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The Studi Purpose. Students have difficulty in doing swimming movements 
because they do not know the good sequence of movements. The purpose of 
this research is to help students learn to swim in an easy and fun way so they 
can do breaststroke swimming. Material and Methods. Effectivenes model 
fun games with 51 students as research subjects from the Faculty of Sports 
Science, UNP. The data collection instrument used expert validation 
questionnaires, documentation, and breaststroke swimming tests. The data 
analysis technique used independent sample t test analysis and aiken rater 
score. Results. The research findings show that fun games effectively 
improve students' breaststroke swimming ability. In the t-test obtained 
experimental group there is a difference. Conclusions. that there is a 
significant difference between the experimental class and the control class 
where using an aquatic learning model based on breaststroke swimming fun 
games has a greater influence on students' breaststroke swimming ability 
compared to those who do not use. Swimming learning is easier if done with 
fun games this is very good if the coach applies it. 
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Introduction 

Sports are increasingly developing along with the progress of the current period, increasingly innovative and 
increasingly sophisticated and modern technology. With the many demands of needs and busyness as well as 
today's lifestyle, the models and media needed in sports, especially swimming, have also developed (de Zeeuw 
et al., 2017; Mashud, 2018). Sports education provides opportunities for humans to develop all their potential 
so that they are able to face every challenge due to advances in the field of science and technology. The 
development of an increasingly rapid era demands quality human resources, because Indonesia's 
competitiveness with various countries is largely determined by the development of human resources 
itself(Darsana & Sudjana, 2022). Swimming is a sport that is carried out in water and all levels of society can 
do this sport and there are no age or gender characteristics. All activities carried out in the water are fun and 
enjoyable activities for those who do it (Csikszentmihalyi, 2014). 

The curriculum of the Department of Sports Education, the swimming course is one of the practical 
courses that must be taken by students of the Department of Sports Education. The learning system used in the 
learning process is a Semester Credit System (SCS) with a total load of 144 credits. One indicator of the 
success of students from the Department of Sports Education (FSS) of UNP in participating in swimming 
courses is that students are able to do swimming movements well, in terms of the biomechanics of swimming 
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movements (Ishikawa, 2009) and swimming skills and swimming at a distance of 200 meters(Huot-Marchand 
et al., 2005). The current development of 100 students is that almost 50% have not mastered breaststroke 
swimming, the students who are accepted are not all swimming athletes. 

The basic technique of breaststroke swimming is the easiest basic technique to learn from the other three 
basic swimming techniques, such as freestyle swimming, butterfly swimming, and backstroke swimming. 
According to (Gani et al., 2021)breaststroke swimming is one of the basic swimming techniques that starts 
from the first arm swing after sliding and the body must remain face down and both shoulders are in line with 
the water surface, swimming skills and swimming at a distance of 200 meters (McCabe et al., 2011; 
Psycharakis & Sanders, 2010). the same without alternating movements. Students of the Faculty of Sports 
Science, especially the Department of Sports Education, are students who are formed and printed as educators 
in the field of sports in an educational institution that guides them to be able to do according to their field of 
expertise. For this reason, students are required to be able to do and practice breaststroke swimming in order 
to prepare for after graduating from the University later. 

The component of learning success is an integral part for the implementation of a good teaching and 
learning process. Process of educative interaction between students and their environment, interacting with 
lecturers who teach reading learning materials, the existence of facilities and infrastructure as well as learning 
media and a UNP portive social environment are the essence of learning, especially at the tertiary 
level(Suryasa et al., 2020). for that learning items are needed by making several forms of learning variation 
components of breaststroke swimming. What is very important in a learning process is the contribution 
between the strategy and the learning model used. Fun games-based learning model is a game-based learning 
model that makes students feel happy. This fun games-based learning model is also quite easy and does not 
require a long time. Learning using the fun games method is one model that can be used to improve various 
components of physical fitness, especially in basic swimming lessons(Aldemir et al., 2018; Molin, 2017). Fun 
games-based learning method is described as a physical activity that can generate pleasure for those who do 
it(Crocco et al., 2016; Gani et al., 2022). Explains that the practice of playing methods has the aim of creating 
a learning situation that is fun, active, positive, energetic, passionate and full of enthusiasm from the 
students(Nosko et al., 2019). 

Playing according to (Garris et al., 2017)to be able to get a sense of pleasure then do play activities 
voluntarily and seriously, from physical activities like this the goal of learning will be achieved. In learning 
aquatic subjects, there are still students from the Department of Sports Education, FSS of UNP, who cannot 
swim breaststroke. Therefore, the researchers developed the Fun Games-Based Aquatic Learning Model to 
help students learn to swim easily and fun in order to be able to do breaststroke swimming, practical group is 
happy play (Ihsan et al., 2022). So here the researcher wants to design a fun games-based learning model to 
make it easier for students to learn and understand the breaststroke swimming movement by using a fun 
games-based learning model whose goal is that students can learn breaststroke swimming with a fun learning 
model, with a learning model designed by this researcher, it is hoped that students who cannot swim can swim 
by using a fun games-based learning model (Chee, 2015). 

