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Abstract This research aims to develop a coarse motor learning model based on
hypercontent. The subjects of this study were students of the Early Childhood Education
Teacher Education Program at STKIP Kusuma Negara Jakarta. The research employed the
Research and Development (R&D) method, conceptualizing, proceduralizing, and
implementing the coarse motor learning model. Expert one-to-one evaluations were
conducted in the fields of eatly childhood education content, instructional design,
instructional media, and the Indonesian language. Additionally, one-to-one, small group, and
large group tests were administered to the students. This research can serve as a guide for
future researchers to develop coarse motor learning with similar or different approaches.
The outcomes of this study include a coarse motor learning model, printed modules, and
instructional videos. The hypercontent-based coarse motor learning facilitates students'
understanding and enhances their success in early childhood coarse motor learning.
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Introduction

Educational materials are a crucial component that plays a significant role in the learning
process'. The presence of educational materials aids in the smooth learning of students and
learners. These materials assist educators and instructors in conducting teaching and learning
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activities in the classroom * For educators, utilizing appropriate educational materials can save
time ° in teaching and can transform their role from an instructor to a facilitator, thereby
improving the learning process to become more effective and interactive’. For learners,
educational materials can help them become independent learners and can be used to assess the
acquired competencies °.

The development of educational materials can make learning more enjoyable, effective,
efficient, and aligned with learning objectives’. Given the importance of educational materials in
the learning process, educators must be capable of developing materials that align with
technological and knowledge advancements. In the era of Industry 4.0 and Society 5.0,
educational materials must also be in line with the current era's development. Learning should
occur in a transformative and productive manner. However, several crucial factors impede
transformative and productive learning, giving rise to adaptive learning methods and strategies.
At least two factors hinder transformative learning. First, internal factors such as students'
intelligence, low learning culture, unstable motivation, or other limitations. Second, external
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factors encompass learning media, resources, and learning materials that are still difficult to
access .

The Bachelot's Program for Early Childhood Education Teachers (PG PAUD) at STKIP
Kusumanegara faces similar challenges. One of the mandatory courses in this undergraduate
program for eatly childhood education is the course on the development of gross motor skills in
young children. This required course is intended to help future teachers stimulate the gross
motor development of children according to their developmental stages. However, the lack of
learning resources, facilities, and limited learning strategies needs to be addressed and provided
with appropriate solutions. Through suitable approaches and learning models tailored to the
needs, it is hoped that the quality of learning will improve, and students' competence in the field
of gross motor skills for young children will enhance.

The development of a coarse motor learning model is expected to provide solutions to
common issues in the learning process, fostering creative thinking and problem-solving skills®,
ultimately equipping students with life skills and the ability to innovate ’. Emerging innovations
in education must be harnessed by educators to facilitate the learning process. Furthermore, the
development of learning models should align with technological and informational
advancements '’ to avoid falling behind. Digital tools have been widely used for learning, such as

the utilization of Digital Book Creator Media
12

, inquiry-based learning technology

implementation B,

, reconceptualizing game-based learning in eatly childhood environments
One form of innovation is the introduction of hypercontent-based printed educational materials.
Hypercontent is a learning approach that aids learners in enhancing their abilities.

Hypercontent has proven successful and can address various challenges and developments in the
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era of Industry 4.0 . Hypercontent learning modules are highly effective for self-directed learning
by students Additionally, hypercontent-based learning is valid and effective for instruction'*.

Hypercontent modules offer advantages over traditional modules. They interconnect
concepts within different materials simultaneously through a specific digital technology program.
Logically, hypercontent operates akin to hypertext, where one text contains links to many
interconnected texts. In practice, this manifests as menu options on a web page, leading users to
various related materials upon clicking. In other words, one text houses and connects with other
texts (hypetlinks). Furthermore, hypercontent-designed learning involves modules with topics
presented using text, audio, graphics, images, and videos. Concepts are enriched with
supplementary content related to various engaging content sources like YouTube, Google Web,
and/or Wikipedia. These online resources can be accessed via QR Code scanning on devices or
smartphones.

