

SMA Negeri 15 Semarang is one of the State Senior High Schools in Central Java
Province, Indonesia. Similar to senior high schools in general in Indonesia, the school
education period at SMA N 15 Semarang is taken in three years starting from class X to
class XII for the regular program. Based on the practical assessment carried out on Friday,
May 12, 2023, on 36 students in class XI.A-1 SMA N 15 Semarang, there were 15 students
or 41% who achieved the KKM in the subject of Physical Education and Health. Physical
Education and Health learning, especially the forward roll material or commonly called
the forward roll, has not been able to be practiced properly by students. The forward roll
material is considered difficult, especially for female students who rarely do sports,
because doing a forward roll requires balance.

The less pleasant learning atmosphere is also a factor that influences the
implementation, this is because the methods used are not varied enough, so students feel
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bored with learning the forward roll. This makes teachers have to be more creative in
applying the methods used during learning.

In addition, the provision of material that is too short and the lack of approach to
students makes it more difficult for general students to do forward rolls properly and
correctly, so that the target of the learning is not achieved. Floor gymnastics learning,
especially forward rolls, still encounters many problems in its implementation, the
implementation of floor gymnastics learning, especially forward rolls, is less than
optimal. The lack of teacher creativity, the lack of approach and the use of methods that
are still common are some of the basic problems that need to be solved. Based on the
description above, there are several problems that must be solved immediately so that
learning objectives are achieved. Following up on this, the researcher provides a play
approach by using several types of games in the learning process as an effort to improve
the learning outcomes of floor gymnastics forward rolls that are more effective and
better.

METHOD

This type of research is classroom action research (CAR). Classroom action
research is an effort to improve learning practices to make them effective. Therefore, the
researcher chose classroom action research on the grounds that through the physical
fitness approach in the research cycle, the planned goals can ultimately be achieved. CAR
is a way to improve and increase the professionalism of educators because educators are
the people who know best everything that happens in learning (Mulyasa, 2015:88). The
model used in this study is the Kemmis and Mc Taggart model. According to the Kemmis
and Mc Taggart (1994), the implementation of classroom action research (CAR) includes
four steps, namely: (a) Formulating problems and planning actions, (b) Carrying out
actions and observations or monitoring, (c) Reflecting on observation results, (d)
Changing or revising planning for further development. The following figure is the
research flow of the Kemmis and Mc Taggart model.

The research used is classroom action research (CAR) in which there are two
cycles, namely cycle 1 and cycle 2 using a play approach. The subjects of this study were
students of class XI.A-1 SMA N 15 Semarang where there were 36 students in one class.

The instrument used during data collection was observation, which included
activities of paying attention to an object using all senses. So observation is a method of
collecting data that is carried out intentionally by directly observing the object being
studied. Observation aims to determine the results of learning forward rolls.

Figure 1. Basic illustration of the PTK cycle (Kasbolah in Yumaniar, 2022)
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RESULT AND DISCUSSION
Result

This study used one class of research subjects, namely class XI.A-1, in accordance
with the working principles of Classroom Action Research (CAR). In the learning process
in the classroom, the research subjects were also given tests in each cycle, with the aim
of determining the increase in student learning outcomes after participating in floor
gymnastics learning on forward rolls using the game method. From the results of the
overall learning analysis of cycle 1, it can be concluded as follows:

Table 1. Cycle 1

No Predicate Value Predicate Value Percentage

1. 85-100 Very Good 3 8,33%

2. 75-85 Good 10 27,77%

3. 75-79 Enough 9 25%

4. <74 Not Enough 14 38,88%
Value 36 100%

The average floor exercise score for cycle 1 in front tumbling for class XI.A-1
students at SMA N 15 Semarang increased from initially only 15 students passing or
41.3% to 61.12%. Very good grades (A) were obtained by 3 students or 8.33% of the total
36 students. As many as 10 students or 27.77% of the total 36 students obtained an
increased grade (B). A sufficient score (C) was obtained by 9 students or 25% of the total
36 students.

Based on the results in cycle 1, student learning outcomes show an increase both
classically and individually. Apart from that, the play approach used also fosters activity,
enthusiasm, cooperation, and develops students' understanding and skills. The
percentage of student learning completeness based on the table above in cycle I reached
61.1%. Because the percentage was still below the success target, the research continued
to cycle 2.

