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ABSTRACT
This manuscript aimed to reports on the process of validity and reliability of the traditional games module through the development and usability of the Teaching Games for Understanding (TGfU) concept for Teaching and Learning (TnL) for Malaysian Primary School Children. The implementation and evaluation process involved the preparation of the materials, the experts' review, and the content validity of the module. The module was then distributed and reviwed by eight subject matter experts from different fields. Several recommendations have been identified, and amendments were done accordingly. The amended module was then evaluated for its content validity by eleven evaluators, consisting of eight subject matter experts and three users. The implementation and evaluation process involves 63 students from the primary school of the Malaysian Ministry of Education for data collection. In addition, physical education teachers were selected to implement the module in their respective classrooms. The results showed that all evaluators responded strongly agree and agree for the level of usability and module presentation (Mean =95.4%), content (Mean=97.7%), Learning material and TnL activities (Mean=99.0%), language performance (Mean=100%) and the module has good content validity (Mean=93.9%). The teaching method with the concept of play-based learning improves the mastery of skills and promotes a more positive attitude among the students, as well as enhancing their interest in learning through the teachers’ guidance. The TGfU concept more meaningful and provide more space for students. By using this module, the Malaysian children are found to be more motivated and more involved in learning in the form of physical activity.
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[bookmark: _GoBack]INTRODUCTION
The curriculum transformation in the Malaysian Education Development Plan has applied a number of approaches in the delivery of knowledge in schools. Quality aspirations can underscore the government's efforts to improve the quality of teaching and learning (TnL) in Malaysia in accordance with other developed countries. Responsibility for improving the quality of TnL requires a more practical approach to attract students’ interest. A creative and innovative learning approach can ensure the delivery of knowledge becomes more effective, interesting, fun, and can stimulate students' interest (1). MacNaughton(2)also described a qulity learning process as capable of providing students with a positive, meaningful, and enjoyable experiences. This opinion is supported teaching is a system of activities aimed at students in order to bring behavioural change among them (3).
Regarding the development of teaching modules, especially for primary school students, researchers consider it an important requirement to improve teachers’ pedagogical quality so that effective teaching mediums can be delivered. Previous studies indicated that students prefer informal education, especially those that offer students the freedom to engage in more challenging activities in a fun environment (4-6). The concept of play while learning is important for students to develop, take responsibility, and feel valued (7,8). This approach to learning through play has begun to be emphasised in the primary school curriculum (9). Previous pedagogical teaching practises that focus on traditional teaching directly as well as less use of the play approach at the primary school level will make the module a guide to improving teaching pedagogy (10).
Play is the best platform for children to interact with the learning process (11). They learn and explore through play activities because they can enhance their imagination (12-14) Interactions during play enable them to learn social skills such as tolerance, sharing, and teamwork. Next, through games, they can learn how to solve various problems (cognitive, motor, and social) that contribute to their intellectual development (15). The development of knowledge in the early stages of a child's development needs to be supported by an environment that responds to their needs as children. Child psychologists strongly emphasise play activities in children's learning that play provides many benefits to children's development and learning (16-18). Vygotsky's theory (17), which looked at the social environment’sinfluence on children's development, said that children build knowledge through social interaction while sharing games with friends and are supported by adults.
The main challenge of this study is the usability of the module to apply the teaching pedagogical practice using the TGfU concept in traditional games (19). On average, most teachers are less experienced and less knowledgeable in conducting traditional games (20). In this regard, the writing of teaching materials at the primary school level, developed according to the needs and development of students, can help teachers implement the teaching and learning process. Good teaching materials are not only effective but also should attract and motivate students to remain involved with learning (9,21,22). However, researchers have found that there is a lack of focus on the production of teaching materials related to play approaches that can motivate children to continue learning. The study was conducted to develop and evaluate the usability of TnL module based on Malaysian traditional games with the concept of TGfU to improve the knowledge and skills of primary school students. Thus, the objective of this study is to develop TGfU-based for teaching and learning module in traditional games, to evaluate the usability of the TGfU module and to analyse the level of expert agreement on the usability of the module.	
All learning activities need to considered existing knowledge of the children because mastery of knowledge is a process that involves the construction of new abilities based on existing students’ abilities (23). This theory explains that children can master skills through observation, interaction, and active involvement with the environment.