With hypercontent modules, learners can control their learning processes, selecting
topics to explore randomly using the hypercontent system. However, limitations in educators'
online teaching skills, creativity, and ability to present materials may lead to reduced student
interest in learning the subject of coarse motor skills in early childhood education. This can
affect students' comprehension. Observing the educational materials used during online learning,
such as videos, school-provided books, and practice questions, underscores the importance of
addressing these challenges.

The module is equipped with various features such as videos and quizzes. Hypercontent-
based learning can assist in this regard, allowing students to access learning resources through
QR codes. Multiple studies have indicated that learning using hypercontent-based modules can
be effectively implemented by combining virtual, self-directed, and collaborative learning spaces
while considering the characteristics of each unit within the hypercontent module designed to
stand alone, and the content structure is presented with message design principles.
Hypercontent-based modules can be effectively utilized in independent learning activities for
students and have been proven to enhance learning outcomes.

Another advantage of hypercontent-based e-modules is that they allow learners to
choose the topic or material they want to study first, whether randomly or sequentially. This
aligns with Prawiradilaga's assertion that the characteristics of modules using hypercontent
concepts possess a non-linear nature, affording readers the opportunity to deeply engage with
module content without strictly following the sequence or arrangement of materials ™.

Through this research, the author aims to create a coarse motor learning model that
meets students' needs and aligns with the current era's advancements. This approach seeks to

make coarse motor learning more diverse and contextual. The research focuses on the theme

14 Pujiati Pujiati et al., “Needs Analysis E-Module Based Hypercontent to Improve Collage Students’ Critical
Thinking Skills,” International Jonrnal of Social Science Research and Review (2022); S. Rufaida and N. Nurfadilah, “The
Effectiveness of Hypercontent Module to Improve Creative Thinking Skills of Prospective Physics Teachers,” in
Journal of Physics: Conference Series, 2021; Pujiati Pujiati et al., “Effectiveness of Using Hypercontent Based E-Module
to Improve College Students’ Critical Thinking Skills,” WSEAS TRANSACTIONS ON ADVANCES in
ENGINEERING EDUCATION (2022).

15 Dewi Salma Prawiradilaga, Prinsip Desain Pembelajaran (Kencana, 2015).

Volume 8, Number 2, August 2023| 338



"Development of Coarse Motor Learning Model for Eatly Childhood Based on Hypercontent."
It is expected that this research will contribute to making the teaching of coarse motor skills

more effective and efficient.

Method

The research and development model employed in this study utilizes an instructional
design approach. This approach entails implementing learning based on a needs analysis, which
is then translated into general and specific learning objectives and instructional materials. To
facilitate learning, instructional design is combined with a curriculum integration model, enabling
students to enhance their competencies in coarse motor skills learning.

This study falls under the category of Research and Development (R&D). The research
design used to develop the coarse motor skills learning model involves a combination of
development and instructional models. The process includes the following stages:

1. Research and Information Collecting: The initial step involves collecting research and
information to inform the development of the learning model. This stage draws from
models such as Borg and Gall's Edition, Step of System Approach Model of Educational
Research and Development, Dick and Carey model, and others.

2. Analyzing Needs: This stage employs the Dick and Carey model to analyze the needs of
the learners. It involves writing general and specific learning objectives, selecting
appropriate instructional materials based on developmental milestones or specific
objectives, and choosing teaching strategies and instructional media.