According Amaliyah et al., (2022)The learning model is an image used by educators for the 
implementation of teaching and learning activities, which includes the activities of educators and students by 
paying attention to the surrounding environment and also existing infrastructure. The model is basically a 
design that is used to represent something. Model is a representation of a realistic abstraction that is a picture 
of something, how it should be and or how it is. The point here is that the model is a description of something, 
the procedure for using it and how to use it. The model is designed to clarify the elements of a problem or 
scope and explain the relationship between these parts. Based on the several understandings put forward, it 
can be concluded that the model is a description of something that can clarify existing procedures, strategies, 
methods and components. The model is a design that is used to describe or explain a process of activities in 
order to fulfill the expected goals. Start to activity a warming up ready to swim (Okilanda et al., 2021). 

Comparative research that discusses learning by strengthening the use of appropriate and effective 
swimming aid exercises, eliminating psychological fear to regulate the atmosphere in the classroom, 
stimulating students' enthusiasm and interest. In direct comparison to fun games in swimming which are 
effective for eliminating fear and students mastering themselves in swimming pools (Zhao, 2021). Fun games 
can also be done in warm-up (ice breaker), so what is meant by warming up in the learning process is solving a 
frozen mental or physical situation of students with the psychological term anxiety. Finally, this game can 
build a dynamic, enthusiastic and enthusiastic learning atmosphere. The hallmark of the game is to create a 
fun and serious but relaxed learning atmosphere. Games are used to create a learning atmosphere from passive 
to active, from stiff to moving, and from bored to cheerful. 
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 The essence of the game is a physical activity that is done voluntarily and fun. Playing is a physical activity 
that is carried out voluntarily and seriously to get a sense of pleasure from the activity(Lin et al., 2006). In 
aquatic learning, all activities are carried out in water with the aim of training and obtaining motor, cognitive, 
affective and social improvements. Aquatic activities are all forms of activity in the water that can be carried 
out in rivers, at sea, in laskes or in swimming pools. 

An indicator of the success of aquatic learning at the University level, especially in the Department of 
Sports Education, is that students are required to be able to practice basic breaststroke swimming with a 
distance of 200 meters and freestyle with a distance of 100 meters without stopping when doing breaststroke 
swimming or freestyle swimming. In addition, an indicator of the success of aquatic learning at the University 
level is mastering the basic materials and techniques of basic swimming material that has been given by the 
lecturer. The basic technical indicators assessed are head position, body position, hand movement, leg 
movement, movement coordination, and breathing. The research aims to prove the effectiveness of the fun 
game learning model in lectures by producing successful mastery of breaststroke swimming. 

 
Method 
The effectiveness model used in this study two group experiment and control. There are ten steps in 
Operational Field Testing (Sugiyono, 2013). This research will be conducted at the FSS of UNP Swimming 
Pool located on the main campus of UNP Air Tawar from November 2021 to February 2022. Researchers set 
the sample in this study using Purposive Sampling with a sample of 51 students  criteria who cannot swim in 
swimming class. The data analysis technique used in this study is to use an independent sample mean 
difference analysis (t-test). Instrument test used in swimming the 100 meter breaststroke. Experiments 
conducted with 24 practice items. The learning items have been validated by experts. Data analysis using the t 
test was carried out to analyze the data in the form of observations of the effectiveness of the aquatic learning 
model based on breaststroke swimming fun games for students majoring in sports education, FSS of UNP. 
The next data analysis technique is to validate the draft learning model that has been designed by the 
researcher. Validation was carried out by 3 experts/experts consisting of 3 experts/swimming experts (Dr. 
Argantos), 1 expert/media expert (Prof. Anton) and 1 expert/linguist (Prof. Harris). At this validation stage, 
the experts will be given a questionnaire and also a draft learning model that will be validated by the experts. 

 
Results and Discussions 

The validation stage is the most important stage in research, where at this stage the draft learning model that 
has been designed by the researcher is validated first by swimming experts. Of the 40 learning models designed 
by the researcher, in the first stage of validation, 29 learning items were obtained and a small group test was 
conducted. In the first validation, several learning models were not valid to be developed in the aquatic 
learning model based on the breaststroke swimming fun games because they did not match the movement 
objectives to be achieved in this study. After the small group trial was carried out, the large group trial was 
continued. Prior to the large group test, the learning model used in the small group was re-validated before the 
large group test was conducted. 29 learning items used in small groups were re-validated and 24 learning items 
were obtained that were ready to be used in the large group test. 

