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Abstract

Aim: to produce a game learning model based on kinesthetic perception to improve kinesthetic perception, play
intelligence, and collaboration among elementary school children.

Material and methods. The game learning model based on kinesthetic perception is adapted to the growth and
development aspects of students which is packaged through the processing of limbs that is focused on the
psychomotor domain consisting of a series of basic locomotor movements, manipulative, non-manipulative,
cognitive play intelligence, and effective cooperation. The method used is research and development, namely
descriptive, evaluative and experimental methods. This research method is used to produce a product, namely
a game learning model based on the kinesthetic perception of children aged 7-8 years which is equivalent to
lower grade elementary school students. Development procedures: (1) collecting research results and
information, (2) analyzing the product to be developed, (3) developing the initial product, (4) conducting expert
validation, (5) conducting small-scale trials and revisions, (6) conducting large-scale trials and revisions, (7)
making final products, and (8) conducting effectiveness tests. The subjects of this study were grade 1 elementary
school students. The data analysis techniques used were quantitative and qualitative descriptive analysis. The
final product effectiveness test used one group pretest-posttest design experiment.

Results. The results of this study are in the form of a kinesthetic perception-based game learning model to
improve kinesthetic perception, playing intelligence, primary school children's collaboration which contains four
games, namely (1) Target Shooting Games, (2) Train Car Games, (3) Flag Games, and ( 4) Rakartugu Games. From
the results of the assessment of experts and practitioners, the game learning model based on kinesthetic
perception has a validity of 0.963.

Conclusions. Kinesthetic perception based game learning model is effective for developing kinesthetic
perception limb processing skills, playing intelligence and cooperation.

Keywords: kinesthetic perception, play intelligence, cooperation
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AHoOTaUiA

Aynia Mapic Caxnytpi, Mamyaxi Cykoko. 3acTocyBaHHSi PO3BMBAlOYUX irOp Ha OCHOBi KiHECTETUYHOro
CNPUAHATTA AAA NOJINWEHHA NponpiopeLenTUBHOI YYTAIMBOCTI, iHTENEKTY i 3gaTHOCTIi A0 cniBnpaui gitei
NoYaTKOBOI LUKO/N

Merta: CTBOpPEHHA irpoBOi MOAeNi HaBYaHHA, 3aCHOBAHOI HA KMHECTETUYECKOM CMPUMAHATTI, ANA NONIMNWEHHA
KIHECTETUYHOrO CNPUIMAHATTA, irPOBOTO IHTENEKTY i cNiBNpaLi MiX AiTbMM NOYATKOBOI LWKOAW.

Marepian i metogu. Mogeb irpoBoro HaB4YaHHsA, 3aCHOBAHA HA KMHECTETUYECKOM CNPUIMHATTI, aAanToBaHa 40
acnekTam 3pOCTaHHA i PO3BUTKY Y4HiB, BKAOYae B cebe pobOTy KiHLIBOK, OpPiEHTOBAHY Ha MCUXOMOTOPHY
06/1acTb, WO CKNAZAETbCs 3 cepii 6a30BUX JIOKOMOTOPHUX PYXiB, MaHiNyAATUBHUX, HEMAHUNYAATUBHOTO,
KOTFHITUBHUX irop, po3BUTKY iHTENEKTY Ta edeKTMBHOI cniBnpaLii. BUKopuctoByBaHi meToau - ue JOCNIAKEHHA i
po3pobKM, a came ONMCOBI, OLJHOYHI Ta eKCcnepuMmeHTanbHi MeTogu. Li metoam AochigKeHHs
BMKOPMCTOBYBANMCA ANA CTBOPEHHA MNPOAYKTY, @ came - irpoBOi MOAeni HaByYaHHA, 3aCHOBAHOI Ha
KMHECTeTUYECKOM CNPUIAHATTI AiTel y Biui 7-8 pOKiB, WO eKBiBaJI€HTHO YYHAM MOJIOAWMX KAaciB NOYaTKOBOI
wkonu. Mpouenypu po3pobku: (1) 36ip pesynbTaTie AocniaxKeHb Ta iHbopmaL,ii, (2) aHani3 NnpoayKTy, akui byae
po3pobneHuit, (3) pospobKa BuxigHOro nNpoaykTy, (4) npoBeseHHA eKcrnepTHOI nepesipku, (5) npoBeaeHHA
HEeBe/NIMKUX BMNpobyBaHb i NepeBipoK, (6)) NnpoBeaeHHA BeAMKOMaclWTabHMX BMNpPObyBaHb i nepesipoK, (7)
BUIOTOB/IEHHA KiHLEBMX NPOAYKTIB i (8) npoBeaeHHs TecTiB epeKTUBHOCTI. BunpobysaHumu 6ynun yuHi 1 Knacy
NoYaTKOBOI LWKOAN. B AKOCTi meToAiB aHaNi3y 4aHUX BUKOPUCTOBYBAINCA KiNbKICHWUI i AKICHWMIA ONMCOBUIA aHani3.
B octatoyHOMy TecTi ePeKTMBHOCTI MPOAYKTY BMKOPWUCTOBYBABCA OAMH FPYMOBUIK MonepeaHin i HacTynHui
NPOEKTHUI eKCNEPUMEHT.

