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ABSTRAK 

Penelitian ini dilatar belakangi oleh kurangnya antusiasme dan keterampilan 

bermain pada siswa, hal ini di tunjukan oleh siswa yang kesulitan menguasai 

gerakan-gerakan dasar seperti menangkap bola yang sering gagal, melempar bola 

yang tidak kena sasaran, banyaknya siswa yang mengalami kesulitan dalam 

mengikuti pembelajaran bola tangan. Pada saat mengajar penulis menganggap 

bahwa kurang terkuasainya model TGFU pada saat pembelajaran bola tangan. 

Dengan keterbatasan penulis saat itu pembelajaran masih belum mampu 

menimbulkan antusiasme siswa untuk belajar. Tujuan penelitian ini adalah untuk 

meningkatkan antusiasme dan keterampilan bermain siswa dalam pembelajaran 

permainan bola tangan melalui penerapan model game sense (TGfU). Metode yang 

digunakan adalah penelitian tindakan kelas (PTK), dengan menggunakan instrumen 

lembar obervasi dan GPAI (Games Performance Assesment Instrument).  Partisipan 

penelitian ini adalah SDN 044 Cicadas Awigombong Kota Bandung. Subjek yang 

digunakan dalam penelitian ini adalah kelas V H dengan jumlah siswa 26 siswa 

dengan perincian 11 siswa laki-laki dan 15 siswa perempuan. Hasil penelitian 

observasi awal antusiasme sebesar 42,3% dan keterampilan bermain sebesar 

70,40%. Siklus 1 tindakan 1 antusiasme sebesar 48,4% dan keterampilan bermain 

sebesar 71,05%. Siklus 1 tindakan 2 antusiasme sebesar 54,8 % dan keterampilan 

bermain sebesar 72,29%. Siklus 2 tindakan 1 antusiasme sebesar 66,3% dan 

keterampilan bermain sebesar 74,45%. Siklus 2 tindakan 2 antusiasme sebesar 

78,5% dan keterampilan bermain sebesar 78,09%. Dapat dikatakan bahwa melalui 

model game sense (TGfU) antusiasme dan keterampilan bermain pada pembelajaran 

permainan bola tangan dapat meningkat. 

Kata Kunci : Model Game Sense (TGfU), antusiasme, Keterampilan Bermain, 

Permainan Bola Tangan 



APPLICATION OF THE GAME SENSE (TGFU) MODEL TO INCREASE 

ENTHUSIASM AND SKILLS PLAY IN HANDBALL GAME 

(Classroom Action Research on Grade V students of 044 Cicadas 

Awigombong State Elementary School) 

 

Huda Badroni 

Penjas PGSD Study Program, Indonesian University of Education 

ABSTRACT 

This research is motivated by the lack of enthusiasm and playing skills in students, 

this is shown by students who have difficulty mastering basic movements such as 

catching balls that often fail, throwing balls that are not hit by the target, the number 

of students who have difficulty in learning handball. At the time of teaching the 

authors assume that the TGFU model is not overpowering when learning handball. 

With the limitations of the author when learning is still not able to cause enthusiasm 

for students to learn. The purpose of this research is to increase the enthusiasm and 

playing skills of students in learning handball games through the application of the 

game sense model (TGfU). The method used is classroom action research (CAR), 

using an observation sheet instrument and a GPAI (Games Performance 

Assessment Instrument). The participants of this study were SDN 044 Cicadas 

Awigombong, Bandung. The subject used in this study was class V H with a total 

of 26 students with details of 11 male students and 15 female students. The results 

of the initial observations of enthusiasm were 42.3% and playing skills were 

70.40%. Cycle 1 action 1 enthusiasm was 48.4% and playing skills were 71.05%. 

Cycle 1 of action 2 enthusiasm was 54.8% and playing skill was 72.29%. Cycle 2 

of action 1 enthusiasm was 66.3% and playing skill was 74.45%. Cycle 2 action 2 

enthusiasm was 78.5% and playing skills were 78.09%. It can be said that through 

the game sense model (TGfU) enthusiasm and playing skills in learning handball 

games can be increased. 
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