Revisions and evaluations obtained in each validation are suggestions in the form of additional learning 
syntax, additional forms of learning that compose on breaststroke swimming lessons such as breath, hands and 
feet, adapting to reports on breaststroke swimming learning in the Department of Sports Education related to 
materials, methods/strategies learning and duration of learning. The validator suggested that the learning 
model be developed in accordance with the purpose of the movement to be carried out by the students. The 
preparation of the game starts from the introduction of motion, breathing, floating, gliding, hand movements, 
foot movements, coordination and balance. After the learning model has been structured according to the 
learning syntax, it is continued with small group and large group trials conducted in the UNP Freshwater 
swimming pool. The validator has stated that the learning model designed is valid and can be  

tested. The table below shows the data from expert validation on the design of developing an aquatic 
learning model based on breaststroke swimming fun games. 

Table 1. Results of the Validity of the Aquatic Learning Model Based on Fun Games Breaststroke Swimming 

Validator S1 S2 S3 Ʃ Valid Kriteria 
1 2 3 
85 82 93 59 56 67 182 0,778 Valid 
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Based on the results of the description in table 1, it shows that the results of the expert's assessment of the 
aquatic learning model based on breaststroke swimming fun games is 0.778 which is in the valid criteria. Thus, 
it can be said that the aquatic learning model based on the fun games of breaststroke swimming is valid and 
can be used in learning. The effectiveness of the learning model can be seen from the results of the student's 
breaststroke swimming ability test. In this study, students' breaststroke swimming ability was assessed through 
an instrument in the form of a blank breaststroke swimming technique criteria test. 

Table 2. Frequency Distribution of the Experimental Group's Breaststroke Swimming Ability 

Interval Class Frequency Percentage Interpretation 
<58 4 7,84 Very Poor 

59-67 5 9,80 Poor 
68-77 24 47,06 Sufficient 
78-87 17 33,33 Good 
>88 1 1,96 Very Good 

 51 100  
 

The results obtained in the large group trial stage consisting of 3 experts/experts obtained the results of the 
breaststroke swimming ability of students in the experimental class 7.84% in the <58 interval class with the 
category of less than once, 9.80% in the interval class 59-67 with the poor category, 47.06% in the interval class 
68-77 in the moderate interval class, 33.33% in the 78-87 interval class in the good category and 1.96% in the 
>88 interval class with the very good category. For more details, the experimental group's breaststroke 
swimming ability can be seen in the following histogram. The following are the results of the breaststroke 
swimming test for the control group as a comparison of the effectiveness of the aquatic learning model based 
on breaststroke swimming fun games. 

Table 3. Frequency Distribution of Breaststroke Swimming Ability Control Group 

Interval Class Frequency Percentage Interpretation 
<71 2 3,92 Very Poor 

72-76 12 23,53 Poor 
77-81 20 39,22 Sufficient 
82-86 14 27,45 Good 
>87 3 5,88 Very Good 

  51 100   

The experimental class data is then compared with the control group data. The results obtained were 3.92% 
in the interval class <71 with a very poor category, 23.53% in the interval class 72-76 with a less category, 
39.22% in the interval class with a sufficient category, 27.45% in the interval class. 82-86 with good category 
and 5.88% in interval class >87 with very good category. For more details, the ability to swim in the 
breaststroke in the control group can be seen in the following histogram. The mean difference test (t test) is 
used to test the difference in the mean of two samples taken from a normally distributed population, as well as 
the data obtained on an interval or ratio scale. In the mean test (t test) using an independent sample t test with 
the help of Microsoft Excel 2010. The t test criteria are as follows: 

Table 4. Mean Difference Test Results (T Test) 

T Test Mean Varians Th Tt 
Experimental Group 72,824 87,348 

232,087 2,009 
Control Group 79,569 24,690 

From the data above, it shows that in the experimental class a variance of 87,348 was obtained and in the 
control class a variance of 24,690 was obtained. Then obtained Th 232,087 while Tt 2,009 by using degrees of 
freedom (n1-1), (n2-1) and a significance level of 0.05 in the T distribution table. Next, the calculation of talpha 
is performed. 