Teaching Games for Understanding (TGfU) approach in teaching modules
The TGfU teaching approach (24) applied in TnL focuses on increasing the interest related to teaching and enhancing students’ motivation to master skills and knowledge (25-27). Contrary to most traditional teaching methods, which emphasise mastery of skills and knowledge, causing students to show less interest in the subject (24,27). As a result, the concept of TnL usingTGfU was developed to assist teachers in attracting students' interest in the subjects taught. TGfU provides students with space to explore while producing more effective learning (28).
This approach is based on the diversity of traditional game types, given students’ exposure during TnL. This method is a teaching model that can develop students' skills to solve problems and to make decisions about higher-order thinking situations (25). TGfU is an instructional model that focuses on developing students' abilities through games that have been modified to achieve goals (29). Webb, Pearson and Forrest (25) also explained that TGfU is a holistic pedagogical approach because it involves students who need to understand tactics and strategies, decision making, and problem-solving in a situation. 
The concept of TGfU can help teachers do the planning and provide a good space in the process of holistic development of students related to academics and social (30). TGfU enhances the affective aspects related to fun, motivation, and maintaining engaged in comparison to the traditional approaches (31). Experiences of fun and excitement begin to emerge as traditional games become a high attraction and interest to children (32). This effect is not only felt physiologically but also affects the cognitive as a fun experience.
Methods
A comprehensive module has been developed to construct a module, including needs analysis, theory, literature review, and curriculum review. The module was reviewed by five field experts using expert assessment forms for improvement purposes. The expert’s recommendations are formulated in the table in order to get an idea of which parts need to be improved. Suggestionobtained from the qualitative data was organised and scheduled to provide an overview of specific areas that need to be improved (33). The refined module was then presented to 11 panels of evaluators, consisting of eight field experts comprising lecturers from Institutions of Higher Learning (Universities) and lecturers from Teacher Education Institute with senior teachers from Physical Education, to evaluate and verify the accuracy of the module content in terms of delivery, content, and language. Next, the evaluation of the module content validity was conducted using module content validity questionnaire, which requires evaluators to provide answers in the form of a five-point Likert scale, with (5) strongly agree, (4) agree, (3) uncertain, (2) disagree, and (5) strongly disagree.
The data were analysed using the content validity calculation method proposed by Ping & Osman (34), which was constructed based on the views of Rusell(35). This method states that the level of mastery or achievement of 70% is considered the module’s content is good and shows a high level of achievement has been obtained. Next, in the implementation and evaluation phases, the module is tested for its usability in two real situations. Usability tests involve two groups of students. 63 students were selected for data collection. All students tested were involved with PE classes and were categorised into good, average, and weak groups in terms of existing physical and academic achievement.
Three PE subject teachers were selected to implement the teaching in the classroom. Physical Education classes are conducted at two different times. Assessment of students’ work is based on the guidelines by theLearning Standard(Standard Pembelajaran) and Lesson Description Syllabus (HuraianSukatan Pelajaran) for the assessment of the development of primary school students in Malaysia (36).
Findings and Discussion
The findings of the first research question related to how this module was developed and evaluated its usefulness, the researcher reported based on the development and implementation phase. The development of TnL Modules based on TGfU in traditional games is produced based on the findings of needs analysis, theory, literature review, and curriculum review.
Information needs analysis is essential to produce a comprehensive module. The module development process is integrated and considers the relevance of theory, literature review, and curriculum review. The contents of the module are formatted into two parts, (a) introduction and description of traditional games, and (b) 10 proposed TGfU concept game activities. The final part of the module is prepared Daily Teaching Plan (lesson plan) on how teaching methods are implemented in the classroom by providing a structured teaching plan. The first part of the module contains small topics aimed at improving teachers' knowledge of the TGfU approach and skills in traditional games so that teachers fully know how to implement this approach in learning. The first part provides useful information so that teachers can perform teaching activities well. After following and understanding this section, the teacher can follow the teaching and learning activities. In the second stage, there are ten suggested traditional game activities developed in the form of teacher lesson plans.
The second part aims to improve the skills of teachers so that teachers can practice this approach in PE teaching classes. Each Lesson Plan (LP) contains detailed steps developed based on theory, curriculum standards, and literature review. These steps need to be followed by teachers to enable learning objectives to be achieved by students. Each teaching step integrates the four main skills in TGfU, namely attack, defence, netting, and looking. The activity steps emphasize the concept of TGfU in traditional games. The teacher's job is to guide students' learning so that they are more interested in learning. Table 1 shows the format and division of topics in the developed modules.

