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ABSTRAK 

MODEL LATIHAN SELAM (ENTRY BACKROLL) BERBASIS 

PERMAINAN 

 

Penelitian ini bertujuan untuk membuat model latihan Selam untuk mahasiswa dan penyelam 

pemula,. Waktu penelitian selama september 2020 – Desember 2021. Metode penelitian ini 

menggunakan metode penelitian ADDIE, dimana penelitian menggunakan 5 tahapan yaitu 

Analisis, desain, pengembangan model, pelaksanaan, evaluasi. Hasil penelitian menghasilkan 

produk yang berupa Model Latihan Selam (Entry Backroll) Berbasis Permainan yang telah di revisi 

oleh ahli permainan dan ahli Selam sebanyak 10 model yang di implementasikan sebanyak 10 orang 

Berdasarkan hasil penelitian menunjukkan bahwa model Latihan Selam (Entry Backroll) untuk 

mahasiswa dan penyelam pemula berbasis permainan ini dapat menjadi media untuk digunakan 

dalam proses latihan entry backroll, sehingga dapat memberikan kontribusi yang baik terhadap 

pelatih dan penyelam pemula, berdasarkan hasil penelitian Model Latihan Selam (Entry Backroll) 

Berbasis Permainan dapat dikembangkan dan dapat diterapkan kepada klub mahasiswa dan 

penyelam pemula. 
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ABSTRACT 

A GAME BASED DIVING TRAINING MODEL (ENTRY BACKROLL) 

 
This study aims to create a diving training model for students and novice divers, in college students 

and novice divers. Research time is during November 2020 - December 2021. The research method 

uses the ADDIE research method, where research uses 5 stages, namely analysis, design, model 

development, implementation, evaluation. diver game-based can be a medium for use in the 

training process. The results of the study resulted in a product in the form of a game-based entry 

backroll model that has been revised by game experts and dive experts as many as 10 models 

implemented by 10 people Based on the research results show that the entry backroll model for 

students and beginner divers game-based can be a medium for use in the training process, backroll 

entry, so that it can make a good contribution to novice trainers and divers, based on the results of 

research, the Game-Based Entry Backroll Model can be developed and can be applied to student 

clubs and novice divers. 
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