The integration of these models aims to create a coherent learning model that aligns with
the needs of the students. The overall research process follows these stages and flows

accordingly.
Revise
Instruction
Conduct <
Instructional
Analysis .
¢ h 4 h 4 h 4 v
Assess Write Develop Develop Develop and Develop and
Needs fo Performance o | Assessment Instructional Select Construct
Identify Objectives  nstruments | | Strategy | Instructional [ ) Formative
Goal(s) Materials Evaluation of
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Information from the analysis of learners is utilized to formulate and implement a learning
model using various media tailored to the characteristics of the learners. The participants in
this study are first-semester students in the Early Childhood Education Teacher Education
Program. The class consists of 24 participants, and the average student is a regular
participant. The participants come from diverse backgrounds, with the following

composition:

Table 3.1 Learner Backgrounds
Background Amount
Fresh graduate 1 people
Have Taught 23 people
Female 23 people
Male 1 people
Regular 21 people
Transfer 3 people
Resident of Jakarta 24 people

The participants in the coarse motor skills course are predominantly students who
have prior teaching experience. They display a high enthusiasm for seeking new knowledge,
and their proactive engagement is evident through their active participation in discussions,
question-and-answer sessions, and the provision of field-related examples pertaining to the
practice of coarse motor skill learning.

However, there exists a notable constraint due to the students' predominantly urban
residency, primarily centered in Jakarta. This circumstance has implications for the practical
application of coarse motor skill learning. The limitation stems from the scarcity of adequate
land area within Early Childhood Education schools, where these students are engaged in
teaching. Consequently, the availability of open spaces, especially outdoors, is limited.

While the students exhibit great interest and involvement, the geographical constraint
hampers their ability to fully engage in hands-on practice of coarse motor skills. Despite
their enthusiasm for incorporating practical examples from their teaching experiences, the
urban context affects their opportunities for real-world application due to the shortage of
suitable physical spaces for outdoor activities. This scenario emphasizes the need for creative
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solutions to provide practical experiences within the constraints of the urban setting,
enhancing the effectiveness of their learning process in the realm of coarse motor skills.

Result and Discussion

1. The initial state of the coarse motor learning model based on hypercontent reveals a
requirement for learning that emphasizes relevant learning resources aligned with the subject
matter of the course. This indicates a need for instructional materials that are closely related
to the content being taught.

The description highlights the starting point of the coarse motor learning model, which is
based on the concept of hypercontent. In this context, the analysis underscores the
recognition of a fundamental need within the learning environment. Specifically, it
emphasizes the importance of incorporating pertinent learning resources that directly
correspond to the subject matter of the course. This recognition suggests that the existing
educational materials or resources might not fully meet this requirement.

The implication of this observation is that the conventional or existing materials might not
sufficiently address the specific learning goals or objectives related to coarse motor skills.
The identification of this need stresses the significance of aligning instructional resources
closely with the content being taught. In doing so, it recognizes the value of integrating
appropriate tools and materials that can effectively convey the principles, techniques, and
concepts associated with coarse motor skill development.

Furthermore, by acknowledging the requirement for relevant learning resources, the
educational approach moves towards an instructional design that ensures students'
engagement and comprehension of the subject matter. This aligns with the broader
pedagogical principle of creating a learning environment where students can explore and
grasp concepts effectively. Consequently, the statement underscores the necessity for a
learning model that leverages hypercontent, a dynamic and adaptable approach that can
better cater to the specific demands of teaching and learning coarse motor skills.

2. The developed learning model has undergone a Research and Development (R&D) process,
creating a model for teaching coarse motor skills based on hypercontent. This was achieved
by combining elements from the Borg & Gall model, the Dick and Carey model, and the
Rowntree model. This collaborative approach draws from various instructional design
frameworks to create a comprehensive and effective learning model.

The description highlights the evolution of the learning model through a structured and
iterative Research and Development (R&D) process. This process has led to the creation of
a specific instructional framework for teaching coarse motor skills, which is based on the
concept of hypercontent.

