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Abstract

This is a preliminary study investigated the need for the Teaching Games for Understanding (TGfU) approach to be introduced to Primary Physical Education games teaching. A survey questionnaire and open ended questions were administrated to collect data on current teaching approach and the need for the TGfU as an alternative approach. Fifty eight primary school physical education teachers (21 male and 37 female) aged between 24 to 46 (SD) years responded in this study. Results indicated that 65.5 percent used a traditional teacher centered approach currently in teaching games. The findings also reported 53.5 percent of the respondents reported that all the lesson objectives could not be achieved and suggested a need for an alternative approach like TGfU in teaching games. The findings also proposed implementation of an approach that considers student interest and participation.
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Abstrak

Ini adalah kajian awal bertujuan untuk mengkaji keperluan Pengajaran Kefahaman Taktikal Permainan (TGfU) untuk diperkenalkan di sekolah rendah. Kaedah tinjauan yang melibatkan soal-selidik dan soalan terbuka dikemukakan untuk mengumpul data mengenai masalah yang dihadapi dalam kaedah pengajaran sekarang dan keperluan untuk kaedah alternatif. Seramai lima puluh lapan guru pendidikan jasmani (21 lelaki dan 37 perempuan), berumur antara 24 hingga 46 tahun menjadi responden kajian. Keputusan kajian menunjukkan 65.5 peratus menunjukkan kaedah pengajaran berpusatkan guru yang dilaksanakan dalam pengajaran permainan. Kajian juga menunjukkan 53.5 peratus responden melaporkan bahawa kesemua objektif pelajaran tidak dapat dicapai dan mencadangkan kepada pendekatan alternatif seperti TGfU. Dapatan kajian juga mencadangkan kaedah yang memberikan penekanan kepada penglibatan dan minat murid-murid.

Kata Kunci: Pengajaran Kefahaman Taktikal Permainan(TGfU), 
pengajaran permainan, hasil pembelajaran
Introduction

Games are one of the important components in the physical education curriculum because 65 percent of time spent in physical education is allotted to games (Werner, Thorpe, & Bunker, 1996). Games are competitive by design, intended to test one’s physical ability against another. Games also are enjoyable lifetime physical activities and they are based on sport which is an important institution in society (Chow et al., 2007; Mitchell, Oslin, & Griffin, 2003). The purpose of teaching games is to enable students to construct meaning in a game education (Butler & McCahan, 2005; Chow et al., 2007). Meanwhile according to Werner et al. (1996), the purpose of teaching games in physical education is to improve students’ game performance and to improve their enjoyment and participation in games, which will lead to a better and healthier lifestyle. Educators who implement the games instruction approach in physical education at all levels value game playing as a physical activity in its own right (Mitchell et al., 2003).
 Past research has shown that the content and pedagogy of games teaching for not being inclusive for student participation in games (Hopper, 2002: Kirk, 2005; Sidentop & Tannehill, 2000; Thorpe, 1990). This is due to the standardized skill test used to measure the skill performance, ignoring the dynamic, chaotic and changing situation associated with game play (Richard & Griffin, 2003). Therefore it was noted that many delivery approaches in games teaching were irrelevant and failed to meet student needs (Webb & Pearson, 2004; Werner et al., 1996). As a result students lacked motivation (ByCura & Darst, 2001; Howard & Haward, 1997) and did not find enjoyment in making games a part of their healthy lifestyle (Hopper, 2002; Light, 2003; Mandigo, Butler, & Hopper, 2007; Nevett et al., 2001). This is because the traditional skill approach of games teaching dominates most of the physical education programs (Bunker & Thorpe, 1986a; Hopper, 2002). However the technical skill approaches have been shown to be less efficient in helping students understand, perform and consequently better appreciate games and sports (Asquith, 1989; Richard et al., 2000; Turner & Martinek, 1995; Webb & Pearson, 2004). 
Some of the pedagogical physical education programs also were reported in Malaysia by De Vries (2008) on educational system; Salleh (1997) on end product of primary physical education program outcome; Julismah (2000) on academic learning time in physical education; Wee (2001) examined the quality of physical education program in public schools in Malaysia and Rengasamy (2006) on transfer of knowledge from the physical education program to a healthy lifestyle after school. However there is only one study by Sanmuga (2008) carried out in Malaysia to investigate the effects of games on boys with different skill levels. Sanmuga’s study was conducted with students in early secondary school. Therefore there is a need to investigate the effects of games learning outcome among students in a primary physical education program. Therefore a preliminary study was carried out among primary physical education teachers on the games teaching approach and problems faced in meeting their students’ needs.  
Studies have shown that any effective implementation of pedagogical approach in game teaching can generate significant learning outcome in game performance (Bunker & Thorpe, 1982; Hopper, 2002: Holt, Strean, & Begoechea, 2002; Sanmuga, 2008; Webb & Pearson, 2008). Past studies reported that research focused on the TGfU approach affects students’ learning and improves their game performance (Griffin, Mitchell, & Oslin, 1997; Hooper & Kruisselbrink, 2002; Holt et al., 2002). Therefore there is a need to investigate the effects of Teaching Games for Understanding (TGfU) as an alternative approach in primary physical education games teaching.
Objectives