Pe3synbTatn. Pe3ynbTaT UpbOro JocCnigKeHHA npeacTasneHi B Gopmi irpoBoi Moaeni HaBYaHHA, 3aCHOBaHOI Ha
KUHECTETUYHOMY CMPUUAHATTI, ANA MOJMINWEHHA KiHECTETMYHOrO CNPWIAHATTA, iIrPOBOrO iHTENEKTY, CMilbHOI
po60oTH AiTeit MONOALWOrO WKIbHOMO BiKY, AKA MICTUTb YOTMPU P, a came (1) rpm 3i cTpinbbu no miweHsx, (2)
rpu B BaroH-noisaax, (3) Irpu nig npanopom i (4) Irpu PakapTyry. 3a pe3ynbTaTaMu OLLIHKM eKCNepPTiB i NPaKTUKiB
MOZEe/b irpoBOro HaB4YaHHA, 3aCHOBAaHAa HA KMHECTETUYECKOM CMPUNHATTI, Ma€ BanigHicTb 0,963.

BucHoBKK. Mogens irpoBoro HaB4aHHA, 3aCHOBAHA Ha KWHECTETUYECKOM CMPUIAHATTI, edEeKTUBHA A1A PO3BUTKY
HaBMYOK 06POBKM KiHECTETUUHOIO CNPUNHATTA, IfPOBOrO iHTENEKTY i cniBnpaw,.

KniouoBi cnosa: KiHecTeTUYHE CNPUNHATTA, irPOBUI IHTENEKT, cniBnpauA

AHHOTauUuA

Aynna Mapuc Caxnytpu, Mamyaxku CyKoko. NMpumeHeHne pa3BUBAIOLWMX UFP HA OCHOBE KMHECTETUYECKOro
BOCMPUATUA [NA YNYYLWIEHUA NpPonpuUopeLLenTUBHON YYBCBUTENbHOCTUM, MHTENNEKTa U CNoCcOBHOCTM K
COTPYAHUYECTBY AeTeil HAYaNIbHOWM LWKOAbI

