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Abstract 
The study's purpose was to improve students’ Higher Order Thinking Skills (HOTS) through learning using the 
Teaching Game For Understanding (TGfU) as a medium. This study uses purposive sampling with the provision of 
classes that have a low average value of physical education. 
Materials and methods. This research is classroom action research (CAR). The sample used in this study consisted of 
one class totaling 32 students. 
Results. The results of the study were that in the first cycle there were two assessments carried out, namely when 
playing the first game and the second game. In the first game students got a pretty good score, namely for the average 
SEI (Skill Execution Index) value of 0.72 from the highest score of 1 with a percentage of 72%, In the second cycle, 
the treatment given to students was still the same as the treatment in 1st cycle. In the second cycle, this time in the 1st 
game the average SEI value increased to 0.79 with a percentage of 79% then DMI increased to 0.81 with a percentage 
of 81% and the SI value increased to 0.81 with a presentation of 81%. 
Conclusions. The learning process using TGfU can improve students’ HOTS skills. Learning TGfU with attacking 
and defending games, can improve decision making, execution skills, and player support which can be seen from 
each indicator that is determined to have increased from each cycle carried out by students. Hopefully, this research 
can be a support for Physical Education to grow more advanced.
Keywords: teaching game, thinking skill, classroom action research, physical education.
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Introduction

In teaching Physical Education (P.E.) and sporting ac-
tivities, a directed engineering concept should be used (a 
technique-led approach) (Nasrulloh et al., 2021). The main 
purpose of using this approach is to help learners to be aware 
of the kinds of techniques required to play various sports 
activities. Students may be able to develop good techniques 
at various sporting abilities but have very little knowledge of 
the game. Giving learning experiences is done with multi-
purpose, multi-method, multi-source and media by making 
students the subject of learning (Kristiyanto et al. 2020).

P.E. is one of the subjects in the 2013 curriculum. P.E. is 
an integral part of the national education program, aims to 
develop aspects of physical fitness, movement skills, critical 
thinking skills, social skills, reasoning, emotional stability, 
moral action, a healthy lifestyle and the introduction of a 
clean environment through the provision of learning experi-
ences and carried out systematically based on the values   of 
faith and devotion to God Almighty (Sutapa et al., 2020).

Creativity or the application of a knowledge of the abil-
ity to exercise to an alternative learning approach that can be 
applied. A response to claims that teaching games for under-
standing was not developed as a theoretically based peda-
gogical framework (Harvey et al., 2018). TGfU attracted the 
attention of all sports teachers. TGfU is an instruction model 
that focuses on developing the abilities of students (Wang, 
M., & Wang, L. 2018). Recent studies have tended to com-
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pare or concentrate on the knowledge, psychological and 
affective outcomes of this approach (Gil-Arias et al., 2020). 
Research shows that tactics are more useful than approaches 
and their results support the development of new teaching 
theories in game-game teaching (Fani & Sukoco, 2019).

Low student achievement is not caused by a lack of abili-
ties, but a lack of motivation to learn so that students do not 
direct all their abilities (Mandigo et al., 2019). For this reason, 
teachers are required to be more creative in the learning process 
starting from determining learning objectives, learning design, 
using learning media, and applying appropriate learning mod-
els, so that the expected learning objectives can be achieved 
properly. One of the strategies that teachers can do to achieve 
the desired learning objectives is to determine the learning 
media that suits their needs (Lodewyk & Bracco, 2018).

The learning model “tactical approach is a learning 
model that is often applied to sports games that emphasize 
understanding play tactics” (Barba-Martín et al., 2020). 
Learning sports games through a tactical approach can help 
students in making tactical and strategic decisions when 
playing games (Abad Robles et al., 2020). Learning games 
using a tactical approach model is an effective method of 
decision making in sports games, and should be used as the 
main goal in learning sports games (Gambles et al., 2018). 
Therefore, games are included as an important component in 
the physical education curriculum because it is better if 65% 
of physical education learning is more in the form of games 
(Gambles et al., 2018). More than 50% of the time spent in 
physical education programs at the School of Alberta is more 
directed towards learning games (Salimin et al., 2018).

