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Background and Study Aim. Game performance is the quality and 

quantity of a person in carrying out the game that has been given in 

accordance with the responsibilities and results specified. But so far, it 

is still rare to find research that discusses games performance. This 

study aims to determine whether the stimulation of elementary school 

students' game performance ability through net games 

Material and Methods. This research is a pre-experiment with a one-

group pretest and posttest design. The sampling technique used 

purposive sampling so that 12 elementary school students could be 

obtained. In this study, students were given treatment in the form of net 

games. As for pretest and posttest data using instruments in the form of 

tests with rubrics, Data analysis uses Microsoft Excel 2019 and SPSS 

version 26 applications. 

Results. The results showed a significance value of 0.000 < 0.05, so the 

net game treatment had a significant effect on game performance. 

Furthermore, 16.7% were in effective performance, 58,3% were in 

moderately effective performance, and 25% were in weak performance. 

These results provide evidence that children are dominant and 

moderately effective.  

Conclusions. Based on these results, this study proves that net games 

can be used to stimulate game performance. 

 

 

Introduction 
Physical education is a component of education that, as a whole, has been based on many circles 

(Mashud et al., 2023; Suryadi, Samodra, et al., 2023). Physical learning in elementary school is 

intended to improve movement abilities and skills (Hanief, Nanda & Sugito, 2015). The existence of 

physical education affects the development of students by improving their abilities and movement 

skills (Dwi et al., 2020). Furthermore, physical education plays an important role in an effort to 

provide opportunities to move students; therefore, this is the teacher's job so that students remain 

active in learning. Then physical learning can use command learning methods that make students 
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happy to play. So that it can encourage cognitive, affective, psychomotor, intellectual, verbal 

information, attitudes, and emotional development by modifying games (Lestari et al., 2019). 

Game performance can be related to performance or appearance to show the extent to which 

individuals or groups interpret the performance of achievements or improvements obtained as 

relevant to certain goals. The point is that it is a form of achievement achieved by individuals based 

on the target to be achieved or the level of achievement of the workload that has been targeted at 

individuals. To achieve performance, a target is usually set for athletes. To achieve these targets, it is 

usually planned before the match starts (Rubiyatno et al., 2023; Suryadi et al., 2021; Suryadi, 

Suganda, et al., 2023). To achieve maximum performance, athletes and coaches need clear goals. 

A process result is a person's degree of achievement or genuine outcomes that are calculated on 

a regular basis, both in terms of quality and quantity, based on set objectives and predetermined 

criteria. Furthermore, decision-making, skill execution, successful game performance, number of 

decisions made, number of game involvements, and intention to be physically active through play 

and apply knowledge in the game improved (Barquero-Ruiz et al., 2021; Levenberg et al., 2020; 

Morales-Belando & Arias-Estero, 2017; Thomas et al., 2013). The periodic efficacy of a game based 

on standards established from the start is referred to as game performance. 

The problem in this study is based on the results of observations and interviews with sports 

teachers, which found that students are still not active in PE learning. In addition, the sports teacher's 

understanding factor related to performance games also affects success. This statement is reinforced 

by Gustian et al., (2022) lack of understanding of sports teachers about physical learning in 

elementary schools. Furthermore, there are still few games that can improve performance in students 

(Farias et al., 2018), and the lack of sports practice hours in schools is related to performance (Praça 

et al., 2015). 

The solution offered in this study is to apply net games, where net games have a significant effect 

on student movements (Rifai & Dwi Intani, 2020). Net games training has an effect on throwing, hull, 

jumping, and stepping movements (Kusumawati, 2017). These results are supported by Setiawan, 

(2019) net games consist of four categories of games in the TGFU approach: invasion games, fielding 

games, net games, and wall games.owever, this study only focuses on online games. Net games can 

be played individually or in teams to score by hitting the ball in the field area using strength and 

accuracy. Where it is intended that the opponent cannot return before the ball falls with one bounce, 

like a volleyball. 

Then it is also explained that in net games, the same game characteristics can be modified 

provided that the concepts and motion activities contained in the game are the same as in net games. 

Furthermore, the implementation of PE learning must be able to make students happy and fun and be 

carried out consistently (Domville et al., 2019). The practical game model is effective in improving 

the basic movements of elementary school students (Hasan et al., 2015). Physical education learning 

for students is to facilitate students in playing games. According to Rizki Burstiando et al., (2017) 

from the explanation above, game performance is one of the components that is the purpose of 

implementing PE learning at school. Facilitating practical tools so that learning can run smoothly and 

assessment is carried out continuously (Kovar, 2012).  