Lienb: co3gaHue Urposoii moaenn oby4yeHuns, OCHOBAaHHOM Ha KUHECTETMYECKOM BOCMPUATUM, ANA YAyYLEeHUs
KMHECTETUYECKOro BOCMPUATUA, UTPOBOrO MHTEANIEKTA U COTPYAHUYECTBA MEXKAY AETbMMU Hauya/bHOM LUKO/bI.
Matepuan u metoabl. Mogenb uUrposoro obyyeHus, OCHOBaHHaA Ha KWUHECTETUYECKOM BOCMPUATUM,
afanTMpoBaHa K acfneKkTam pocTa W pasBUTUA Yyyalumxca, BK/AoYaeT B ceba paboTy KoHeyHocTew,
OPUEHTUPOBAHHYIO Ha NCUXOMOTOPHYIO 06/1aCTb, COCTOSALLYIO U3 cepun 6a30BbIX JJIOKOMOTOPHBIX ABUMKEHUN,
MaHUNYAATUBHbIX, HEMAHUNYAATUBHbIX, KOFHUTWUBHbLIX WrP, PasBUTUA UHTENNEKTa U 3OPEKTUBHOrO
coTpygHuyectBa. Mcnonbsyemble mMeTodpl - 3TO UCCNeA0BaHMA M pa3paboTKM, a MMEHHO onucaTesibHble,
OLEHOYHbIE U 3KCNEepUMMeEHTaNbHble MeToAbl. 3T MeToAbl MUCCNef0BaHWUA MCMOb30BaNUCL O/ CO34aHUA
NPOAYKTa, a UMEHHO - UrPoBON Moaenn obyyeHus, OCHOBAHHOM Ha KMHECTETMYECKOM BOCMPUATUM AeTei B
BO3pacTe 7-8 /IET, YTO IKBUBANIEHTHO YHALLMMCA MAAALWNX KNACCOB HaYaibHOW WKobI. Mpoueaypbl paspaboTku:
(1) cbop pesynbTaToB MccneaoBaHui M MHbOPMaLMK, (2) aHanU3 NpPoayKTa, KOTopbli byaeT paspaboTaH, (3)
pa3paboTka MCXo4HOro npoaykTa, (4) npoBegeHue 3KchnepTHoOW npoBepKku, (5) nposeaeHue HeboNbLIMX
UCNbITaHMIA U NPOBEPOK, (6) ) NpoBeaeHWe KpynHOMACLWTABHbIX UCMbITAHUI U NPOBEPOK, (7) nsrotoBaeHne
KOHeYHbIX NpoayktoB M (8) nposeaeHne TectoB apdeKTUBHOCTU. UcnbiTyembiMu 6bian yueHMKn 1 Knacca
Haya/NbHOM LWKONbI. B KauecTBe METOA0B aHaM3a AAaHHbIX MCNONb30BaIMCb KOIMYECTBEHHbIW M KaYeCTBEHHbIN
onucaTteNbHbIM aHanus. B oKoHYaTenbHOM TecTe 3PEKTUBHOCTU NPOAYKTA MCMOb30BAACA OAMH TPYMNnoBow
npeaBapuTeNbHbIN U NOCAEAYIOWMNIA NPOEKTHBINA IKCNEPUMEHT.

Pe3ynbratbl. Pe3ynbTaTbl 3TOro WccAefoBaHWA nNpeacTaBiaeHbl B dopme WrpoBOM mogenn obyyeHus,
OCHOBaHHOM Ha KMHECTETMYECKOM BOCMPUATUM, ANA YAYYLWEHUS KMHECTeTMYECKOro BOCMPUATMA, UIPOBOro
WHTENNEKTa, COBMECTHON paboTbl geTelt Maagluero WKOAbHOro BO3pacTa, KOTOPAaA COAEPKUT YeTbipe Urpsbl, a
MMeHHO (1) urpbl no cTpenbbe No muweHam, (2) urpbl B BaroH-noesgax, (3) Urpel nog ¢dnarom u (4) Urpsol
PakapTyry. Mo pe3ynbTaTam OLLEHKM 3KCMEepTOB W MPAKTUKOB MOAEAb UIPOBOro obyy4eHusa, OCHOBaHHaA Ha
KWHECTETUYECKOM BOCNPUATUN, UMeeT BaanaHocTb 0,963.