The early recognition of this tactical approach was based 
on the findings of Bunker and Thorpe in 1982, through 
the concept of Teaching Game for Understanding (TGfU) 
(Memmert et al., 2015). In TGFU students learn a game that 
is directed to awareness of playing tactics and problems when 
tactical actions are taken. TGfU is designed to focus on devel-
oping tactical awareness and decision making with a frame-
work of play or an appropriate form of play.” Thus, when we 
apply a tactical approach to game learning, the TGfU concept 
must be embedded in the thinking of a physical education 
teacher. This pattern is illustrated in the sequence of learning 
games in the TGFU frame, namely (1) play, (2) game appre-
ciation, (3) tactical awareness, (4) decision making, (5) skill 
implementation, (6) performance (Listyarini et al., 2021).

In TGFU, it is necessary to consider the need for knowl-
edge and tactical understanding of a game, but many teach-
ers prohibit the use of this model, especially in terms of 
providing material game and physical limitations. Conse-
quently, the original TGfU was simplified into a three-level 
tactical approach (Tactical Games Approach / TGA) which 
focused on the three basic components in physical educa-
tion lessons. The three components are: (1) modifying and 
simplifying the game, (2) developing awareness of tactics 
and solving problems through questions, and (3) developing 
skills such as individual motion using the ball and without 
the ball. Game modifications are designed or conditioned 
towards tactics in various game situations, such as defending 
the area or directing the ball to the target. All game condi-
tions are always related to the rules, scoring methods, and 
objectives of the game, as well as providing the structure and 
purpose of the game. Learning the game through a tactical 
approach will get joy, excitement and motivation.

After studying several TGfU concepts described by sev-
eral experts, and based on the opinion of Metzler and Hous-
ner (2009: 9) in Chapter I, it is known that the TGfU which 
was developed in England in the 1980s according to Grif-
fin, Mitchell, and Oslin, the term is “Tactical Games Model 
(TGM)” (Armour et al. 2009). The Tactical Games Model 
(TGM) is the same as the Teaching Game Approach (TGA) 
which in the implementation of learning tends to refer to the 
relationship and the overall learning plan which includes: 
(1) theoretical basics, (2) statement of learning outcomes, 
(3) teacher knowledge skills, (4) develop adjustment and 
grouping of learning activities, (5) expect teacher and stu-
dent behavior, (6) unique task structures, (7) assess learning 
outcomes, and (8) provide direction the model itself. There 
are three main assumptions in-game learning with a tactical 
approach, namely: (1) the game is modified in a represen-
tative manner to facilitate the form and conditions of the 
game (such as changes in game rules) which lead to tactical 
problems found in the game; (2) the game makes assessment 
easier; and (3) the game generally has a tactical problem, its 
basic form includes a classification system and a play tac-
tic model structure. The classification system includes four 
main categories, namely (a) target play, (b) running / field 
games, (c) net games, and (d) invasion games.

The coaching process is a decision-making process in 
which the trainer is tasked with implementing the decisions 
that define practice. Training requires versatility because of 
the multitude of decision-making, including how to plan 
training sessions and training assignments. Training ses-
sions, especially training assignments, mean developing 
abilities, or innate skills of players. Various studies have 
been conducted to assess how teaching and training of team 
sports are carried out through task analysis, with a major 
focus on the stages of sports initiation. From a non-linear 
pedagogical perspective, the analysis of the tasks for teach-
ing and training sports designed by the coach is essential. 
This allows us to examine the context in which athletes learn 
(i.e. learning situations) and adapt to them sporting dynam-
ics. Non-linear pedagogy characterizes the learning process 
in team sports as an unstable (non-linear) process, in which 
students must respond to the limitations and changes pre-
sented in learning situations with dynamic behavior and 
change according to the situation.

From a non-linear pedagogical perspective, there are 
proposals for the design of practice situations, based on 
ideas from Teaching Bunkers and Thorpe Games for Under-
standing (TGfU) in 1986, which were further developed by 
Mitchell and Oslin (2005). TGfU is highlighted as a teaching 
model for team sports from an alternative perspective. This 
model proposes the teaching of sports from the structure 
and understanding of the game itself, in which the devel-
opment of athletes regarding tactics and decision making 
is given special importance. In line with this, during the 
exercise initiation stage, developing the athlete’s cognitive 
skills is very important. Games with limitations and small 
games are the training tools and game situations proposed to 
teach team sports by the TGfU Model in the sports initiation 
stage. From the background above, this research has the aim 
of improving higher-order thinking skills or in other words, 
the High Order Thinking Skills (HOTS) of students through 
learning using the Teaching Games For Understanding 
(TGfU) method.
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Materials and methods

