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Abstract Coaching in sport is a complex activity
where several components influence each other to achieve
the goal, especially in team sports. Skills, physical abilities,
and tactics are not enough, but with strong character by the
players increasingly the chances of achieving team success.
Researchers have not found coaching models that aim to
improve technical skills and character integrated and
proven to be effective. This research aims to find the
effectiveness of the games experience learning coaching
model to improve passing, receiving, dribbling, shooting
technical skills and teamwork, respect, discipline character
in a youth football player. This research used experimental
methods. The sample was 46 youth football players from
some football schools in Sleman District, Yogyakarta
Region, Indonesia. Twenty-three players sampled the
intervention group and 23 players sampled the control
group. Data collection used skill tests for technical skills
and observation tests for character players. Skill and
character measurements are carried out before and after
treatment, where the treatment is carried out for 10 weeks.
Data analysis was done with the ANCOVA technique,
strengthened by paired t-test using SPSS 22 program. The
results of the study are games experience learning base
coaching model (1) having a significant influence on
technical skills and character youth football player, (2)
effective to improve skills and character youth football
player. The limitation of this study is the interaction
activities of players with peers in the environment, with
families that researchers cannot control may influence the
results of the study. The games experience learning base

coaching model can be an alternative that can be used by
football coaches in charge of coaching young players. This
coaching model is following the youth positive
development policy where sports activities not only think
about winning but also attention to attitude, life skills,
character that can be a provision for the lives of young
athletes in the future. The games- experience learning
based coaching model requires improvement in some parts
of the game to make skill improvement more optimal.
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1. Introduction

Coaching and training policies in sports between
countries may be different, but it has the same goal of
optimal performance of their elite athletes. The long term
athlete development (LTAD) model is a training model
that is planned, structured, and progressively improved to
prepare athletes for career success at the right time [1],
develop their healthy lifestyles, positive attitudes,
behaviors, and make them aware of the importance of
formal education for living after undergoing a sports
career[2]. Concerning coaching for sports competitions,
problems of interactions that typically appear may include
failures in competitions, physical abilities, skills, and less
optimal tactics, but in other perspectives another problem
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exists, the negative behavior of athletes, spectators, and
referees. The aggressiveness of athletes, specifically on
the type of sports that requires great efforts, triggers
disagreeable attempts to dominate the opponents [3].

Technical skills and decision making are two
contributing factors that determine the mini players
performance in volleyball games [4]. In another study,
technical skills and perceptions have a strong relationship
with the ability to attack and defend in professional Rugby
players [5]. Athletes are required to develop high levels of
physical and skill in high-performance sport. In a
high-performance setting, skills are obviously expected to
be at a superior stage of development to the general
population [6]. Talent has athlete in responding to training,
skills can be developed with training and each player
needs to train for improve these skills [7]. Players who
successfully play at a English Premier League club at
youth players who have trained for more than 10 years,
investing an average of about 15 hours per week, 700
hours per year, and a total of 7000 hours in training
activities designed to improve performance [8].

A football player's performance in a match is not only
influenced by skill skills, but behavioral factors in
matches, exercises, or interactions in life become
important for all administrators, coaches, and parents of
athletes. Positive youth development (PYD) is a concept
used to define the promotion of desirable competencies
that lead to positive developmental outcomes for youth [9].
Behaviors that have become habitual can be interpreted as
personality or character. Personality influence is
significant for player performance during the competition
season [10]. Similarly, discussed five key outcomes or
objectives of optimal youth development in their 5 C
model, these include: character; competence, connection;
confidence and caring [11]. In their review paper, many
life skills can be developed through sport, with the most
commonly cited being emotional, goal setting, time
management, teamwork skills, social, and interpersonal
communication skills, and problem solving, decision
making, leadership skill [12].

Teamwork attitude is a dynamic process involving a
collaborative effort by team members to effectively carry
out the independent and interdependent behaviors that are
required to maximize a team’s likelihood of achieving its
purposes [13]. Respect, discipline, honesty, and
responsible behavior are important things to develop in
sports. Respect for teammates, opponents, and others on
sports coaching interactions [14]. This view is shared by
others that sport has the capacity to challenge and
motivate people in ways not found in other life pursuits,
such as school or work [15]. Jones and Lavallee [16]
found that adolescent athletes considered interpersonal
skills and personal skills (as important skills necessary to
succeed in life. Furthermore, Peterson [17] concluded that
although developmental programs such as sports have the
potential to drive positive youth development, it is the
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personal characteristics of group leaders that are the
essential ingredient for the success of all youth
development programs.