In line with curriculum development trends in our country which emphasizes innovative strategies in teaching and learning which enhances student abilities in problem solving and decision making (Sanmuga, 2008; Sharifah, 2007), a preliminary study was carried out to investigate the problem faced in using the traditional skill approach among physical education teachers in primary physical education games teaching.
Research Questions

This study was guided by the following research questions:


1. Is the teaching approach used in teaching games a teacher centered approach?

2. Are the students interested in the approach?
3. Can the lessons objectives be achieved with the teaching approach?

4. Is there a need for a different teaching approach?

Methodology

A survey method was applied to collect data on teaching approach of game teaching in primary physical education program among in service teachers. The instrument used was a questionnaire consisting of two sections. Section A elicits demographic data from the respondents. The section B is the Teaching approach of game teaching in physical education. A total of 58 primary physical education in-service teachers who registered in an in-service course in one of the teacher training institute responded in this study. There were 21 male respondents and 37 female respondents. The respondents were aged between 24 to 46 years. Almost 50% of the respondents are graduate teachers with a degree in Teaching and another 50% of the respondents have a Diploma in Teaching.

Preliminary Results
Data collected in this study showed that 65.5% agreed that a teacher centered approach was used in teaching games in primary school physical education lessons. The findings also showed that 53.5% of respondents reported that the lesson plan objective could not be achieved with the traditional teacher centered approach, while 46.5% of respondents reported that the learning objectives could be achieved all the time.

     In answering an open ended question regarding the current games pedagogy, respondents suggested a need for different approach as compared to the traditional skill approach for effective games performance in primary physical education lessons. In a second open ended question, respondents reported that their students showed less interest in the traditional skill approach. Therefore the teachers admit that they need to upgrade their teaching methods to meet student needs.  This preliminary study only managed to get some information from the teachers’ perspective. There is a need to get information on students’ learning outcomes in the traditional skill approach and if there is a need for a new approach. Therefore further research is suggested as a continuation of this study to investigate in depth about students’ learning outcomes in game performance.
Studies have shown that any effective implementation of pedagogical approach in game teaching can generate significant learning in game performance (Bunker & Thorpe, 1982; Hopper, 2002: Holt et al., 2002; Sanmuga, 2008; Webb & Pearson, 2008). The TGfU approach focuses on learning experiences for children to acquire tactical understanding of major games through playing modified versions of the games in a game situation. Children have opportunity to create and modify games to display skills such as leading, following and decision making (Pangrazi & Casten, 2007). Learning involves active engagement of children with their environment (Chow et al., 2007; Kirk & MacPhail, 2002).  The TGfU approach provides also positive interaction among peers and between student and teacher, it was noted that student enjoyment and motivation increased and they did not show any decrease in skill improvement (Hopper & Kruisselbrink, 2002; Holt et al., 2002). Through the TGfU approach, affective method of teaching and learning may be developed in cognitive, psychomotor and affective domain to generate a whole child concept.
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