Study participants

This research is a classroom action research (CAR). Data 
collection in this research was conducted at SMP Negeri 2 
Godean, Sleman, Yogyakarta in November 2019. The partici-
pants in this study were students of class VII D at SMP Negeri 
2 Godean. The sample used in this study consisted of one class 
totaling 32 students. Consisting of 20 female students and 12 
male students. Sampling using purposive sampling with the 
provisions of the class that has a low average P.E. value.

Study organization

In this study, using 2 cycles to describe the improvement 
in the HOTS skills of students through TGfU learning. The 
research data collection technique used an observation sheet 
with the following criteria: 1). Decision making (decision 
making), the criteria for making decisions are: when doing 
offense students can make the right decisions when passing. 
Shoot when unable to pass a motion. Performs a layup when 
not guarded by the enemy. Meanwhile, when in defense, 
students can decide when to steal or grab the ball. 2). Skill 
execution (skill execution). The standard criteria used as cri-
teria are: when students commit violations accurately, they 
reach the appropriate friend/recipient. Can print numbers. 
Meanwhile, when students can do intercepts appropriately. 
3). Support (support). With the criteria when committing 
violations Students try to change positions to accept surgery 
from friends / open space to get surgery or perform screen-
ing. Meanwhile, when doing defense students are Keeping/
marking opponents who do not carry the ball.

Statistical analysis

The data analysis technique used in this study used de-
scriptive analysis. Data analysis in this study was carried out 
by researchers and collaborators reflecting on the results 
of observations on the learning process carried out by the 
teacher and students in the classroom. The qualitative data 
in the field notes were processed into meaningful sentences 

and analyzed quantitatively. The data analysis technique is 
used sequentially, namely data reduction, data presentation, 
and conclusion drawing. Data reduction in this study in-
cludes selecting data through a summary or brief descrip-
tion and processing the data into a more targeted pattern. 
Thus data reduction is a form of analysis that sharpens, clas-
sifies, directs so that a verifiable conclusion can be drawn. 
In addition, this study also compares the suitability of the 
learning plan together with the collaborator that has been 
adjusted to the ongoing learning.

Results

Cycle 1

In the first cycle, learning was carried out using the TGfU 
learning model through attack and defense games. Initially, 
the teacher divided students into groups consisting of groups 
of women and groups of men, each group consisting of 3-5 
people according to the number of students. Learning is 
quite conducive and the teacher has also conveyed the stages 
of learning well, as evidenced by enthusiastic students dur-
ing learning and experiencing progress in learning.

In this first cycle, two assessments were carried out, 
namely when working on the first game and the second 
game. In the first game, students get a pretty good score, 
namely for the average SEI score (skill implementation in-
dex) of 0.72 from the highest value of 1 with a percentage 
of 72%, then the average DMI (decision-making index) was 
0.74 with a percentage of 74%, and the SI (support index) 
value was 0.76 with a percentage of 76%.

After doing the first game the teacher evaluates and 
takes the second measurement. From the second game, the 
increase in the increase of each of the following criteria: SEI 
reaches 0.75 with a percentage of 75% then DMI increases to 
0.79 with a percentage of 79%, and the SI value increases to 
0.79 with a percentage of 79%.

Thus the average student gets a good score for the meet-
ing in this first cycle. However, because there are still some 
students who have unsatisfactory scores or below the desired 
KKM, which is 75 of the total scores. Then there will be 
evaluation and improvement in the second cycle.

Figure 1. Research flow

Figure 2. Diagram of games 1 and 2 in Cycle 1

Cycle 2

In the second cycle, the treatment given to students was 
still the same as the treatment in cycle 1. In the second cycle, 
this time in the first games, the average SEI score increased 
to 0.79 with a percentage of 79% then the DMI increased to 

Cycle 1
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0.81 with a percentage 81%, and the SI value increased to 
0.81 with a presentation of 81%.