This research uses research subjects from one class, namely class XI.A-1, in
accordance with the working principles of Class Action Research (PTK). In the learning
process in class, research subjects were also given a test each cycle, with the aim of
finding out the increase in student learning outcomes after taking part in floor exercise
using front roll material using the game method.

Table 2. Cycle 2

No Predicate Value Predicate Value Percentage

1. 85-100 Very Good 8 22,2%

2. 75-85 Good 12 33,33%

3. 75-79 Enough 9 25%

4., <74 Not Enough 7 19,44%
Value 36 100%

The average floor exercise score for cycle 2 in the front tumbling material for class
Very good grades (A) were obtained by 8 students or 22.22% of the total 36 students. As
many as 12 students or 33.33% of the total 36 students obtained an increased grade (B).
A sufficient score (C) was obtained by 9 students or 25% of the total 36 students.

Based on the results in cycle 1, student learning outcomes show an increase both
classically and individually. Apart from that, the play approach used also fosters activity,
enthusiasm, cooperation, and develops students' understanding and skills. The
percentage of student learning completeness based on the table above in cycle I reached
80.5%. From the results above in cycle 2, classical completion has reached the minimum

page. 48



Journal of Physical Education Innovation
Muhammad Farkhan Tri Negoro, Iswinardi’, Heny Setyawati’, 1(2), 46-50 | [2024]

target so that the classroom action research can be said to be successful and the game
method can be applied to learning floor exercise with front roll material.
Discussion

Results from Cycle 1 showed a significant improvement in student learning
outcomes, reaching a completeness level of 61.1%. This improvement is attributed to
the play approach, which increases student engagement, cooperation, and skill
development. The following section outlines the effectiveness of this approach and its
implications for future cycles. Impact of the Play Approach on Learning Outcomes The
play approach encourages active participation, leading to increased enthusiasm
among students, which is critical for learning engagement (Desman laia et al., 2023).
Research shows that guided play can significantly improve a variety of skills, including
social interactions and cognitive abilities, thereby improving overall learning
outcomes (Fletcher et al.,, 2024). Comparison with Other Learning Models In a study
using the Student Team Achievement Division (STAD) model, learning outcomes
increased from 42.42% to 64.64% in Cycle 1, indicating the effectiveness of
cooperative learning strategies (Dikri et al., 2023). Another study on Problem Based
Learning (PBL) reported an increase from 34% to 100% in student learning outcomes,
indicating that a structured approach can also produce significant improvements (Eva
Nizar & Harahap, 2024) Although play approaches have shown promise, it is important
to consider that different learning models may produce varying results based on
context and student demographics. Further research could explore the integration of
multiple pedagogical strategies to optimize learning outcomes in various educational
settings.

The results of cycle 2 show that classical compliance in learning floor exercise,
especially the front roll, has met the minimum target, indicating the success of
implementing the game method. This approach has shown significant improvements
in student engagement and learning outcomes, as proven by various studies. Improved
Learning Outcomes In a study conducted at SD Negeri 70 Lubuklinggau, average
student activity increased from 48.75% in cycle I to 72.5% in cycle II, indicating
increased involvement through the game model (Triwijaya, 2024). The percentage of
students who meet the minimum competency standards (KKM) increased from
66.66% to 88.88% between cycles, indicating effective learning outcomes (Triwijaya,
2024). Effectiveness of Game Methods Game methods not only improve student
performance but also foster a more interactive learning environment, which is very
important for physical education (Triwijaya, 2024). Similar findings were reported in
other studies, where varied teaching methods, including games, led to significant
improvements in gymnastics skills among students (Handayani et al., 2023). Although
game methods have been proven to be effective, it is important to consider that not all
students may respond equally to this approach. Some may benefit more from
traditional methods, highlighting the need for balanced instructional strategies.

CONCLUSION

Based on the results of the study and discussion, it can be concluded that learning
by implementing the play method in learning forward roll gymnastics for class XI.A-1
students of SMA N 15 Semarang has increased learning outcomes, namely the percentage
of completion of forward roll learning outcomes in cycle I is 22 students (61.1%%) and
for cycle Il it is seen a significant increase that students who completed the number of 29
students (80.5%) which means that the application of the play method can improve the
learning outcomes of forward rolls. The application of the play method turned out to be
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effective in the process of learning forward roll gymnastics which is packaged in the form
of a game. In addition, this method can be useful in creating a better learning atmosphere,
because students feel happy and excited in receiving and following forward roll
gymnastics learning.
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