[bookmark: _Hlk70329829]Table 1: Format and division of topics in the module

	      Part One
	        Part Two

	• Introduction
	• Activity 1: Ketinting

	• Module Purpose
	• Activity 2: LompatGetah (Jumping Rubber)

	• Module Objectives
	• Activity 3: Galah Panjang (Long Pole)

	• Operating Procedures
	• Activity 4: Konda Kondi

	• Module Usage
	• Activity 5: Baling Tin(Cans Throwing)

	• Module concept
	• Activity 6: Guli (Marble)

	• Module Contents
	• Activity 7: SepakBuluAyam (Chicken Feather Soccer)

	• Play Approach
	• Activity 8: TujuSelipar (Aiming for the Slippers)

	• Activity Selection
	• Activity 9: Gurah

	• Types of Games
	• Activity 10: Kick Ball



Eight different field expertsthen reviewedthe completed module. Expert suggestions are collected and scheduled to find similarities of ideas. Once corrected, the module is submitted back to evaluate the module content’s accuracy to determine the validity of the content. Three PE senior teachers conducted assessments related to its usability, bringing the total number of evaluators to the module content’s validity to eleven evaluators. This method makes it easier for the researcher to identify which suggestions should be emphasised. The expert proposal equation’s result is marked to see the similarity of opinion on a particular section. Expert recommendations are scheduled to be analysed as in Table 2.
















Table 2: Analysis of Proposed Improvements by Experts
	
No
	
Suggested Assessment Experts and Teachers
	Expert appraisers
	
	Expert Teachers

	
	
	P1
	P2
	P3
	P4
	P5
	P6
	P7
	P8
	
	   G1
	G2
	G3

	1.
	Learning outcomes should be clearly stated (HSP, DSKP, and learning content).
	√
	
	
	
	
	
	√
	√
	
	
	√
	√

	2.
	Clearly states the steps and types of games.
	
	
	√
	
	
	
	
	√
	
	√
	
	

	3.
	Activities need to meet the principles of students so that students master the skills taught.
	√
	
	√
	
	
	
	
	
	
	
	
	

	4.
	The need to empower Traditional games that are increasingly swallowed by time.
	
	√
	
	
	√
	
	
	
	
	
	
	

	5.
	The production of modules is booked as a guide for new teachers teaching aspects of skills in different forms.
	
	
	√
	
	√
	
	√
	
	
	
	
	

	6.
	Presentation in the form of media, pictures, and electronics in teaching and learning activities.
	
	
	
	√
	
	
	
	√
	
	
	
	

	7.
	The language of delivery in writing this module/ book should be more relaxed and easier for users to understand.
	
	√
	
	
	
	
	
	√
	
	
	
	

	8.
	The teaching steps provided can help teachers in TnL
	√
	√
	
	
	
	√
	
	
	
	
	
	

	9.
	The pictures and illustrations used need to get permission and preferably from their work.
	
	
	√
	
	√
	
	
	
	
	
	
	

	10.
	The choice of the use of words, terms, and spelling Peru refers to field experts.
	
	
	
	√
	√
	
	
	
	
	
	
	

	11.
	Include reinforcement activities, assessment, and post score form after TnL
	
	
	
	
	
	
	
	√
	
	
	
	√

	12.
	Target groups can be disseminated to be more beneficial
	√
	
	
	
	
	
	
	
	
	√
	
	



Regarding the module’s presentation, 100% of the evaluators agreed that the presentation of this module is suitable for primary school teachers. Only one evaluator expressed uncertainty about the sub-topics related to the design of the appropriate and interesting module’sfront, back, and bone graphic. In terms of size, presentation, content layout evaluator put high value (72% - 81%) While suggestions related to writing type and size Calibri 11 and line spacing 1.5 facilitate reading (Mean =81.8%) stated agree and only (9.0%) stated no agree. Table 3 shows the analysis of the evaluator's agreement on the usability of the module related to delivery and presentation.

Table 3: Analysis related to Usability Levels and Module Presentation
	
No.
	