In the second game, the teacher again gave evaluations 
to students and the result was an increase in all the assess-
ment criteria. For the average SEI value increased to 0.82 
with a percentage of 82%, then the IDM value increased to 
0.83 or 83% and the SI value increased to 0.83 with a per-
centage of 83%. In this second cycle, the results can be seen 
and we can compare where from the first cycle to the second 
cycle there is a high enough difference from each of the pre-
determined criteria which we can see in the following graph:

the effects of programs in decisions, greater improvements in 
decisions with the ball were found in TGFU compared to DI.

By the end of the TGfU basketball unit, students modi-
fied the conceptual content of their tactical knowledge, as 
significant increases in their scores in all concepts, goals, 
conditions and predictions were observed. This increase in 
all concepts allowed students to have a greater capacity to 
reflect upon on executed actions and its influence on future 
actions. Moreover, a significant increase in conditions is im-
portant, because this shows that students generated specific 
advanced conditions to adapt and modify their interpreta-
tions of every game action over the course of the TGfU unit. 
Thus, students displayed a more in-depth tactical approach 
to the game situations they observed, continuously repre-
senting relevant information, which allowed them to explain 
how the players they observed would choose relevant skills 
to be executed (i.e. “if he cannot find one, he passes to his 
teammates or he just passes it off the wall”; “he charges for 
the ball when he has the chance to”) (McPherson & Ker-
nodle, 2007).

Likewise, these changes demonstrate that the students 
were more competent in modifying their interpretations of 
the game actions during each game play episode they ob-
served, updating their action plan profiles (tactical action 
models faced with explicit conditions) and current event 
profiles (tactical condition prototypes used to take deci-
sions), and referring to these profiles with an increasing level 
of complexity (McPherson, 2008). These changes in concep-
tual content lead to greater cognitive flexibility and greater 
capacity for participants to predict possible game events (i.e. 
“he knows when passes are going to be made to the other 
team”; “she anticipates that the other teammates is going to 
go into the direction towards their goals”) that would help 
them select an effective response during game play (McPher-
son & Kernodle, 2007).

Regarding motor development through TGfU model 
studies González-Víllora et al. (2019), and Wang, M., and 
Wang, L. (2018), improved physical and physiological per-
formance was shown, as well as levels of physical activity. 
Moreover, a novel study by García-González et al. (2020) 
showed that a hybrid Sports Education/TGfU volleyball 
teaching unit permits designing learning environments 
where students can make decisions and assume responsi-
bilities, perceive themselves as skilled, and establish positive 
relationships with teammates. One more study by Broek et 
al. (2011) confirmed that an instructional model consisting 
of TGfU, sports education, cooperative learning and peer 
instruction with a determinant contribution of thoughtful 
decision-making skills might be key elements to create a 
powerful learning environment in which students can be-
come self-regulated. The results from the current study by 
Barba-Martín et al. (2020) showed that the TGfU model 
improves not only the tactical knowledge but also the techni-
cal knowledge, which was confirmed by improved volleyball 
skills in our students. Therefore, our results and the results of 
the different studies highlight the TGfU as a positive peda-
gogical model in PE by promoting learning through under-
standing and knowledge, thus enjoying the fun of playing, 
which was confirmed in our study showing better enjoyment 
than PE classes.

Several limitations and future research directions should 
be considered. First, the small number of participants limits 

Figure 3. Diagram of games 1 and 2 in cycle 2

Cycle 2

Based on these results, it can be compared to the results 
of cycle 1 and cycle 2, there is an increase in each learning 
carried out, thus learning using TGFU through an effective 
attack and defense games to improve children’s cognitive 
abilities, especially the HOTS ability of the child.

Discussion

Based on the comparison of the results of cycle 1 and 
cycle 2, there was an increase in each lesson carried out, 
thus learning using TGfU through attacking and defending 
games was effective to improve students’ cognitive abilities, 
especially the HOTS abilities possessed by these students. 
These results are in accordance with the research of Gil-
Arias et al. (2021) that significant differences in student 
motivation were observed for both boys and girls who par-
ticipated in the hybrid TGfU/SE unit in both analyses across 
all motivational outcomes. Furthermore, Batez et al. (2021) 
denoted that the effectiveness of the TGfU model of short 
duration (12 lessons) in an educational context to improve 
volleyball skills.