BbiBoAbl. Mogenb MrpoBoro obyvyeHWs, OCHOBAHHAA Ha KMHECTaTUYEeCKOM BOCMpUATUK, 3bdeKTMBHA Ans
pa3BUTMA HAaBbIKOB 06PABOTKM KMHECTETUYECKOTO BOCMPUATAA, UTPOBOTO MHTENNEKTA U COTPYAHMYECTBA.
KntoueBble cn0Ba: KMHECTAaTMYECKOe BOCMPUATUE, UTPOBOM MHTENNEKT, COTPYAHMUYECTBO.
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Introduction achieved [15]. Because in playing not only
prioritizing physical activity, but also values that
In elementary school students, the  Mustbe metand practiced in everyday life [16]. Play

psychomotor domain is closely related to the overall
movement of the limbs related to basic technical
skills of several sports [1]. Skills for processing limbs
in physical activity or sports can be mastered if they
have previously mastered good Kinesthetic
perception skills [2]. Kinesthetic is the ability to use
all or part of the body to express ideas and feelings
or use the hands to produce and transform something
[3]. This kinesthetic intelligence skills include
special physical skills such as coordination, balance,
agility, strength, flexibility and speed [4]. The
children with kinesthetic intelligence can respond
well through sensory stimuli which then convey
something with their body parts, especially the hands
[5]. This kinesthetic intelligence is closely related to
the motor and development of the child. The motor
skills have difficulty learning more advanced skills
that affect physical activity [6].

Motoric is the development of a process of
growth and development of a person's mobility [7].
Every movement that a child makes is the result of a
complex interaction pattern of various parts and
systems in the body that are controlled by the brain
[8]. Motor skills are the terminology used in various
skills that lead to mastering the basic movement
skills of physical fitness activities [9]. Motor skills
consist of gross motor skills and fine motor skills
[10]. Through motor learning in elementary schools,
it will affect several aspects of the life of students
such as: 1) children get entertainment and enjoyment,
2) children can move from a weak condition to an
independent condition, 3) children can adapt to the
environment, 4) can support children's skills in
various ways, and 5) can encourage children to be
independent, so they can solve all the problems they
face [11].

Efforts to develop the potential for motor
skills and limb processing for primary school
children development as a whole require an exercise
in the form of a game approach to improve limb
processing with appropriate handling of the
characteristics and abilities of elementary school
children [12]. So that the learning model is a method
or strategy carried out by a teacher so that the
learning process occurs in students to achieve a goal
that is systematically designed and carried out
deliberately by educators which can cause students to
carry out learning activities [13].

One form of activity in physical education
that keeps children active is play [14]. Playing
activities are expected to be able to develop students
in accordance with the educational goals to be
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is something very important that can affect cognitive,
physical, emotional, social development, and provide
the main place for social participation [17]. Play and
games have the same function and purpose [18]. All
functions in the individual child will be trained both
physically and spiritually while playing [19].

The game model in learning that will be
developed is a kinesthetic perception-based game
development model to improve Kinesthetic
perception, play intelligence and elementary school
children's cooperation, which will be developed in
accordance with the Basic Competencies of the 2013
Curriculum in sports and health physical education
subjects for elementary school children aged 7 -8
years. Of these various problems, a game model is
needed in learning games based on kinesthetic
perception that includes all cognitive aspects of
playing intelligence, affective aspects in teamwork
and psychomotor aspects in kinesthetic perception.
So that the development of this game model is
expected to be good, effective, fun learning, and
make students enthusiastic in the learning process
based on kinesthetic perception.

Material and methods

The method wused is research and
development [20]. Namely descriptive, evaluative
and experimental methods . This research method is
used to produce a product [21], namely a game
learning model based on the kinesthetic perception of
children aged 7-8 years which is equivalent to lower
grade elementary school students. Development
procedures: 1) collecting research results and
information, 2) analyzing the product to be
developed, 3) developing the initial product, 4)
conducting expert validation, 5) conducting small-
scale trials and revisions, 6) conducting large-scale
trials and revisions, 7) making final products, and 8)
conducting effectiveness tests. The subjects of this
study were grade 1 elementary school students. The
data analysis techniques used were quantitative and
qualitative descriptive analysis. The final product
effectiveness test used one group pretest-posttest
design experiment.