There are principles of application that are carried out and components of learning for students 

to make it simpler to play net games. The modified net game makes it simpler for students to have 

strong movement abilities; therefore, it is used to help students reach their goals. However, in this 

study, students designed net games using a new game model as a result of modifications in the bounce 

media. As a result, this becomes the benefit and significance of the research to be conducted. Based 

on this description, the researcher wants to undertake research titled "stimulating elementary school 

students' game performance skills through net games." 

Materials and Methods 
Participants. 
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Subjects in the study were male students of the public elementary school 06 Batu Ampar 

Kuburaya Regency. Where in determining the sample using purposive sampling, a sample of 12 

students was obtained. 

Research Design.  

This research includes quantitative research with an experimental approach, namely a one-group 

pretest and posttest design. As for this study to see the results of the ability of games performance in 

students after being given net games treatment, Before treatment is given to the sample, first conduct 

a pretest using the net games instrument, and then give a posttest after treatment to the sample. The 

measurement instrument uses the Game Performance Assessment Instrument (GPAI) to get the 

results of the game's performance ability. 

Table 1. GPAI Assessment 

Decision making 
 

Skill execution 

Name A IA E IE 

Score 20 0 0 20 

Indeks (%)  DMI = A/(A + IA) 
 

SEI = A/(A+IA)  
DMI = 20/(20 + 0) = 1,0 (100%) 

 
SEI = 0/(0+20)= 0,00(0%)      

GP John (%)  GP = DMI + SEI/2 
  

 
GP = (1 + 0)/2 = 0,5 (50%) 

  

     

GI John  GI = sum of all appropriate and inappropriate behaviors (i.e., appropriate decisions 

made (20) + inappropriate decisions made (0) + appropriate skills execution (0) + 

inappropriate skills execution (20). 

GI = 20 + 0 + 0 + 20 = 40 
  

 

Statistical analysis.  

The data analysis in this study used descriptive percentages. This aims to determine game 

performance in elementary school male students. Furthermore, the calculations in this study were 

assisted by the Microsoft Excel 2019 application and SPSS version 26. 

Results 
The data is described with descriptive and statistical data; this is intended to make it easier to 

understand the final results by clarifying the research results. Based on table 2 above, descriptive 

statistics show that the value of game performance is 6.16, so it can be said to be quite good. 

Furthermore, in Table 3, the results show that the value of game performance in students is a 

minimum of 56, a maximum of 66, and a mean of 6200. Where these results are classified as quite 

good values. 

The results in Table 4 show that there are 16.7% in effective performance, 583% in moderately 

effective performance, and 25% in weak performance. These results provide evidence that children 

are predominantly moderately effective. 

Table 2. Categories of Game Performance in Students 

No Student's Name Basic Techniques Decision-making Cover Games 

Performance 

    E TE SEI T TT DMI T TT CI GP 

1 Nabil 9 8 0,52 12 8 0,6 13 7 0,56 0,56 

2 Hardi 5 7 0,41 6 8 0,42 7 10 0,41 0,39 

3 Akbar 4 8 0,33 5 6 0,45 6 10 0,37 0,38 

4 Riski 5 8 0,38 6 8 0,42 4 7 0,36 0,38 

5 Fatan 8 6 0,57 12 6 0,66 12 5 0,7 0,63 
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6 Faith 7 9 0,43 8 11 0,42 7 11 0,38 0,41 

7 Ismail 9 8 0,52 9 5 0,64 9 4 0,69 0,61 

8 Aldo 9 6 0,6 13 10 0,56 12 8 0,6 0,58 

9 Fadli 10 8 0,55 11 8 0,57 10 7 0,58 0,56 

10 Vian 11 9 0,55 10 9 0,52 10 6 0,62 0,56 

11 Rabuan 9 8 0,52 10 8 0,55 8 6 0,57 0,54 

12 Gunawan 12 10 0,54 11 8 0,57 12 9 0,57 0,56 
 

Total 
         

6,16 

Tabel 3. Descriptive Statistics 

Result N Minimum Maximum Mean 
Std 

Deviation 

Posttest Games 

Peformance 
12 .56 .66 .6200 .02558 

Table 4. Games Performance Results 

Games  Performance Score Absolute Relative % Deskriptive Rating 

0,80-1,00 0 0% Very Efektive Performance 

0,60-0,79 2 16,7% Efektive Performance 

0,40-0,59 7 58,3% Moderately Efektive 

0,20-0,39 3 25% Weak Performance 

0,00-0,19 0 0% Very Weak Performance 

    