In addition, a research by Harvey et al. (2020) denoted 
that the effectiveness of the TGfU unit in developing adapta-
tions to long-term memory that improved the quality of the 
students’ tactical knowledge at all three levels of analysis 
(conceptualcontent, sophistication, and structure). the need 
to use pedagogical models such as TGfU to increase stu-
dents’ capacity to evaluate game situations and develop their 
tactical reasoning. Meanwhile, the research by Sierra-Ríos et 
al. (2020) claimed that TGfU seems to be more appropriate 
than direct instruction to increase the light PA levels during 
sessions while no significant differences were found between 
programs in moderate and vigorous intensities. Regarding 
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the capacity to generalize the results. Consequently, future 
research can extend the current sample by, for example, in-
creasing the number of students who complete the task in 
each class, and/or by using more PE classes/PE teachers at 
the same/different schools. Second, researchers did not in-
clude a control group to test the differences between groups. 
Therefore, it is not possible to guarantee that significant 
changes in tactical knowledge were a sole consequence of the 
TGfU unit. Third, only one TGfU unit has been developed in 
the current study. Consequently, it would be valuable to rep-
licate this study and examine the effect on tactical knowledge 
over a more longitudinal time frame with the application 
of consecutive TGfU units in different team sports. Finally, 
future research could capture game performance data to link 
these data to student tactical knowledge development.

Conclusions

Based on the research result above, it can be concluded 
that learning using TGfU can improve students’ HOTS skills. 
From TGfU learning through attack and defense games, it 
can improve decision making, skill execution, and player 
support, which can be seen from each determined indicator 
that has increased, from each cycle that is carried out.

There are many limiations in this research both in terms 
of time and existing facilities and infrastructure. Construc-
tive suggestions are needed to build better research. It is 
hoped that after this research, there will be further research-
ers that develop Teaching Game for Understanding (TGfU), 
which will later build and open the gates of progress in the 
field of education in Indonesia to grow more advanced.

Acknowledgement

This research is supported by Fakultas Ilmu Keolah-
ragaan, Yogyakarta State University, Indonesia and Institute 
of Advanced Science, Engineering, and Education (IASEE), 
Malaysia.

Conflict of interest

All the authors of this research declare if there is no 
conflict of interest for this research.

References

Nasrulloh, A., Deviana, P., Yuniana, R., & Pratama, K. W. 
(2021). The Effect of Squat Training and Leg Length in 
Increasing the Leg Power of Volleyball Extracurricular 
Participants. Teorìâ ta Metodika Fìzičnogo Vihovannâ, 
21(3), 244-252. https://doi.org/10.17309/tmfv.2021.3.08

Kristiyanto, A., Prasetyo, Y., Pratama, K. W., Karakauki, M., 
Mustapha, A., & Idrus, S. Z. S. (2020, April). Access to 
The Utilization of Science and Technology of Sports 
and Familiarity of the Sports Community towards 
Technologically Based Devices. In Journal of Physics: 
Conference Series, 1529(2), 022099. IOP Publishing. 
https://doi.org/10.1088/1742-6596/1529/2/022099

Sutapa, P., Prasetyo, Y., Pratama, K. W., Karakauki, M., 
Mustapha, A., & Idrus, S. Z. S. (2020, April). Motor 
Development Index (MDI) Based on Combination 

of Human Development Index (HDI) and Sport 
Development Index (SDI) as a Success Parameter of 
Motor Development among Preschool Children: An 
Observational Study. In Journal of Physics: Conference 
Series, 1529(3), 032003. IOP Publishing.  
https://doi.org/10.1088/1742-6596/1529/3/032003

Harvey, S., Pill, S., & Almond, L. (2018). Old wine in new 
bottles: a response to claims that teaching games for 
understanding was not developed as a theoretically based 
pedagogical framework. Physical Education and Sport 
Pedagogy, 23(2), 166-180.  
https://doi.org/10.1080/17408989.2017.1359526

Wang, M., & Wang, L. (2018). Teaching Games for 
Understanding Intervention to Promote Physical Activity 
among Secondary School Students. BioMed research 
international, 2018. https://doi.org/10.1155/2018/3737595

Gil-Arias, A., Claver, F., Práxedes, A., Villar, F. D., & Harvey, 
S. (2020). Autonomy support, motivational climate, 
enjoyment and perceived competence in physical 
education: Impact of a hybrid teaching games for 
understanding/sport education unit. European Physical 
Education Review, 26(1), 36-53.  
https://doi.org/10.1177/1356336x18816997