Results

From data (Table 1, 2) it can be seen that the
average score obtained from the observations of
experts and practitioners of the kinesthetic
perception-based game learning model is 81.88,
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which is in the valid / used category and all models
are declared eligible to be tested on a small scale.
This can be seen from the average score of all experts
and practitioners at the upper limit of the score of
suitability and acceptance of a learning model. Even

so, experts and practitioners gave some input,
suggestions, and revisions for improvements before
this model was piloted on a small scale.

Table 1

Grades of Value Scale Classification for Experts and Practitioners
to the Kinesthetic Perception-Based Game Model

Variable Measured Components

Indicator Number / Item

In accordance with the curriculum 1,2
Content / Material
In accordance with KD 3,4,5,6
Degree of difficulty 7,8
Systematics 9

Game Model Based

on Kinesthetic Construction Security 10,11,12,13
Perception Assessment 14, 15, 16, 17,
18
The use of Indonesian language is in
L . 19, 20
anguage accordance with the EYD
| ith the | i
Benefits and Purpose n accordancg WIF the learning 21, 22,23
objectives
Table 2

Data Recapitulation of Initial Product Draft Value from Experts and Practitioners

Number Name of activity Al A2 G Average %
1 Target Shooting Games 89 91 93 91.00 79.13
2 Train Car Games 95 96 95 95.33 82.90
3 Flag Games 93 99 95 95.67 83.19
4 Rakartugu Games 93 94 97 94.67 82.32
Total score 370 380 380 376.67
Average 92.5 95 95 94.17
Percentage 80.43 82.61 82.61 81.88
Notes:

A1: Prof. Dr. Suharjana M. Kes
A2: Dr. Guntur M.Pd.
G: Prama, S.Pd

1. Expert and Practitioner Validation Results
on Small Scale Trials

Small-scale trials are documented in DVD
form, so that experts can observe kinesthetic
perception based game learning activities in
accordance with the draft guidebook that has been
made. The observation guide used by the expert uses

11

the observation sheet that has been prepared by the
researcher. This is given with the aim of experts
being able to assess small-scale trials of learning
models. The observations obtained from experts and
teachers are presented in Table 3.
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Table 3
Data on Small Scale Trial Observation Results
Number Name of activity Al A2 G Average %
1 Target Shooting Games 109 104 108 107.00 93.04
2 Train Car Games 103 103 105 103.67 90.14
3 Flag Games 90 101 103 98.00 85.22
4 Rakartugu Games 106 104 106 105.33 91.59
Total score 408 412 422 414.00
Average 102 103 105.5 103.50
Percentage 88.70 89.57 91.74 90.00
Notes:

Al: Prof. Dr. Suharjana M. Kes
A2: Dr. Guntur M.Pd.
G: Prama, S.Pd

2. Expert and Practitioner Validation Results
on Large-Scale Trials

After the product of the Kkinesthetic
perception-based game learning model to improve
kinesthetic perception, play intelligence, the
cooperation of elementary school children was tried

perception, playing intelligence, and the cooperation
of elementary school children as a reference for
teaching. Experts observe large-scale trials through
documentation in DVD format, so that experts can
observe kinesthetic perception-based game learning
models to improve Kkinesthetic perception, play

out in a small-scale trial and was revised, then doing  intelligence, and elementary school children's
a large-scale trial. A large-scale trial was carried out ~ cooperation. The results of large-scale trial
on students aged 7-8 years. This large-scale trial was ~ observations are presented in Table 4.
carried out by physical education teachers using the
draft guide for a game learning model based on
kinesthetic perception to improve Kkinesthetic
Table 4
Data on Large Scale Trial Observation Results
Number Name of activity Al A2 G Average %
1 Target Shooting Games 109 108 110 109.00 94.78
2 Train Car Games 111 109 112 110.67 96.23
3 Flag Games 101 104 103 102.67 89.28
4 Rakartugu Games 105 106 106 105.67 91.88
Total score 426 427 431 428.00
Average 106.5 106.75 107.75 107.00
Percentage 92.61 92.83 93.70 93.04
Notes:

Al: Prof. Dr. Suharjana M. Kes
A2: Dr. Guntur M.Pd.
G: Prama, S.Pd

The results of the assessment of observations
in large-scale trials can be seen that the model that
has been revised from the results of small-scale trials
is increasingly showing conformity  with
expectations, namely agreement between experts and
practitioners as well as the appropriateness and
accuracy of the results of observations on the
kinesthetic perception based game learning model to
improve Kkinesthetic perception intelligence at play,
cooperation of elementary school children which is
very suitable This can be seen from the average score
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of the observation assessment and the percentage of
game model suitability.