Develop relationships with athletes, intentionally plan
developmental in coaching practice, do not just talk about
life skills, make athletes practice life skills, teach how life
skills transfer to non-sport settings is a strategy to develop
athletes to have positive behavior [18]. Great coaches will
always try to give full attention and focus on the team,
This spirit of leadership is needed so that it can produce
something positive in a team,[19]. However, researchers
found that practical solutions related to character
development in sports coaching settings achieved
relatively a little. Some research on the development of
attitudes, behaviors, or life skill through sports activity is
found in many sports education settings. Cooperative
learning was significantly more effective than classical
learning to develop moral value, [20]. Physical education
model of teaching personal and social responsibility [21]
had been aimed to develop responsibility. The sports
united to promote education and recreation (SUPER) is a
program designed to develop life skills through sports
playing activities [22]. Strachan, Mac Donald, & Cote
[23], [24] argue that connect and respect sports (SCORE)
is a physical activity and physical education designed to
develop the attitude and behavior of students.

Studies of integrated exercises aimed at developing the
skills and behaviors or character of young footballers in a
comprehensive training environment have not been found.
Based on the conditions that occurred this study aims to (1)
design an coaching model that integrates character values
in the training process, not only developing skills at
football schools, (2) test the effectiveness of the game
experience learning coaching model. Thus, the current
study offers a possibly effective and verified solution to
the gap by developing a training model based on the game
experience learning to improve the skills and character
football players aged 9-12. The skills that are expected to
improve are passing, receiving, dribbling and shooting,
while the expected characters are teamwork, respect, and
discipline.

2. Material and Method

The study applied experiment design with two groups:
the experiment group and the control group. Group A
(experiment), the group that intervention games
experience learning coaching model, and group B (control)
that conventional or regular coaching models. At the
beginning of the study developed a games experience
learning coaching model to be implemented in the
experiment group, while the control group used
conventional training programs. The games experience
learning coaching model is the result of Research &
Development studies that have been validated by experts.
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Validation with Aiken technique with a score of 4.46
(very good), the experiment design is shown in Figure 1.
Forty-Six youth football player at Sleman football school
were selected and willing to sample this research. The
sample had male gender characteristics, height means
140.98 cm, SD= 5.41, weight mean 34.33 kg, SD = 6.68,
with ages 10-12 years (Mean= 11.6 Years, SD = 0.87).

Experiment Group : A X1 Al
Control Group :B X2 Bl

Figure 1. Experiment Design

A, B :initial pre-test skill and character
Al, B :initial pos test skill and character
X1 : Games Experience Learning intervention for
Experiment Group
X2 : Conventional treatment for Control Group
------ : Coaching Period

Researchers developed skill and character instrument
where their validity was tested with Aiken validation
techniques. Skill instruments were developed to assess
passing, receiving, dribbling, and shooting skills, validity

index of instrument skill test result 0.85. Passing skills test:

The player pass the ball on target 0.5 x 2 m using right
foot 5 time, and using left foot 5 time. The ball that makes
it to the target is given a score of 1 so that the maximum
score obtained by the player on the passing skill test is 10
points. Receiving skill test: the player kicks and receives
the ball towards the wall as quickly as possible within 30
seconds. The distance of players to the wall is at least 4
meters, with a target of 0.6 m x 3 m area. The number of
balls successfully received and passed is recorded and
becomes a skill score of receiving the ball. Dribbling skill
test: the player dribbles past the established signs quickly
as possible. Players are given two chances of doing tests
and the best results in second are used dribbling skill test
results. Shooting skill test: the player shoot towards the
goal with a size of 2x5m which is divided into 5 areas.
The distance between the kicking area at the goal is 13m,
and the player has a chance to kick 4 time using the right
foot, 4 time using the left foot. The maximum score that
can be achieved is 400 and a minimum of 0.

A measuring tool for assessing characters uses
observation guidelines performed by coaches. Teamwork
characters contain 12 items of statement, respect character
contain 12-item characters, and discipline characters of 8
items on a never-always Lickert scale. An example of the
"He retaliates against abusive treatment by opponents".
The instrument character has a validity of 0.87.
Observations made by the coaches are made within 2
weeks before and after treatment. Games experience
learning-based coaching models were given training on
coach, while coaches who provided training to the control
group conducted perception tanning discussions with the
research team. Training is given for eight weeks. We
administered the results of pre and post-test skill and
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characters measurements of all samples, then were
analyzed using the Ancova test. Furthermore, to determine
the effectiveness of the games experience learning model,
the data were analyzed using the paired samples t-test.
Statistical calculations are assisted by the SPSS 22
software program.