Table 5. One-Sample Kolmogorov-Smirnov Test 

 Result Unstandardized Residual 

N 12 

Normal Parametersa,b Mean .0000000 

Std. Deviation .02526327 

Most Extreme Differences Absolute .236 

Positive .181 

Negative -.236 

Test Statistic .236 

Asymp. Sig. (2-tailed) .064c 

Table 6. Homogeneity Test 

Result 
 

Levene Statistic df1 df2 Sig. 

Games Peformance Based on 

Mean 

4.748 1 22 .140 

Table 7. Paired Sample T Test  
Result t df. Sig.(2 tailed) 

Pair 1 Pretest Games Performance - 

Postest Games Performance 

7.516 11 .000 

Based on the results of the normality test with Kolmogorov-Smirnov, it is known that the 

significance value is 0.64 > 0.05, so it can be concluded that the residual value shows a normal 

distribution. Thus, the data in this study continued with the t test. The results can be seen in Table 5. 

The results of the homogeneity test in Table 6 show that the significance value is 0.140 > 0.05, so it 

can be concluded that the value is homogeneous. It is known that with a significance value of 0.000 

<  0.05, which means smaller, it can be concluded that net games have a significant effect on game 

performance. Based on these results, this study proves that net games can be used to stimulate game 

performance. 
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Discussion 
This study aims to prove the stimulation of elementary school students' game performance 

abilities through net games. The results of this study indicate that net games have an effect on 

providing stimulus for game performance. In addition, net game treatment provides an increase in 

posttest game performance results, where there are 7 students in the moderately effective category, 2 

students in the effective performance category, and 3 people in weak performance. Previous research 

results have proven that net games given to students have a significant effect on their basic movements 

(Rifai & Dwi Intani, 2020). 

Further research obtained the results that throwing, hull, jumping, and stepping movements were 

influenced by net games (Kusumawati, 2017). These results are supported by Setiawan, (2019) 

finding that there is an increase in basic movements through net games. By playing online games, it 

can make learning easier and help improve student skills. Net games can also be played individually 

or in teams to score by hitting the ball in the field area using strength and accuracy so that the opponent 

cannot return before the ball falls (Doolittle, 1995). 

Based on this review, it can be concluded that net games are games that use barriers between one 

team and another and can train discipline and good cooperation. In addition, net games can be used 

to stimulate game performance. As we can see from the results of the t test: 16.7% Effective 

performance, 58.3% Moderately effective performance, and 25% weak performance, it proves that 

there is an increase (Setiawan, 2019). In playing net games, there are principles of application that 

are carried out and aspects of learning for students to make it easier to play net games. The modified 

net game makes it easier for students to have good movement skills, so it is implemented to help 

students achieve predetermined goals (Kovar, 2012). 

Then game performance can be improved through modified net games (Jensen et al., 2018). In 

addition, this study aims to determine the index of net games to stimulate game performance and 

improve children's movement skills (Karisman et al., 2020).  Further research by Doolittle, (1995) 

proves that net games are able to stimulate game performance in children. Based on these results, this 

reinforces the evidence that net games can be used as learning designed in the form of games to 

improve game performance. 

Another study found that game performance in water polo games can be improved by using 

shuttle swimming exercises (Sarimanah & Mulyana, 2020). Furthermore, in basketball games, it turns 

out that modifying Hybrid SE-IGCM learning can be used as a method to improve game performance 

(Agustan et al., 2020). The results of the review illustrate that applying various exercises related to 

physical activity can affect game performance. 

Conclusion  
Based on the results of the analysis and discussion, it has provided a strong basis for 

understanding game performance in students. The results provide information that shows that after 

treatment, net games have a positive impact on game performance. This is evidenced by the results 

in the moderately effective category. The results also showed that stimulating game performance 

skills were successfully improved by using net games. Where the significant results have a significant 

value. These results have certainly added new references related to improving game performance 

among elementary school students. So that net games can be applied by sports practitioners and 

teachers to stimulate game performance. Further research recommendations can provide additional 

variables that can affect the results of this study. 
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