Module Presentation
	11 Expert Assessors (%)

	
	
	SA (5)
	A (4)
	NS (3)
	DA (2)
	SDA (1)

	1.
	The title corresponds to the purpose of the module.
	7
(63.6)
	4
(36.4)
	-
	-
	-

	2.
	The graphic design of the front and rear is appropriate and attractive.
	4
(36.4)
	6
(54.5)
	1
(9.0)
	-
	-

	3.
	The size of the module is according to the requirements.
	8
(72.7)
	3
(27.3)
	-
	-
	-

	4.
	The text used in this module is presented.
	6
(54.5)
	5
(45.4)
	-
	-
	-

	5.
	This module presentation is suitable for primary school teachers.
	9
(81.8)
	2
(18.1)
	-
	 -
	  -

	6.
	The content arrangement of the module is easy for teachers to understand.
	8
(72.7)
	3
(27.3)
	-
	-
	-

	7.
	The pictures in the module are related to the written text.
	7
(63.6)
	4
(36,4)
	-
	-
	-

	8.
	This module presentation is user friendly. 
	5
(45,4)
	6
(54.5)
	-
	-
	-

	9.
	Caliber 11 font and line spacing 1.5 make reading easy.
	1
(9.0)
	9
(81.8)
	-
	1
(9.0)
	 -

	10.
	The binding quality of the module is quality.

	      4
(36.4)
	    4
 (36.4)
	3
(27.2)
	-
	     -

	
	TOTAL (Mean)
	53.6%
	41.8%
	3.7%
	0.9%
	


SA – Strong Agree, A – Agree, UN – Uncertain, DS – Disagree, and   SDA – Strongly disagree	

Regarding aspects of the content,the module shows that almost all evaluators respond strongly agree and agree, for example,suggested activities make it easier for teachers to do lesson planning (Mean =91.0%) and agree. While one evaluator stated disagree with the statement. The module’s learning outcomes are clear, and the induction set creates the motivation of children to continue learning (9.0%). Overall, the evaluators think that the module content is appropriate to the development of primary school students. Table 4 shows the analysis of module content on the usability of the module.








Table 4: Module Content Usage Level Analysis
	
No.
	
Module Content
	11 Expert Assessors (%)

	
	
	SA (5)
	A (4)
	UC (3)
	DA (2)
	SDA (1)

	11.
	The learning outcomes of the module are clear.
	6
(54.5)
	     4
(36.4)
	-
	1
(9.0)
	-

	12.
	Suggested activities make it easier for teachers to do lesson planning.
	10
(91.0)
	1
(9.0)
	-
	-
	-

	13.
	The arrangement of content and suggested activities are organized in a very helpful way for teachers.
	9
(81.8)
	2
(18.2)
	-
	-
	-

	14.
	Induction sets create children's motivation to continue learning.
	8
(72.8)
	2
(18.2)
	-
	1
(9.0)
	-

	15.
	Suggested activities can improve teachers' knowledge and skills on how to do teaching
	7
(63.6)
	4
(36.4)
	-
	-
	-

	16.
	Suggested activities can improve children's mastery of skills.
	6
(54.5)
	5
(45.4)
	-
	-
	-

	17.
	Suggested activities are appropriate for the developmental stage of primary school children.
	9
(81.8)
	1
(9.0)
	1
(9.0)
	-
	-

	18.
	The steps of the activity are presented accurately and structured.
	7
(63.6)
	4
(36.4)
	-
	-
	-

	19.
	The suggested game material is interesting.
	6
(54.5)
	5
(45.5)
	-
	-
	-

	20.
	The implementation period of the proposed activity is following the activities carried out.
	6
(54.5)
	5
(45.5)
	-
	-
	-

	21.
	Details of the topic in the form of paragraph text, illustrations, graphics, tables, flow charts, and diagrams help comprehension.
	4
(36.4)
	7
(63.6)
	-
	-
	-

	22.
	Checklists can help teachers evaluate students based on what has been taught.     
	7
(63.6)
	4
(36.4)
	-
	-
	-

	
	TOTAL (Mean)	
	64.4%
	33.3%
	0.8%
	1.5%
	


SA – Strong Agree, A – Agree, UN – Uncertain, DS – Disagree, and   SDA – Strongly disagree	

Regarding learning materials and TnLactivities, only one evaluator stated that he was not sure about the activities and training’s feedback to help teachers master the course requirements (0.8%). A total of 9 evaluators strongly agrees and agree (98.2%). The example that learning materials are appropriate to help learning and activities and training are appropriate to their respective values (81.8%). While related to the quality of diagrams, illustrations, flow charts, tables, and formulas are clear and clearly stated agree (81.8%). Table 5 shows the analysis of the assessor’s level of assessment on the learning materials and TnLactivities of teachers.








Table 5: Usability Analysis of Learning Materials and TnL Activities
	
No.
	