3. Results

Researchers devised an exercise model validated with
Aiken techniques. The assessment score on the expert
validation process was analyzed and obtained a validity
score of 4.46 which means the model is worth using.
Effectiveness of the games experience learning (GEL)
coaching model is presented two items. These include:
first, descriptive presentation of the pre and post-test data
of the experiment and control groups; second, results of
the Ancova and Paired samples t-test. The GEL coaching
model of that has been feasible to be tested for
effectiveness see table 1. Main exercises 1, 2, 3 aimed at
developing skills and characters. The game is a training
medium of fun training and motivates players aged 9-12
years. Coaches use experience learning approach to make
change in students’ competence through experience,
reflect, discover and try to apply to the next training
session.

The result of an Ancova test with the SPSS 22 is a Sig
(0.00) < (0.05) score which means the program shows that
there is an interaction between the program and the skills
of the football school students, and there is a significant
difference in influence between the intervention group and
the control group on the skills. Value B in the estimated
parameter results showed that conventional programs had
a lower score of 3.62 compared to the intervention group
with the games experience learning exercise model. This
means that there is a significant difference in the score
means between the experiment group and the control
group in the implementation of the GEL coaching model
for skill development. The results of the paired samples
t-test reinforce that the GEL coaching model is more
effective than conventional programs where sig value.
(2-tailed) for the GEL group coaching model 0.00 while
control group 0.00. Mean difference skills before and after
control group -3.14 and intervention group -7.00.

The result of an Ancova test with the SPSS 22 is a Sig
(0.00) < (0.05) score which means the program shows that
there is an interaction between the program and the
character of the football school students, and there is a
significant  difference in influence between the
intervention group and the control group on the character.
Value B in the estimated parameter results showed that
conventional programs had a lower score of 7.83
compared to the intervention group with the games
experience learning exercise model.
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Table 1. The Game Experience Learning (GEL) Based Coaching Model

The Game-Experience-Learning Based Coaching Model

1. Training Stages

The training stages or procedures inform coaches or athletes of the steps or stages of the coaching process to be carried out. The training stages

include the following activities.

Training Stage

Training Content or Material

Strategy

Warming up Warming up activities

Core Training 1

A game for the development of a character value

Guided activities
Experiential learning (playing, reflecting, discovering,

(Designed by researchers) applying)
Core Training 2 A game for developing certain technical skills Experiential learning (playing, reflecting, discovering,
9 (Selected, analyzed, and designed by Researchers) applying)

Core Training 3 -
playing rules

Cooling down Cooling down activities

Game 7 on 7 football plays based on the federation

Guided plays with at least one playing rule transfer.

Guided activities

2. Reaction Principles

This part of the instructional model explains the roles and relationships between coaches and athletes in the training process.

Training Stage

The Role of the Coach

Warming up

Opening the training session and guiding the warm-up activities for the athletes to get ready for the Core Training 1.

Guiding the players to play the designed game and the reflection phase encouraging them for playing, and giving
rewards or punishments according to the game rules. The reflection phase becomes an important momentum that

Core Training 1

coaches should use to send a moral, the values of teamwork, respect, and discipline that are chosen and set at daily

practice. The right time for the reflection phase is given authority to the coach based on the situation and conditions in
which the student is playing.

Guiding the players through the designed game and the reflection phase, encouraging them for playing, and giving
rewards or punishments according to the game rules. The reflection phase becomes an important momentum that

Core Training 2

coaches should use to send a message of how the correct engineering skills should be done according to the problems

faced when in the game. The right time for the reflection phase is given authority to the coach based on the situation and
conditions in which the student is playing.

Core Training 3

Managing the young players to have 7 on 7 football plays, explaining one formal football game, and giving feedback.

Cooling down

Guiding players for the cool-down activities to return the body to normal conditions and closing the training session.

3. Support Systems

Conditions required to implement the training process, daily training plans, and other learning resources.