3. Normality test

The normality test in this study used the
Kolmogrov Smirnov / Shapiro Wilk method. The
results of the normality test in each group were
analyzed with SPSS version 23.0 for windows with a
significance level of 5% or 0.05. The results of the
normality test are as follows (Table 5).
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Table 5
Normality Test Results
I Class Kolmogorov-Smirnov Shapiro-Wilk
Statistic df Sig. Statistic df p

Target Shooting Games Pretest 0,209 10 0,200" 0,927 10 0,423
Posttest ¢ 164 10 0,200 0,915 10 0,319
Train Car Games Pretest 0129 10 0.200" 0981 10 0971
Posttest ¢ 146 10 0,200° 0,947 10 0,633
Flag Games Pretest 0240 10 0,108 0,901 10 0,226
Posttest 707 10 0,200 0,860 10 0,076
Rakartugu Games Pretest 0,199 10 0,200" 0,905 10 0,248
Posttest 33 10 0,132 0,886 10 0,155

*. This is a lower bound of the true significance.

a. Lilliefors Significance Correction

Based on the results of the statistical analysis
of the normality test using the Kolmogorov Smirnov
test. Pretest and posttest data on learning the target
shooting game, train carriages, flags and rakartugu
obtained the results of data with a significance value
of p> 0.05. So, it can be concluded that the data is
normally distributed.

4. Homogeneity Test

Homogeneity test is carried out to determine
whether the data in the study are homogeneous or
not. The homogeneity test in this study used the
Levene Test as follows (Table 6).

Table 6
Homogeneity Test Results
Game titles Levene Statistic dfl df2 p

Based on Mean 0.956 1 18 0.341

Based on Median 0.661 1 18 0.427

Target Shooting Games Based on Medlan and with 0661 1 17.992 0427
adjusted df

Based on trimmed mean 0.872 1 18 0.363

Based on Mean 6.688 1 18 0.019

Based on Median 6.646 1 18 0.019

Train Car Games Based on Medlan and with 6.646 1 12.175 0.024
adjusted df

Based on trimmed mean 6.681 1 18 0.019

Based on Mean 0.004 1 18 0.953

Based on Median 0.001 1 18 0.980

Flag Games Based on Medlan and with 0.001 1 17.841 0.980
adjusted df

Based on trimmed mean 0.000 1 18 0.990

Based on Mean 2.991 1 18 0.101

Based on Median 1.703 1 18 0.208

Rakartugu Games Based on Medlan and with 1.703 1 14.915 0212
adjusted df

Based on trimmed mean 2.789 1 18 0.112

Based on the results of the statistical analysis
of the homogeneity test using the Levene Test. It can
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be seen in the posttest of target shooting games
obtained a significance value of 0.341> 0.05, the
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train carriage game obtained a significance value of
0.019> 0.05, the flag game obtained a significance
value of 0.953> 0.05 and the rakartugu game
obtained a significance value of 0.101> 0.05. So, it
can be concluded that the study population has the
same variant or homogeneous.

5. Effectiveness Test
The following are the results of the
effectiveness test for each game as shown in table 7.

Table 7
Effectiveness Test Results
Paired Differences
95% Confidence
. p (2-
Game titles _ Interval of the t df tailed
x S oy Difference el
Lower Upper
Target
Shooting Pair1 oSt g5qq 3.03 0.96 7.28 293 531 9 0.000
Posttest
Games
TrainCar g Pretest- - o5 3.11 0.98 -8.03 357  -5.89 9 0.000
Games Posttest
Flag pair1  Lretest- 559 2.31 0.73 -4.87 -1.55 -4.39 9 0.002
Games Posttest
Rakartugu . . Pretest- g 2.21 0.70 5.82 264  -6.03 9 0.000
Games Posttest

Based on the results of the statistical analysis
of the effectiveness test, it shows that the significance
(2-tailed) of the target shooting game is 0.00 <0.05,
the train car game is 0.00 <0.05, the flag game is 0.02
<0.05, and the rakartugu game. 0.00 <0.05. So that
after seeing this data it can be said that learning
games based on kinesthetic perception after learning
there is a significant increase.