In this case, the collaborative nature of the approach is evident as it draws on elements from
three established instructional design models: the Borg & Gall model, the Dick and Carey
model, and the Rowntree model. Each of these models contributes unique principles and
methodologies that, when combined, result in a comprehensive instructional framework for
teaching coarse motor skills.
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By incorporating various aspects of these models, the developed learning model benefits
from the strengths of each individual model. The Borg & Gall model might provide
systematic data collection and evaluation, the Dick and Carey model could offer systematic
instructional planning and development, and the Rowntree model might contribute a focus
on assessment and evaluation strategies.

The collaborative approach to integrating these models demonstrates a deliberate effort to
harness the advantages of multiple methodologies. This approach recognizes that a single
model might not fully address the intricacies and multifaceted nature of teaching coarse
motor skills with hypercontent. The combined elements ensure that the learning model is
well-rounded, adaptable, and effective, catering to various instructional needs, assessment
strategies, and overall learning objectives. This approach reflects a thoughtful and strategic
design process aimed at optimizing the learning experience for students engaging with
coarse motor skill development through hypercontent.

The effectiveness of the developed coarse motor skills learning model based on
hypercontent was evaluated through effectiveness testing with a small group. The results of
the t-test calculations showed that the calculated t-value (3.822) was greater than the critical
t-value (2.228), leading to the rejection of the null hypothesis (Ho). The same pattern
emerged in the field trial, where the calculated t-value (13.457) exceeded the critical t-value
(2.131), resulting in the rejection of the null hypothesis. This suggests a significant difference
between pre-test and post-test scores in the context of coarse motor skills learning based on
hypercontent. As a result, it can be concluded that the hypercontent-based coarse motor
learning approach is effective in enhancing learning outcomes.

The assessment of the effectiveness of the newly developed coarse motor skills learning
model, which is rooted in the concept of hypercontent, was carried out through a rigorous
effectiveness testing process involving a small group of participants.

To determine the impact of the hypercontent-based learning approach, statistical analysis
was employed. The calculated t-values were used to compare the pre-test and post-test
scores of the participants. In both the controlled setting and the practical field trial, the
calculated t-values—3.822 and 13.457, respectively—were significantly higher than the
critical t-values (2.228 and 2.131), leading to the rejection of the null hypothesis (Ho).

This outcome underscores a pivotal point: there is a substantial and statistically meaningful
difference between the participants' initial understanding (pre-test) and their acquired
knowledge (post-test) after experiencing the hypercontent-based coarse motor skills learning
model. In essence, the participants' learning outcomes were significantly enhanced through
the utilization of the hypercontent-based instructional approach.

The findings confirm the efficacy of the hypercontent-based model in effectively facilitating
the acquisition and retention of knowledge related to coarse motor skills. Consequently, it is
valid to conclude that the designed learning approach, which strategically integrates
hypercontent principles, has a demonstrably positive impact on the participants' learning
outcomes. This outcome adds empirical support to the notion that the hypercontent-based
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coarse motor learning approach contributes to improved educational outcomes and
validates the effectiveness of this innovative approach in promoting enhanced learning

experiences.

Conclusion

The development of the coarse motor skills learning model based on hypercontent,
through the integration of the Borg & Gall model, the Dick and Carey model, and the Rowntree
model, can yield a more effective and constructive learning approach. By combining these
instructional design models, educators can provide a broader range of insights to students
through diverse reference options, as exemplified in the instructional framework utilizing
hypercontent.

This collaborative approach leverages the strengths of each individual model, fostering a
more comprehensive and adaptable instructional strategy. The Borg & Gall model's systematic
data collection, the Dick and Carey model's structured instructional planning, and the Rowntree
model's emphasis on assessment collectively contribute to an enhanced learning expetience.

With this blended approach, educators are encouraged to offer varied perspectives and
insights to students by incorporating a diverse array of instructional references. This mirrors the
approach utilized within hypercontent-based instruction, where a wide range of materials and
resources are accessible to learners. By doing so, educators can foster a more engaging and
interactive learning environment, encouraging students to explore different viewpoints and

deepen their understanding of coarse motor skills.
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