4. Model Impacts

4.1. Direct impacts (instructional) as specified in the program objectives

4.2. Indirect effects or side effects generated by learning or training.

Table 2. Descriptive Result Pre and Pos Test Skill and Character

Pre-Test Pos-Test
Group Competence
Mean SD Mean SD
Control Skill 47.73 6.64 50.92 5.05
Intervention Skill 47.23 6.57 54.23 4.68
Control Character 40.27 6.72 40.62 4.64
Intervention Character 41 4.56 48.85 3.68
Measurements passing, receiving, dribbling, and control group in the implementation of the GEL coaching

shooting skills and teamwork, respect, and discipline
character of intervention and control groups are carried
out before and after intervention. After the administering
of the pre and pos test, score recapitulation of the results
can be seen as presented in table 2.

This means that there is a significant difference in the
score means between the intervention group and the

model for character development. The results of the paired
samples t-test reinforce that the GEL coaching model is
more effective than conventional programs where sig
value. (2-tailed) for the GEL group coaching model 0.00
while the control group 0.694. Mean difference characters
before and after control group -0.34 and intervention
group -7.84.
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4. Discussion

The long term athlete development theory [25], are
divided into several phases, and athletes aged 9-12 years
are in the “learn to train” phase in which young athletes
are expected to strengthen their basic skills, attitude, and
behavior through sports coaching interactions. The current
study aims to effectiveness test a coaching model or
program for the comprehensive development of skills and
character of young players aged 9-12 years. The
development of the game-experience-learning based
training program developed by the researchers has been
driven by the research reports of small side games (SSG).
Small side and conditioning game models which have
been effective for improving technical, tactic, and
physical skills [26], but the coaching model capacity in
improving the players behavior and character has not been
examined. Ivanovych [27] play is one approach or method
that can be used to learn movement. The method of
playing can improve high-level skills. Therefore, the
structure of motor learning in game sports should include
four steps: stage |, creation of preconditions and
familiarization with motor actions; stage Il, mastering
motor actions; stage 111, consolidation and improvement
of motor, stage 1V, integration of motor actions.

Football games are classified as invasion games.
Optimal performance in football requires a certain amount
of capacity and one of them is technical skills. Technical
skills are essential in the development of young
footballers. Technical skills include passing, shooting,
dribbling, and receiving. Besides, it is often assumed that
the skills that both legs have (that is, two legs) of equally
good quality are advantages [28]. Games experience
learning based coaching model used games approach and
experiential learning method based on data analysis shows
effective to improve passing, receiving, dribbling, and
shooting skills. The approach to play has the advantage of
a more fun exercise atmosphere and motivates the player
to practice. Playing games, in addition to increasing
motivation in training, creates a feeling of pleasure, and
such games that involve physical activeness have existed
for thousands of years [29]. Training programs adopting a
game approach, therefore, are believed to be significantly
better in developing tactical skills and intrinsic motivation
than those with a technical approach, while in terms of
technical skills, there seem to be no fundamental
differences between the two experimental groups [30].

Coaches as leaders should easily learn the game and
game design according to the characteristics of 9-12 year
olds, where multilateral improvement of skills is
recommended. In this regard, Gabbett, et all suggest that
exercise-based sports training is effective for improving
physical skills and abilities through opportunity-making
games for developing technical-skill decision making
based on several components, or by any sports games
determined by the coaches [5]. Games with fewer players
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have a better influence on skill improvement,[31]. The
results of the present study indicated that three-a-side
games provide higher stimulus for physical conditioning
and technical improvement than six-a-side games and
their use for training young soccer players is
recommended,[32].

Approaches in the training process become interesting
discussions, traditional model training, discovery learning
models, and other training models have specificity.
Increasingly specific technical skills require different
instructions [32]. Effect models of games-based exercises
and on tactics approaches are recommended to teach
sports that are game-type and appropriate to develop
techniques, understanding, tactical knowledge, and
decision making, [33]. Games as learning media,
nevertheless, are not always appropriate and effective as
their functions focus on the learning objectives set[34].
Games must be designed to be selected and sorted
according to the characteristics and objectives of the
learning or coaching.

The results of this study differ from the findings stating
that the approach of the game is not appropriate for the
development of technical skills, but is appropriate for the
development of attitudes, behavioral responsibilities, and
decision-making [35]. The results showed that GEL-based
coaching model are effective for teamwork, respect, and
discipline character development. Character teamwork,
respect, and discipline aligned with philosophy positive
youth development (PYD). Positive youth development in
terms of coaching and interaction of sports performance is
important, [36]. However, the socio-cultural at
high-performance football clubs may the coaches’ efforts
to develop or promote positive youth development. Coach
education courses should help coaches learn how to
promote values and life skills to make youth positive
development in high-performance sports, [37]. On the
other hand, in designing such games for learning, trainers
or coaches should consider the athletes cognitive,
motivational, affective, and social-cultural aspects [38].

