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Abstract 
The aim of this study is to determine the validity and reliability of Coaching Games for Understanding 
Module (CGfU). The CGfU Module is a football module with four (4) specific principles which are : (i) 
applying small sided games in training, (ii) focus to strategy and tactical awareness, (iii) decision 
making awareness, and (iv) invasion games. The process of validity involved five expert panels. While 
the reliability assessment obtains from the questionnaires with 15 questions based on the activity in 
CGfU. Thirty football players involved in the pilot study which later will use in assessing the reliability 
of module. Research finding show that CGfU Module having a high validity. Expert panels analysis 
show the agreement of 94%. The reliability assessment using Alpha Cronbach for CGfU Module as 
follow (i) cognitive aspect r = .689, psychomotor aspect r = .769 and affective aspect r = .673 The 
overall reliability for CGfU Module is r = .643. This finding proof that CGfU Module obtained a high 
reliability. In conclusion, CGfU Module is suitable for football training (invasion games) for under 14 
years old. With this module, hopefully it can be a reference point for coaches to train football players.  
Keywords: Coaching Games for Understanding, CGfU, Small Sided, Football, Football Module. 
 
Introduction 
Football is one of the competition sports  (international games) and has been growth more than 20 
years ago (Barreira, 2013). In Malaysia it is consider as a top sports in the country (Karim, 2016). Many 
efforts has been put to make this sports as a potential games in Malaysia for example programme 
like National Football Development Programme (NFDP) and Football Association of Malaysia (FAM) 
F :30. The NFDP mission is to develop the Malaysian football comprehensively that involve all aspect 
like participation, coaching, facility and tournament. The main target is to provide a proper path to 
develop new talent from the age of seven until 17 years old. Ministry of Youth and Sports, 2013). The 
FAM on 31 October 2018 launched the F :30 with ambition to be the top five football team in Asia by 
year 2030 (Malaysia Football Association, 2019). The F :30 is 12 years planning and can be divided 
into three phase. Phase 1 is from year 2019 until year 2022 for building up the basic management, 
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tournament and human capital, phase 2 is from year 2023 until year 2026 to achieve Asia level and 
phase 3 is from year 2027 to year 2030 for preparing a world class football team.  

 
In this study, the main purpose is to obtain the validity and reliability of a football training 

module that established name Coaching Games for Understanding (CGFU) Module. According to 
Jamaludin et al. (2008), a module is a package of several concepts that can help people to expert in 
certain area before they can move to another area or topic. Russel (1974) believe by using a module 
player performance can be improved and it can be use by non-academician. The module must be 
clear to suit the purpose. Therefore, to ensure the module is meeting the purpose, validity and 
reliability must be done.  

According to Mueller et al. (2001) the way of determine module reliability is same as for 
instrument. There are two ways to do the reliability, first is by questionnaires based on the module’s 
objective or questionnaires based on module’s activities. According to Sidek & Jamaludin (2005) both 
ways can provide the reliability to the module indirectly. However, for validity test, expert panels 
must exist to do the validation. Validity of 70% is good for a module (Abu Bakar, 1995). 

 
Objective 
The objectives of this study are: 
(1) Establish a training module for football for player under 14 years old called CGfU Module. 
(2) Determine the validity of CGfU Module. 
(3) Determine the reliability of CGfU Module. 
 
Research Methodology 
Research Design 
This study applies a combination of quantitative research (descriptive) and correlation. This research 
design meets the objective of data analysis in assessing the validity and reliability of CGfU Module.  
 
Sample and Population 
In order to test the validity of CGfU Module, this study using Russel (1974) and expert panels 
feedback. There are five (5) expert panels involved in order to assess the module validity. Besides, for 
reliability assessment this study chooses thirty (30) respondent from the football players that 
involved in pilot study. The research respondents is under 14 years old football players that already 
followed the football training using the CGfU Module for 9 weeks.   
 
Research Instrument 
Instrument that been used to assess the validity of CGfU Module is a set of questionnaires based on 
Russel (1974) that had been modified and given to expert panels for assessment. The five-point Likert 
scale is used for assessment whereby value 1 refer to very not agree, 2 refer to not agree, 3 refer to 
not sure, 4 refer to agree and 5 refer to very agree. The questionnaire consists of 15 questions. The 
questions were built according to the training in CGfU Module. There are three parts in the 
questionnaire which is cognitive, psychomotor and affective.  
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The Development of Coaching Games for Understanding (CGfU) Module 
In this study, previous theories were referred to build a new football module which is CGfU Module. 
The CGfU Module is a football training module that focus on invasion games.  
 