Discussion

Based on the research results, the product of
a kinesthetic perception-based game learning model
is produced to improve kinesthetic perception, play
intelligence, and the collaboration of elementary
school children in the form of a learning model that
contains learning steps consisting of four games.
Each game contains cognitive, affective, and
psychomotor elements that are integrated into the
game with the overall criteria in learning being valid
or very effective to be applied to students aged 7-8 in
the lower grades of elementary school. The results of
this study answered the problems in the research
guestion, namely:

1) Kinesthetic
game learning model can
movement processing skills.

2) The game learning model based
on kinesthetic perception can increase the
cooperation of students which is characterized by

perception-based
improve limb
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an attitude of cooperation with one group friends
and an attitude in participating in learning.

3) The Kkinesthetic  perception
based game learning model can improve playing
intelligence.

4) The game learning model based
on Kinesthetic perception is in accordance with
the characteristics of the development of
elementary school students and makes it easier for
students to make the right decisions in the game.

5) The game learning model based
on kinesthetic perception is able to make students
easy to understand kinesthetic perception which is
characterized by students being more active and
happy to move because learning games based on
kinesthetic perception can facilitate and explore
students  towards increasing  Kinesthetic
perception, with the activities that exist in a game
by showing the existence of physical activities
regarding limb processing skills that apply a
series of locomotor, manipulative, non-
manipulative movements.

Thus, the hypothesis formulated in this study
regarding the effectiveness of the use of games based
on kinestatic sensitivity for primary schoolchildren
was fully confirmed. It should also be noted that this
study obtained data that confirm the results of studies
by other authors. So, in the work of Kozina et. al. [22]
obtained results that testify to the effectiveness of the
use of games that activate the imaginative perception
of 6-7 years old children in combination with the
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development of Kinestatic sensitivity during rock
climbing. The use of special games for children of
primary school age, which are aimed at developing
imaginative thinking, is the most effective. Children
think in images, and therefore the use of plot games
that activate imaginative thinking is most effective
for their motor development. However, the
mentioned work [22] does not consider the influence
of plot games on the kinesthetic sensitivity of
primary school children. Therefore, from the point of
view of revealing the influence of plot games on the
proprioceptive and kinestatic sensitivity of primary
school children, our study is new knowledge.

Kozina et. al. [23] showed the positive
influence of the use of the Go game in combination
with special game exercises (which are performed
with verses) on the indicators of motor development
and psychophysiological capabilities of children
aged 6 years. From the point of view of the positive
influence of plot games on the psychophysiological
indicators of primary school children, our work is an
extension of the data presented in the work of Kozina
et. al. [23]. Psychophysiological capabilities are the
basis for the development of intelligence and
communication skills, therefore our work also
confirms the data obtained by Kozina et. al. [23].
However, in terms of data influencing the
development of proprioceptive sensitivity in story
games, our work is new knowledge.

Conclusion

From the effectiveness test, the results of the
kinesthetic perception-based game learning model
are valid and very effective for improving kinesthetic
perception, playing intelligence, and elementary
school children's cooperation. The product of this
development research is a kinesthetic perception-
based game learning model packaged in the form of
a practical guidebook for the kinesthetic perception
learning model entitled "Kinesthetic Perception-
Based Games for Lower Grade Children". The
playbook for practitioners based on Kkinesthetic
perception to improve Kkinesthetic perception,
playing intelligence, collaboration  between
elementary school children, there are four games,
namely: (1) Target Shooting Games, (2) Train Car
Games, (3) My Flag Games, and (4) Games
Rakartugu.
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