The results of this study are following were through
playing players can engage in a variety of activities both
physical, cognitive, and affective. Thus, games are the
appropriate activities providing great opportunities for
children to participate. By utilizing play activities,
children learn and develop as individuals and as members
of society. These kinds of games have been designed
based on the idea that playing activities are right for
children, and traditional games can be used as learning
media for children [39].

Game sports in teams are implicitly beneficial for
character development [40], but generally various
negative behaviors of athletes are another problem to
solve. Changes in behavior, start from the stages of moral
knowledge, moral feeling, to moral action [41]. In this
context, the training model developed with playing
activities is expected to provide interventions for changing
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one's moral feeling into the good mood and eventually it
can become moral actions in training sessions or daily
lives. The modification of the traditional game Gobak
Sodor or Galasin adapted to the multilateral development
of children and the theory of sports education shows that it
can support children to develop their social skills, such as
responsibility, social attitude, teamwork, communication,
and caring, [42].

Character development can be practiced in an
interactive environment of training processes and sports
matches. Respect behavior can be developed by
intervening through game and match rules, and
agreements are built through players, coaches, referees,
and spectators or parents of athletes [43]. Weinberg and
Gould [44]states that extracurricular sports activities have
the potential to develop positive behaviors, for several
reasons. These results are also in line with the assertion
that a person's character is shaped not only by imitation
through observation, but can also be taught through sports,
sports, and physical activity situations.

Based on research can be determined that the training
model has been able to accommodate its goal of
delivering the values of teamwork, respect, and discipline.
Games designed to require teamwork in strategizing
before the game or during the game process [45]. The goal
in teamwork in the game is to establish a sense of mutual
need and dependency between players so that through
teamwork in the game can improve the social behavior
shown by the child [46]. Small side games influence
awareness, and teamwork behavior in achieving goals,
[47], thus in accordance with this study where the design
of games experience learning uses the game approach as a
tool to improve skills and behavior.

Qian and Clark[48] in line with this, propose a
game-based learning approach in efforts to effectively
develop the 21st-century skills, consisting of collaboration,
communication, critical thinking, and creativity. Besides,
the designed training stages in the core training 1 and 2
contain games implemented by using the experiential
learning theory as selected by the researchers. The
structure of the training is the authority and decision of the
coach. Exercise structure is related to confidence and
predictive effectiveness to the results or objectives of
exercise by the trainer, [49]. The results of the study are
following the research of Muhtar et all [S0]where through
physical education and sports respectful behavior becomes
something that has a large percentage to develop [50].

Teachers and coaches as leaders have the opportunity
and responsibility to act as models in efforts to develop
the predetermined character and skills [51], but they
undoubtedly need effective strategies to achieve the
learning and training goals. The developed model allows
students to learn the theory and practice and assists them
in gaining new experience [52]. Similarly, Chavan
suggests the model in which students find pleasure and
help in improving their learning outcomes [53].
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Experiential learning is declared effective for leadership
development, especially in situations where students work
in teams [54], and it has been used to develop their
decision making and ways to deal with uncertainty [55].

Exercise and sports coaching at a young age should
result in a reseave in athletes. Here are the factors that
affect enjoyment when sporting activities in children: 1)
self-referenced competency, 2) competitive excitement, 3)
affiliation with peers, 4) effort expenditure, 5) positive
parental involvement, 6) other-referenced competency and
recognition [56]. The results of this study are in
accordance with wiersma [56], where excitement can be
achieved by children when competing in games designed
by researchers.

5. Conclusions

The development of technical skills and character of
young footballers cannot be done instantly. Skill and
character development requires a long training process to
achieve goals. As explained, the purpose of this study is to
know the effectiveness of coaching models for the
improving of skills and character in youth football player
ages 9-12 years. The results showed that coaching models
were declared effective to improve passing, receiving,
dribbling, shooting skills and teamwork, respect,
discipline character.

The results of this study seek to help answer the
thinking patterns of administrators, parents, and coaches
who have perception that youth athlete development was
not important. The substance of the results of this study
can be formulated that the process of training football in
young players through the game, and the method of games
experiential learning is effective to improve technical
skills and character youth football players ages 9-12 years.
Future research is expected to identify and explore other
types of technical and character skills that support youth
football players’ development. Efforts to find the best
models must be made continuously to be applied in the
process of youth football training to improve the
knowledge, skills, and character.
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