Fani, R. A., & Sukoco, P. (2019). Volleyball learning media 
using method of teaching games for understanding adobe 
flash-based. Psychology, Evaluation, and Technology in 
Educational Research, 2(1), 34-50.  
https://doi.org/10.33292/petier.v2i1.6

Mandigo, J., Lodewyk, 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.  
https://doi.org/10.1123/jtpe.2018-0028

Lodewyk, K. R., & Bracco, E. (2018). Differences in Adaptive 
Outcomes between Previous Physical Education and 
a Teaching Games for Understanding Games Unit in 
Adolescent Girls. ICHPER-SD Journal of Research, 10(1), 
12-20.

Barba-Martín, R. A., Bores-García, D., Hortigüela-Alcalá, 
D., & González-Calvo, G. (2020). The Application of 
the Teaching Games for Understanding in Physical 
Education. Systematic Review of the Last Six Years. 
International Journal of Environmental Research and 
Public Health, 17(9), 3330.  
https://doi.org/10.3390/ijerph17093330

Abad Robles, M. T., Collado-Mateo, D., Fernández-Espínola, 
C., Castillo Viera, E., & Giménez Fuentes-Guerra, F. J. 
(2020). Effects of Teaching Games on Decision Making 
and Skill Execution: A Systematic Review and Meta-
Analysis. International Journal of Environmental Research 
and Public Health, 17(2), 505.  
https://doi.org/10.3390/ijerph17020505

Gambles, E. A., Anderson, S., Leyland, S., & Ling, J. (2018). 
Barriers and Facilitators underpinning PE teachers’ 
perspectives of the Teaching Games for Understanding 
approach using Occupational Socialisation.

Gambles, E. A., Anderson, S., Leyland, S., & Ling, J. (2018). 
Occupational Socialisation Theory: Identification of 



ISSN 1993-7989 (print). ISSN 1993-7997 (online). ISSN-L 1993-7989. Теорія та методика фізичного виховання. Том 22, № 1

90

the barriers and facilitators that underpin physical 
education teachers’ perspectives of the Teaching Games for 
Understanding approach.

Salimin, N., Noruzzaman, A. R., Shahril, M. I., Taff, M. A. M., 
& Ali, S. K. S. (2018, December). Students Reasoning 
Achievement Using Games Performance Assessment 
Instrument in Physical Education. In 2nd Yogyakarta 
International Seminar on Health, Physical Education, and 
Sport Science (YISHPESS 2018) and 1st Conference on 
Interdisciplinary Approach in Sports (CoIS 2018). Atlantis 
Press. https://doi.org/10.2991/yishpess-cois-18.2018.43

Memmert, D., Almond, L., Bunker, D., Butler, J., Fasold, 
F., Griffin, L., ... & Furley, P. (2015). Top 10 research 
questions related to teaching games for understanding. 
Research quarterly for exercise and sport, 86(4), 347-359. 
https://doi.org/10.1080/02701367.2015.1087294

Listyarini, A. E., Alim, A., Oktaviani, A. D., Putro, K. H., 
Kristiyanto, A., Margono, A., & Pratama, K. W. (2021). 
The Relations of Using Digital Media and Physical 
Activity with the Physical Fitness of 4th and 5th Grade 
Primary School Students. Teorìâ ta Metodika Fìzičnogo 
Vihovannâ, 21(3), 281-287.  
https://doi.org/10.17309/tmfv.2021.3.12

Armour, K. M., Makopoulou, K., Chambers, F., Housner, L. D., 
Metzler, M. W., Schempp, P. G., & Templin, T. J. (2009). 
The learning teacher in physical education. In Historic 
traditions and future directions of research on teaching and 
teacher education in physical education.  
https://doi.org/10.1016/j.tate.2011.10.006

Mitchell, S., & Oslin, J. (2005). Teaching games for 
understanding. Standards-based physical education 
curriculum development, 271-298.