Table 5. Test Results for Large Groups 

 
The results show that the value found with the formula th 232,087 in the table above is greater than the 

value obtained from talpha 2,009. So, the null hypothesis is rejected, so it can be concluded that there is a 

Th Tα Remark 

232,087 2,009 There is a difference 
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significant difference between the experimental group and the control group. Based on the results of the 
research described above, the experimental test was carried out by learning aquatic activities based on 
breaststroke swimming fun games which were then compared to the control group. Ideally the implementation 
of swimming is an activity carried out in the water in the form of games, competitions, recreation, 
competitions and self-safety in the water. In fact, improvements in swimming activities carried out by students 
should be achieved in skills that cannot become able. According to (Syahrastani, 2022) says "Basic swimming 
techniques which include freestyle, breaststroke, backstroke and butterfly stroke". This means that the basic 
swimming techniques consist of freestyle, breaststroke, backstroke and butterfly stroke. Swimming requires 
good and prime physical condition. The physical condition in question is leg muscle power, because power is a 
combination of two elements, namely maximum strength and speed. So it can be concluded that in swimming 
there are 4 styles namely freestyle, breaststroke, backstroke and butterfly stroke. One of the breaststrokes that is 
carried out in aquatic learning is a mandatory guideline that must be mastered by students. 

Aquatic learning, especially breaststroke swimming, is a mandatory lesson in the learning curriculum of the 
Department of Sports Education. Where all students are required to pass in aquatic learning, not only 
breaststroke swimming, but also freestyle swimming. Efforts to improve breaststroke swimming ability are by 
providing interesting and innovative models, methods/learning strategies for students. Attractive and 
innovative models, methods/strategies certainly need to be adapted to students in the learning process. The 
aquatic learning item based on breaststroke swimming fun games is one of the interesting and innovative 
learning models designed to increase motivation and passion in the learning process and improve students' 
breaststroke swimming skills. How to improve students' swimming skills can be done through fun learning 
such as the aquatic learning model based on breaststroke swimming fun games that are currently designed. in 
line with the statement (Ishak, 2017) swimming ability can be influenced through a play approach, 
authoritarian and democratic teaching style in students. The aquatic learning model based on breaststroke 
swimming fun games was developed using a fun game approach so that students do not feel bored quickly 
because they use an authoritarian learning style that simultaneously uses a democratic learning style. By 
combining the 3 learning styles used by lecturers, the learning process in lectures will achieve the learning 
objectives. The aquatic learning model based on breaststroke swimming fun games is designed by considering 
existing resources and designed into a fun game using interesting and easy-to-do methods/strategies and 
learning media. 

In line with previous research conducted with research models that present learning through video media 
and lecturers directly, it shows that there are differences in the influence of the movement model presentation 
media by lecturers on improving breaststroke swimming skills, in contrast to students who use recorded media 
presentations, different also with students who use combined presentation media (presentation media of 
movement models by the teacher and recordings)(Dhani et al., 2022). Learning with tutorials accompanied by 
hands-on practice with lecturers is the best way especially served with fun games. This study aims to improve 
students' breaststroke swimming skills such as breathing, gliding, floating, balance, hand movements, leg 
movements and also coordination in students based on fun games. Through the learning items developed, 
students are required to explore, find and utilize easily found objects so that learning objectives become easier 
and more enjoyable so that the water-based fun games breaststroke swimming learning model will greatly 
support the success of UNP. the learning process in swimming courses because it involves the realm of 
swimming. cognitive, affective and psychomotor domains of students. Rusman in (Lauh et al., 2020) in the 
learning process activities determines the learning model to be used must consider several things, such as 
learning objectives, learning materials, students and other non-technical considerations. 

The results found in this study are that the water activity learning model based on breaststroke swimming 
fun games can not only be done by students, but can also be used for elementary school (SD) to high school 
(SMA) students and can even be used. as practice material in clubs or swimming lessons. These learning items 
can be used as a distraction during training or learning. Because this learning model is specifically designed to 
reduce anxiety, boredom and also boredom when learning or practice takes place. 

 
Conclusions 
Learning breaststroke swimming is a top priority for mastering swimming techniques in lectures. Studying 24 
fun games-based breaststroke swimming learning items has been carried out in research, it was found that in 
each student study group there were still those who had a fear of water, this was because there were absolutely 
no students who had never learned to swim. The experimental group that used 24 aquatic learning items based 
on breaststroke swimming fun games were students who had a low level of swimming ability, after carrying 
out learning with fun games had a greater effect on improving students' swimming abilities compared to the 
control group which did not use one aquatic based learning item. breaststroke swimming fun games. The 



 
 

1605 
 

Journal homepage: https://jurnal.iicet.org/index.php/jppi 
 

Aquatic	activity	learning	model	the	fun	games-based	on	breast	…	

development of breaststroke swimming learning tools based on swimming fun games can be used not only for 
students, but can be used for all ages. Because it qualifies as an exercise that is applied to get rid of fear of 
water and enjoy doing activities in water. Aquatic learning items based on breaststroke swimming fun games 
are valid and effective learning items used by swimming lecturers because they provide fun and make each 
student braver so that they can be recommended to all breaststroke swimming learners. 
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