Learning Materials / TnL Activities
	11 expert assessors (%)

	
	
	SA (5)
	A (4)
	NS (3)
	DA (2)
	SDA (1)

	23.
	Learning materials are appropriate and helpful.
	9
(81.8)
	2
(18.2)
	-
	-
	-

	24.
	The quality of diagrams, illustrations, flow charts, tables, and formulas is bright and clear.
	2
(18.2)
	9
(81.8)
	-
	-
	-

	25.
	Activities and exercises are appropriate.
	9
(81.8)
	2
(18.2)
	-
	-
	-

	26.
	Activities and training provided help with teaching mastery and course requirements.
	6
(54.5)
	5
(45.5)
	-
	-
	-

	27.
	Appropriate guidance is given in completing activities and exercises.
	5
(45.5)
	6
(54.5)
	-
	-
	-

	28.
	Feedback related to the results of activities and training helps teachers master the needs of the course.
	6
(54.5)
	4
(36.5)      
	1
((       (9.0)
	-


	-

	
	TOTAL (Mean)		
	56.4%
	42.8%          
	     (0.8%)
	
	


[bookmark: _Hlk53306049]SA – Strong Agree, A – Agree, UN – Uncertain, DS – Disagree, and   SDA – Strongly disagree

The final assessment aspect is related to language presentation. The findings show that the writing and language aspects used are easy to understand and very suitable for primary schools teachers. All evaluators gave a positive response by marking the column strongly agree and agree for the evaluation related to this aspect (63.6% to 81.8%). Simultaneously, all evaluators (Mean =100%) agree that the writing style and presentation of the module are appropriate, accurate, and easy to understand according to the teacher's understanding of teaching. Table 6 shows the analysis of usability levels related to Language Presentation in the module.

[bookmark: _Hlk53306038]Table 6: Language Performance Usability Level Analysis
	
No.
	
Language Presentation
	11 expert assessors (%)

	
	
	SA (5)
	A (4)
	NS (3)
	DA (2)
	SDA (1)

	29.
	The writing style of this module is easy to read.
	9
(81.8)
	2
(18.2)
	-
	-
	-

	30.
	The words used in the module are spelled correctly.
	8
(72.7)
	3
(27.3)
	-
	-
	-

	31.
	The language used in the module is easy to understand.
	7
(63.6)
	4
(36.4)
	-
	-
	-

	32.
	The writing of this module is suitable for the use of teachers in helping to master knowledge and skills.
	7
(63.6)
	4
(36.4)
	-
	-
	-


    TOTAL (Mean)				70.4%    29.6%
SA – Strong Agree, A – Agree, UN – Uncertain, DS – Disagree, and   SDA – Strongly disagree

The results of the calculation of the level of achievement of the validity of the module content by eight field experts (P1, P2, P3, P4, P5, P6, P7, and P8) and 3 PE teachers (P9, P10, and P11) showed a very high percentage value (Mean =93.88 %). These findings indicate that the module has good content validity and meets the target of evaluators who are field experts and target users. Table 7 shows the validity values of the module content obtained from 11 panels of evaluators.

Table 7: Value of validity calculation of module content
	
Assessor
	        Percentage of Approval (%)
	
Total / Level of Content Validity

	
	strongly agree
	agree
	uncertain
	

	Asssessor1
	81.3
	18.7
	
	100%

	Assessor 2
	65.6
	34.4
	
	100%

	Assessor 3
	84.4
	15.6
	
	100%

	Assessor 4
	56.3
	37.5
	
	93.8%

	Assessor 5
	-
	81.3
	18.7
	81.3%

	Assessor 6
	46.9
	53.1
	
	100%

	Assessor 7
	62.5
	37.5
	
	100%

	Assessor 8
	56.3
	37.5
	
	93.8%

	Assessor 9
	62.5
	34.4
	
	96.8%

	Assessor 10
	62.5
	37.5
	
	100%

	Assessor 11
	74.6
	25.4
	
	100%

	       Total (Mean)
	59.96
	36.92
	
	93.88%




[bookmark: _Hlk53307362]The usability of TGfU concept teaching modules in traditional games
[bookmark: _Hlk53307375]After being evaluated by experts and teachers, the module was implemented. It’s usability was evaluated in two classrooms in different schools to see the effect of module implementation on learning. To give a clearer picture of student involvement in learning activities, the six students’data in the good, medium, and weak categories were collected and summarized in the table. Table 5 shows how students (M) for each category of master learning through involvement in play activities.