Figure 1.   Research Theoretical Framework 
 
 Figure 1 is a theoretical framework for this study which show the input, process and output. 
This theoretical framework was applied according to Donabedian (1985). Botma & Labuschagne 
(2017) say the Donabedian model can be applied to education research to build a module or 
programme in a complex situation. Input refer to the theories that being used or referred in this 
study. Process on the other hand is transformation of input to become an output. According to 
Donabedian (1988) process is what has been done. While output is the end result from the input 
transformation. 
 The first input in this study is a Teaching Games for Understanding (TGfU) model. According 
to Bunker and Thorpe (1986) there are four categories of sports which is target, net and wall, striking 
and fielding as well as invasion games. This study takes the invasion games as reference as the module 
is special refer to football.  
 The second input is a theory from Fitts dan Posner (1967). Fitts and Posner theory consists of 
three stages which is first stage (low level) is cognitive, second stage (medium level) is associative 
and third stage (high level) is autonomous. In CGfU Module, training was divided into three stages 
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which is low, medium and high level. Low level of training is a simple, beginner or basic small sided 
games. Medium level of training in CGfU provide medium small sided games training. While high level 
of training in CGfU refer to a more difficult games and multi-variation of small sided games.  

The third input is a learning theory which are cognitive, psychomotor and affective. The 
cognitive domain is about the knowledge and intellectual ability as well as skills.  In this study, the 
cognitive domain is according to Bloom Taxonomy (Bloom, 1956). While psychomotor domain was 
used according to Dave (1970). There are five level in psychomotor level which is imitation, 
manipulation, develop precision, articulation and naturalization. The psychomotor domain is related 
to human behaviour (Bloom, 1956). 

The affective domain focus on the emotional, receiving, interest and value. In CGfU Module, 
the affective domain is one of the important aspects and this study use Krathwohl et al. (1964). During 
the training, every player was observed for evaluation.  
 There are four principles of CGfU Module Modul CGFU which are (i) small sided games 3 vs 3 
, (ii) strategy and tactical awareness, (iii) decision making awareness and (iv) invasion games in 
football. These principles will be exposed in the training module called CGfU Module.  

 
 
 
 
 

 
 
 
 
 
 

 
 
 

Figure 2. CGfU Module Framework 
 
The first principle in CGfU Module is small sided games 3 vs 3. Small sided games have widely 

used as a training module in football with different age group and skills (Hoff et al., 2004; Koklu, 2012; 
Radziminski et al., 2013). Many movements in small sided games can improve the motor 
development in different situation (William & Hodges, 2005). According to Katis & Kellis (2009) also 
Owen et al. (2011) lesser player in the field i.e. 1 vs 1, 2 vs 2, 3 vs 3 and 4 vs 4 will significantly improve 
player’s physiology compared to games with more players like 9 vs 9. Small sided games also can 
increase chances of dribbling, passing and shooting (Da Silva et al., 2011). Besides, Costa et al. (2011) 
claimed that small sided games 3 vs 3 is more likely the formal football games. Katis & Kellis (2009) 
also suggested 3 vs 3 in football to increase physical and skill of football players. Brandes et al. (2012) 
added the 3 vs 3 games able to increase aerobic fitness among players.   

The second principle in CGfU Module is strategy and tactical awareness among players. Bailey 
(2001) and Mawer (1995) says strategy and tactical existed and it’s related to cognitive ability. The 
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CGfU Module focus on the player’s understanding during the training especially related to strategy 
and tactical. Aspect of understanding the strategy and tactical is important because it will help players 
to achieve games objectives.  Castelao et al (2014) and Silva et al (2014) mutually agreed that small 
sided games will result the consistent strategy and tactical. Many coaches and managers of football 
applied small sided games to have more objectively training, encourage player’s to committed in 
games and also apply the strategy and tactical during games (Reilly, 2005). 

The third principle in CGfU Module is decision making awareness. According to Clemente et 
al (2014), players need to make decision during games in order to solve the problem in games. It’s 
important to highlight to players that creative thinking is important in decision making. Generally, 
there are two types of decision making in CGfU Module which are decision with the ball and decision 
while off the ball.  Reilly et al (2000) mentioned that decision making can be the assessment item in 
football. Ward et al. (2003) also says that decision making awareness can be on the ball or off the 
ball. 

The fourth principle in CGfU Module is invasion games in football. According to Costa et al. 
(2011), principle of offensive games refers to penetration, offensive coverage, depth mobility, width 
and length also offensive unity.  
 
The Development of CGfU Module 
The development of module in this study follow the procedures and module development by Sidek 
& Jamaludin (2005). The procedures and development process is comprehensive to ensure the 
output (the module) meeting the objective and suitable as reference. There are two stages in module 
development which is preparing the draft module and the testing-evaluation. The first stage is 
preparing a draft module with nine steps. Second stage is a testing and evaluation stage. 
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Figure 3. Development of Module Framework (Source: Sidek & Jamaludin 2005) 
  
 Figure 3 show the process of development a quality module based on Sidek & Jamaludin 
(2005). This model going through the testing phase or pilot study to see any weaknesses or room for 
improvement. After that, to ensure the quality of module, the validity and reliability analysis will be 
conducted. 
 
