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Agility is a prerequisite for learning and improving movement skills and
sports techniques, especially movements that require movement coordination.
However, in this modern era, because children are spoiled by technology, they are
lazy to move, causing their agility to decrease. The results of preliminary
observations at SDI Cendekia Assalam show the same problem where children
prefer playing with cellphones rather than physical activities resulting in their low
agility of the 42 grade 5 students, only 28% who like physical activity and the
results of the student agility test show 65% of students who have very less agility,
29% have less criteria and 6% have moderate criteria. This study aims to determine
the effect of playing rangku pestle (bamboo dance) on increasing agility in 5th grade
students of SDI Cendekia Assalam. This research is an experimental research
designcontol group pretest-posttest. The population uses the entire number of grade
5 students of SDI Cendekia Assalam, totaling 42 students. The sampling in this
study uses the total population which is divided into 2 classes, namelyexperimental
class and control class. Collecting research data using agility tests, documentation. The data
obtained after carrying out an agility test usingShuttle run Test in grade 5 SDI Cendekia
Assalam shows an averagedata pretest andposttest both groups where in the
experimental group the average agility increased from (Pretest) 12.8 becomes
(Posttest) 11.4 while in the control group the average (posttest) did not experience
an initial increase (Pretest) 12.9 becomes 12.1. With the results of this research and
data analysis, it can be concluded that there is a significant effect of the rangku
pestle game (bamboo dance) on increasing agility in grade 5 students of SDI
Cendekia Assalam.
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