Table 8: Summary of student involvement in TGfU concept learning activities
	

 No.
	

Traditional Games
	Students

	
	
	       Good
	
	
	  Average
	
	Weak

	
	
	M1
	M2
	M3
	M4
	M5
	
	M6
	M7
	M8
	
	M9
	M10

	1.
	Ketinting
	1
	1
	1
	1
	1
	
	-
	1
	-
	
	-
	-

	2.
	LompatGetah
	2
	2
	2
	2
	2
	
	2
	-
	-
	
	2
	-

	3.
	Galah Panjang
	4
	4
	2
	2
	2
	
	4
	2
	4
	
	-
	2

	4.
	Konda Kondi
	3
	2
	2
	3
	3
	
	3
	2
	2
	
	3
	2

	5.
	Baling Tin
	1
	1
	1
	2
	2
	
	1
	1
	2
	
	1
	2

	6.
	Guli
	1
	1
	1
	1
	1
	
	1
	-
	1
	
	-
	-

	7.
	SepakBuluAyam
	3
	3
	3
	3
	3
	
	1
	1
	1
	
	-
	1

	8.
	TujuSelipar
	1
	1
	1
	2
	2
	
	2
	1
	1
	
	2
	1

	9.
	Gurah
	1
	1
	1
	1
	1
	
	3
	1
	-
	
	-
	1

	10
	Kick Ball
	2
	2
	2
	1
	2
	
	2
	1
	2
	
	1
	1


1 – Target, 2 – Striking/ Fielding, 3 – Net/Wall, and 4 – invasion


Besides, summaries are also made based on anecdotal record data to see how students master the skills in games with the concept of TGfU and show interest in TnLthrough activities developed in the module. Table 5 shows a summary of students' mastery of skills through activities in the module. The module development process involves evaluating content by field experts and users more implicitly impacting the effectiveness of the module. All the information gathered has contributed to the production of more practical knowledge-based modules. In general, this study found that; Information needs analysis is important to produce modules that teachers can use.The module development process needs to take the combination of several theories to produce a comprehensive knowledge-based module. The literature review provides important information to produce child-centred learning activities.Curriculum review is important to produce teaching and learning activities that can meet curriculum goals.The review of experts in various fields has provided rich information in terms of theory and practice.Module evaluation by both experts and users is important to produce modules that fit the field studied and used by users.
Usability tests have also provided space for researchers to find out how children master listening, speaking, reading, and writing skills through play experience. This study found that children show interest in and desire for learning activities through play materials. The constructivist theory concept can be seen when they actively build knowledge through interaction with materials and friends. The role of teammates in learning is found to be very important. Students’ potential can be developed in group activities because students who are weak and good at being in the same group will work with their group members(37). In the context of this study, a summary based on anecdotal record data found that all six students mastered listening, speaking, 
Conclusion of Contributions and Implications of the Study
Based on a combination of theory and empirical data, the findings of this study are expected to impact teachers' existing teaching and pedagogical practices(14,20). The development of knowledge in the new pedagogical form produced in this module is expected to change the existing practice of teachers to meet the educational challenges of the current and future generations of children. This study’s results can be used as a reference for parties involved with curriculum planning, development, and implementation to improve the existing curriculum, especially for aspects of students' intelligence and pedagogical approach. The TnL module in this study can be used as a guide for teachers at the primary school level in providing a more efficient and lesson plan structured.
TnL materials produced at the primary school level and children's desire to stay focused while learning has been carefully taken into account can significantly impact educational excellence at the school level(38). Ultimately, the development of modules and teaching guides for teachers at the primary school level is relevant to challenge the next teaching staff in motivating students to learn. TnL activities developed through traditional student-centred games can give children a more meaningful learning experience(39,41). Studies also prove that the construction of the concept of TGfU in TnL is seen as something that needs to be transferred in an integrated manner to maintain interest, fun, and interactive psychological impact in student learning(40,41). Through this study, children were found to be able to master 3M skills (listening, reading, and writing) through playing in TnL. Children are seen using play experiences throughout learning activities by understanding abstract concepts such as creative movement, coordination, speed, and agility. They master the skills naturally through the exploration of their activities and initiatives. Interaction with friends while playing improves not only literacy skills, but also social skills. Through planned activities, children are seen to build emergent skills and understanding through a little teacher guidance.
Funding: The study was partially supported by the Research University’s Individual Grant from the UniversitiSains Malaysia (1001/PPSK/8012370). 
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