Gil-Arias, A., Harvey, S., García-Herreros, F., González-
Víllora, S., Práxedes, A., & Moreno, A. (2021). Effect of a 
hybrid teaching games for understanding/sport education 
unit on elementary students’ self-determined motivation 
in physical education. European Physical Education 
Review, 27(2), 366-383.  
https://doi.org/10.1177/1356336x20950174

Batez, M., Petrušič, T., Bogataj, Š., & Trajković, N. (2021). 
Effects of teaching program based on teaching games for 
understanding model on volleyball skills and enjoyment 

in secondary school students. Sustainability, 13(2), 606. 
https://doi.org/10.3390/su13020606

Harvey, S., Gil-Arias, A., & Claver, F. (2020). Effects of 
teaching games for understanding on tactical knowledge 
development in middle school physical education. Journal 
of Physical Education and Sport, 20(3), 1369-1379.

Sierra-Ríos, J. V., Clemente, F. M., Rey, E., & González-Víllora, 
S. (2020). Effects of 6 weeks direct instruction and 
teaching games for understanding programs on physical 
activity and tactical behaviour in U-12 soccer players. 
International Journal of Environmental Research and 
Public Health, 17(14), 5008.  
https://doi.org/10.3390/ijerph17145008

McPherson, S. L., &Kernodle, M. W. (2007). Mapping two new 
points on the tennis expertise continuum: Tactical skills 
of adult advanced beginners and entry-level professionals 
during competition. Journal of Sports Science, 25(8), 945-
959. https://doi.org/10.1080/02640410600908035

McPherson, S. L. (2008). Tactics: using knowledge to enhance 
performance. In D. Farrow, J. Baker, & C. MacMahon 
(Eds.), Developing sport expertise: researchers and coaches 
put theory into practice (pp. 155-167). London, UK: 
Routledge.

González-Víllora, S., Sierra-Díaz, M. J., Pastor-Vicedo, J. C., 
& Contreras-Jordán, O. R. (2019). The way to increase 
the motor and sport competence among children: the 
Contextualized Sport Alphabetization model. Frontiers in 
physiology, 10, 569.  
https://doi.org/10.3389/fphys.2019.00569

García-González, L., Abós, Á., Diloy-Peña, S., Gil-Arias, A., 
& Sevil-Serrano, J. (2020). Can a hybrid sport education/
teaching games for understanding volleyball unit be more 
effective in less motivated students? An examination 
into a set of motivation-related variables. Sustainability, 
12(15), 6170. https://doi.org/10.3390/su12156170

Broek, G. V., Boen, F., Claessens, M., Feys, J., & Ceux, T. 
(2011). Comparison of three instructional approaches 
to enhance tactical knowledge in volleyball among 
university students. Journal of Teaching in Physical 
Education, 30(4), 375-392.  
https://doi.org/10.1123/jtpe.30.4.375



91

Nopembri, S., Rismayanthi, C., Putro, K.H., Kristiyanto, A., Margono, A., Karakauki, M., & Pratama, K.W. (2022). Improvement of HOTS 
Method in Basketball Game through TGfU Learning

Information about the authors:
Nopembri Soni: soni_nopembri@uny.ac.id; https://orcid.org/0000-0002-9094-6451; Department of Physical Education, 
Faculty of Sport Science, Yogyakarta State University, J l. Colombo Yogyakarta No.1, Karang Malang, Caturtunggal, Kec. Depok, 
KabupatenSleman, Daerah Istimewa Yogyakarta 55281, Indonesia.
Rismayanthi Cerika: cerika@uny.ac.id; https://orcid.org/0000-0002-6588-1983; Department of Sport Science, Faculty 
of Sport Science, Yogyakarta State University, Jl. Colombo Yogyakarta No.1, Karang Malang, Caturtunggal, Kec. Depok, 
KabupatenSleman, Daerah Istimewa Yogyakarta 55281, Indonesia.
Putro Kukuh Hardopo: Kukuhhardopo.2020@student.uny.ac.id; https://orcid.org/0000-0003-1877-1850; Department of Sport 
Science, Faculty of Sport Science, Yogyakarta State University, Jl. Colombo Yogyakarta No.1, Karang Malang, Caturtunggal, Kec. 
Depok, KabupatenSleman, Daerah Istimewa Yogyakarta 55281, Indonesia.
Kristiyanto Agus: agus_k@staff.uns.ac.id; https://orcid.org/0000-0001-7961-4643; Faculty of Sports, Sebelas Maret University,  Jl. 
Menteri Supeno, Manahan, Banjarsari, Kota Surakarta, Jawa Tengah 57139, Indonesia.
Margono Agus: agusmargono@staff.uns.ac.id; https://orcid.org/0000-0001-6556-4235; Faculty of Sports, Sebelas Maret 
University, Jl. Menteri Supeno, Manahan, Banjarsari, Kota Surakarta, Jawa Tengah 57139, Indonesia.
Karakauki Manil: manil@siswa.um.edu.my; https://orcid.org/0000-0003-4691-5727; Faculty of Education, University of Malaya, 
50603 Kuala Lumpur, Malaysia.
Pratama Kukuh Wahyudin: kukuh.pratama@iasee.org; https://orcid.org/0000-0003-4518-6358; Sport Science Research and 
Development, Institute of Advanced Science, Engineering, and Education (IASEE); A-03A-05, SuriaJelutong, Jalan Bazar U8/99, 
Shah Alam 40150, Selangor, Malaysia. 
kukuh.pratama@uniga.ac.id; Department of Physical Education, Fakultas Pendidikan Islam dan Keguruan, Garut University, Jln. 
Raya Samarang No. 52A Hampor-Tarogong Garut, Garut, Jawa Barat 44151, Indonesia.

