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Abstract

Physicalf§ducation is a component that can unify cultures, languages, and
nations. The purpose of this study was to facilitate deaf students to get the
correct information and motivation to participate in physical activities in their
class. Multicolour Flag Game (MFG) is a research tool that is used in this
study to evaluate the adaptiveness of the subjects. The physical fitness
elements include running back and forth, zig-zag running, and running past
obstacles. The total number of subjects that participated in the trial and test
for phase I, phase I and Phase IIl are eight, ten and fifteen students,
respectively. It was shown from the study that the cognitive, affective and
psychomotor evaluation for the phase I is 93%, 94% and 83%, respectively.
Whilst for phase II and I1I, the aforesaid evaluations are 96%, 94% and 87%
as well as 98%, 96% and 90%, respectively. Therefore, it could be concluded
that the MFG approach does significantly improve the learning outcomes of
the subjects, and could be further used to entice challenged students in
participating in physical activities.
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Introduction

Physical education is a component that can unify cultures, languages, and nations. It is
worth noting that education is for all, and no one should be left out from it, even with
students with limited abilities (challenged). A student who experiences hearing
impairment (deaf) often face difficulties understanding instructions from teachers in
learning physical education (Wijayanti, Soegiyanto, & Nasuka, 2016). Diono, Mujaddid,
& Prasetyo, (2014) suggests that in the physical education classes, deaf students have
equality as a normal student in learning, but the differences in the learning process
including how to transfer the information to the students.

Wijayanti, Soegiyanto, & Nasuka (2016) remarked that such student interest in the
learning process of physical education is not satisfactory. These might be because of the
unsuitability of the teaching methods employed were to the deaf student in the class.
Demonst@itions are often used to get student’s attention, but hearing limitations are
hampers the motivation of adaptive students in physical education learning.

The development of an educational game model in physical education learning is an
appropriate method that assists the teacher in giving information to the student. The
purpose of this study is to facilitate deaf students to get correct information and motivation
for participating in physical activity in their class through the use of multicolour flag game
(MFG).

Methods

The main subjecflpf the MFG is an educative modification that has several elements of
physical fitness (Irawan & Sandiyudha, 2018; Irawan, 2011; Sudrajat, Nasuka, & Irawan,
2019). The physical fitness elements in this study are running back and forth, zig-zag
running and running past obstacles. The distance is around 10 meters, and the cone space
is 1 to 5 meters in the running track with two flags for each track. This MFG is easy and
competitive as it could improve teamwork, motivation, and inculcate high spirit. MFG also
consists of physical conditioning components such as speed, agility, balance, acciicy,
and endurance. The total participants in phase I (trial and test) are 8 students. After
completing and adding some recommendation from the experts, phase Il and phase III that
EBnsists of |10 and 15 students, respectively were executed. The participants for each phase
were different to minimise the interventioffof the test. All participants completed an
informed consent form before carrying out the test. The research protocols were divided
into 7 phases: 1) Observation and collect the information, 2) Develop the instrument and
rules, 3) Evaluation from the exp@ise, and trial and test I, 4) Product revision I and
evaluation from the expertise from phase I, 5) Phase I, 6) Revision of Phase II, 7) Phase
[II. The protocol of the study began when the researcher(s) explained about MFG, and
then the participants tried to play the game as well as they could guidance from the
assistant. The materials for MFG are multicoloured flags shown in Figure 1 and the
exercise is carried out at a field within the vicinity of the schoolyard.
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Figure 1: Multicoloured Flags

The data collection of the present study includes observation, documentation, and
questionnaire. The instruments used include affvaluation sheet, student skills checklist
and questionnaire for each student. Evaluation sheet was used to collect the data from the
physical education expert and the expertise of the product lesson. The student skills
checklist was used to see the student psychomotor skills and attitudes in the field. While
the questionnaire was used to analyse the student’s understandirfffwhen doing the activity
(MFG). Recommendation and suggestion in an additional form used to complete the data
from the respondent. All data in the score were analysed in terms of percentage.

Table 1: Factor, indicator, and student assessment,

Number Factors Indicators
1 Cognitive Student able to understand the game and the rules
2 Affective Student shows the attitudes (discipline, sportsmanship,
responsibility, confidence, and honesty)
3 Psychomotor Student able to perform Multicolor Flag Game

Table 1 shows the student assessment in Multicolor Flag Game. The assessment included
cognitive, affective, and psychomotor aspects. The grade system had a range of values of
Very Low (0%-20%), Low (20,1%-40%), Moderate (40,1%-70%), Good (70,1%-90%),
and Very Good (90,1%-100%). The sign using a checklist in the form and can be filled in
the available column.

Result and Discussion
The product (MFG) has been evaluated by a physical education expert, physical education
teacher as well as a classroom teacher to validate the study. The evaluation aspects consist

of equipment, facilities, and rules. The first draft with the evaluation form was given to the
experts. The results from the three experts included assessments and suggestions to
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improve the MFG. The assessment from the teacher’s evaluation forms was based on the
student questionnaires as a reference for product development. The next stage is the use of
the MFG product in phase I. Suggestion and comment become a reference in the revision
for a better trial & test procedure in phase II. The purpose of the trial and test is to
determine the issues such as weakness, and trial error in the field.
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Figure 2: The Results of Trial and Test
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The results of the trial and test in phase I demonstrated that two of three aspects evaluated
were Very Good. The cognitive, affective and psychomotor evaluation were 93%, 94%,
and 83%, respectively. The second phase in the trial and test was amended based on the
feedback from the experts. Such improvements include additional cones in the court to
assist students in running and replacement of the tire media using cardboard when running
past obstacles. Based on Figure 2, the results of the trial and test for phase II was better,
albeit not significant. The cognitive, affective and psychomotor aspects in the trial Zd test
phase II was shown to be 96%, 94%, and 87%, respectively. It could be seen that there is
an improvement in the cognitive and psychomotor aspects.

The protocol began when the teacher divides the students into two groups. The students
played MFG as explained at the opening class under monitoring from the assistant. MFG
has three steps; running back and forth, zig-zag running and running past obstacles. There
are the studeffls compete to run and take the flag (colourful) as fast as they could. These
methods are easy to understand and receive the information clearly from the teacher. To
teach concentration, the teacher puts the flag moving down and up alternately according
to the signal, and so on until the game is over. Assessment is based through the evaluation
from the questionnaire form. Motion, form, and human analysis are natural and the
students can [§am this by themselves (Irawan, Chuang, & Peng, 2017). This study also
supported by Borg and Gall in Sugiyono, (2010) that teaching on students in special nee@§d
should include research and development methods such as MFG as it could adjust the
circumstances and needs of students.

Multicolor Flag Game Aspects
100%
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96%
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Figure 3: The Results of Multicolor Flag Game Aspects.

Based on the results above, the average of all aspects were Very Good. The percentage for
cognitive, affective, and psychomotor was 98%, 96%, and 90%, respectively. The results
noted that the students could receive and understand the instructions, rules, and how to
play multicolour flag game as well, suggesting the applicability of the MFG to be applied
to physical education learning for challenged students (Amung & Saputra, 2000; Harahap
& Bustanuddin, 2015, Bahagia & Suherman, 2000).

191




Malaysian Journal of Movement, Health & Exercise, 9(1), 187-193, 2020

Conclusion

This study investigated the effect of using the Multicolor Flag Game (MFG) as an
alternative method to allow challenged students to be adaptive, particularly deaf students.
It was shown that through this method, the cognitive, affective, as well as psychomotor
assessment, demonstrated significant improvement. Therefore, it could be concluded that
the method could be extended to teaching other forms of physical activity education.
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