The Validity and Reliability of Module 
A completed Module then was distributed to the expert panels to assess the validity. There are five 
expert panels involve in CGfU Module validity. For reliability, 30 football players who is involved in 
pilot study will response to the effectiveness of the module.  

The concept of validity was introduced by Kelly (1927), whereby the assessment is consider 
valid if it’s measure what it’s meant for. Ahmad (2004) also conclude that validity refer to the 
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instrument when it’s really measures what it meant for. According to Kline (2005) expert panels 
review is needed to ensure the correct construct and content is understandable. Mohd Majid (2000) 
also stated that to determine the validity, expert panel s review can be used to obtain the feedback 
from them. 

 
 Russel (1974) on the other said the instrument assumed to have a good validity when it’s meet 
certain conditions. The conditions are meet the population target, consider the background and 
behaviour of subject, sufficient timing to do assessment and there is improvement of subject 
performance. The questionnaires to assess the module validity according to Sidek & Jamaludin (2005) 
was sent to expert panels for evaluation. The questionnaires build with 5 likert scale with 1 (very not 
agree), 2 (not agree), 3 (not sure), 4 (agree) and 5 (very agree).  The instrument validity was calculated 
using the following formula: 
 
  Total Expert Score (x) 
  __________________  x    100 = Content Validity Value 
 
                 Maximum Score  

 
For module reliability, Russel (1974) explained that in order the test the reliability of a module, 

we need to see how far people can follow the steps of module activity. In order to determine the 
reliability, a set of questionnaires can be established according to the activity in the module 
Jamaludin, 2008). The questionnaires assessment is based on 5 likert scale 1 to 5 consist of three 
aspects which are cognitive, psychomotor and affective.  MacDonald (2009) also recommended likert 
scale to test the validity in few aspects such as behaviour, social skills, cognitive skills, objective, 
initiative and experience. All data then evaluated using Alpha Cronbach. According to Mohd Najib 
(1999) and Majid (2000), the value of alpha .60 is sufficient for instrument in social science and 
education.  
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The Validity of CGfU Module 
The CGfU Module was sent to five expert panels for assessment. The assessment is to ensure the 
content of module is really assessed based on the its construct (Goodwin, 2007). 
 
Table 1. Validity of CGfU Module based on expert panels in pilot study 

Item Content Language         Procedural                      Overall 

 Expert 1 Expert 2 Expert 3 Expert 4 Expert 5  
Item 1   5 4 5   5    5  
Item 2   5 5 4   4   4  
Item 3   5 5 4   5   5  
Item 4   4 4 5   5   5  
Item 5   5 5 5   5   5  
Item 6   4 4 5  5  5  
Item 7  4        5 5  4  4  
Item 8  5 5 4  5  5  

M .93 .93 .93 .95 .95           .94 

 
Table 1 show the validity value for CGfU Module (r = .94, n = 5). The value  .70 mean the CGfU 

Module is reach the high level according to Tuckman & Waheed (1981), Rink (2002),  and  Sidek & 
Jamaluddin (2005).  

During the validity assessment, feedback from expert panels was collected and correction has 
been made to the items. For example, expert panels made a comment about total play time, the 
coaching points and pitch size.  
 
The Reliability of CGfU Module 
 In this study, a set of questionnaires with 15 items has been use as the reliability instrument. 
The questionnaires cover 5 questions for cognitive,  5 questions for psychomotor and 5 questions for 
affective aspect. The respondent involved is 30 football players who has already involved in the pilot 
study. Analysis was done to get the value of Alpha Cronbach. Table 3 is showing the alpha value for 
the three aspects in the questionnaires.  

The result shows all items has obtained an acceptable value. Majid (2000) stated that the 
minimum value of reliability is r = .60 which mean it having a good consistency. However, if the value 
is lower than r = .60, it’s means not consistent and need a modification. The analysis result show r = 
.769 for psychomotor, r = .689 for cognitive and r = .673 for affective. As for overall the Alpha 
Cronbach value is more than r = .60 and meaning this CGfU Module is acceptable.  
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Table 3. The Reliability Value of CGfU Module  

   No Module Component                     Reliability Value 

1 Psychomotor Aspect .769 
2 Cognitive Aspect .689 
3 Affective Aspect .673 

 Overall Reliability Value                                        .643 

 
Conclusion 
The result explain that this study has been establishing a football module that already have the 
validity and reliability. The value of validity and reliability show that this football module is acceptable 
and its can be used for training under 14 football players. This can proof that this module has be 
developed systematically and follow the right procedures. The good things of this module are a clear 
theoretical framework and suitable to establish a football module under the complex environment. 
As such, this CGfU Module hopefully can be a reference point to the coaches to train under 14 football 
players to perform well in the football game.  
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