Cite this article as: Nopembri, S., Rismayanthi, C., Putro, K.H., Kristiyanto, A., Margono, A., Karakauki, M., & Pratama, K.W. 
(2022). Improvement of HOTS Method in Basketball Game through TGfU Learning. Teorìâ ta Metodika Fìzičnogo Vihovannâ, 
22(1), 85-91. https://doi.org/10.17309/tmfv.2022.1.12

Received: 18.10.2021. Accepted: 9.02.2022. Published: 25.03.2022

This work is licensed under a Creative Commons Attribution 4.0 International License (http://creativecommons.org/licenses/by/4.0).

УДОСКОНАЛЕННЯ МЕТОДУ HOTS У БАСКЕТБОЛЬНІЙ 
ГРІ ЧЕРЕЗ НАВЧАННЯ TGFU

Соні Нопембрі1AC, Черіка Рісмаянті1BDE, Кукух Хардопо Путро1AB, Агус Крістіянто2CDE, 
Агус Маргоно2BD, Маніл Каракаукі3CD, Кукух Вахюдін Пратама4CDE

1Державний університет Джок’якарти 
2Університет Себелас Марет 
3Малайський університет 
4Інститут передової науки, техніки та освіти

Авторський вклад: A – дизайн дослідження; B – збір даних; C – статаналіз; D – підготовка рукопису; E – збір коштів

Реферат. Стаття: 7 с., 3 рис., 27 джерел.

Мета дослідження полягала в тому, щоб покращити 
навички мислення вищого порядку (HOTS) шляхом на-
вчання з використанням навчальної гри для розуміння 
(TGfU) як засобу. У цьому дослідженні використовуєть-
ся цілеспрямована вибірка з наданням занять, які мають 
низьке та середнє значення фізичного виховання.

Матеріали та методи. Це дослідження є досліджен-
ням дій у класі. Вибірка, використана в цьому дослідженні, 
складалася з одного класу загальною кількістю 32 учні.

Результати. Результати дослідження полягали в тому, 
що в першому циклі було проведено дві оцінки, а саме під 
час гри в першу гру та другу гру. У першій грі учні отрима-
ли досить хороший бал, а саме за середнє значення ІВН (ін-
декс виконання навичок) 0,72 від найвищого бала 1 з відсо-
тком 72%. У другому циклі впливу, яке надавалося учням, 

все ще було так само, як і в 1-му циклі впливу. У другому 
циклі, цього разу в 1-й грі, середнє значення ІВН зросло 
до 0,79 з відсотком 79%, потім індекс прийняття рішень 
зріс до 0,81 з відсотком 81%, а значення індекса підтримки 
зросло до 0,81 з відсотком 81%.

Висновки. Процес навчання з використанням TGfU 
може покращити навички HOTS студентів. Вивчення 
TGfU з атакуючими та захисними іграми може покращити 
прийняття рішень, навички виконання та підтримку грав-
ців, що можна побачити з кожного показника, який, як 
визначено, зріс із кожного циклу, який виконували студен-
ти. Сподіваємося, це дослідження може стати підтримкою 
розвитку фізичного виховання.

Ключові слова: навчальна гра, навичка мислення, до-
слідження дій у класі, фізичне виховання.


