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	ABSTRAK

	Rendahnya partisipasi siswa dalam pembelajaran pendidikan jasmani memberikan asumsi latar belakang permasalahan dari dimensi kebugaran jasmani yang rendah terlihat dari hasil wawancara aktivitas fisik rutin yang dilakukan siswa sekolah dasar, sehingga mengakibatkan siswa malas bergerak yang mengakibatkan kurangya keaktifan dan partisipasi siswa dalam pembelajaran, sehingga diperlukan inovasi program kebugaran jasmani yang lebih menarik dan menyenangkan bagi anak. Tujuan penelitian ini yaitu mengembangkan program kebugaran jasmani untuk anak sekolah dasar dengan pemanfaatan Digital Audio Workstation (DAW). Metode yang digunakan adalah model penelitian dan pengembangan R2D2 (recursive, reflective, design and development) dengan tiga langkah utama, yaitu penetapan, desain-pengembangan, dan diseminasi. Instrumen yang digunakan yaitu instrument partisipatif-reflektif. Subjek penelitian adalah siswa kelas V dari tiga sekolah dasar di Kabupaten Bekasi, Karawang, dan Subang. Data diperoleh melalui wawancara, observasi, dan uji coba produk. Hasil pengembangan menghasilkan program kebugaran jasmani dengan 5 variasi gerakan inti dari shadow jump rope, dimana gerakan inti dilakukan 20 detik dan istirahat antar gerakan 10 detik durasi 3 menit. Program kebugaran ini diiringi intrumen musik beat pop rock yang di remix memanfaatkan Digital Audio Workstation (DAW) dengan aplikasi Suno AI dan Movavi Video dilengkapi instruksi aba-aba dan batas waktu pelaksanaan gerakan program kebugaran yang dilakukan. Program kebugaran jasmani ini dinamakan “Remix Jumping Program”. Uji coba desiminasi pada 60 siswa selama 4 minggu menunjukkan peningkatan rata-rata nilai kebugaran jasmani sebesar 20% dibandingkan kondisi awal. Selain itu, 85% siswa merasa lebih termotivasi untuk berartisipasi dalam melakukan aktivitas fisik dengan musik remix. Dapat disimpulkan Remix Jumping Program berbasis musik digital terbukti efektif meningkatkan partisipasi dan kebugaran jasmani siswa sekolah dasar.
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Low student participation in physical education classes suggests that the underlying problem is low physical fitness, as evidenced by interviews revealing a lack of regular physical activity among elementary school students. This results in students being reluctant to exercise, which leads to a lack of activity and participation in class. Therefore, there is a need for innovative physical fitness programs that are more interesting and enjoyable for children. The purpose of this study was to develop a physical fitness program for elementary school children using Digital Audio Workstation (DAW). The method used was the R2D2 (recursive, reflective, design and development) research and development model with three main steps, namely determination, design-development, and dissemination. The instrument used was a participatory-reflective instrument. The research subjects were fifth-grade students from three elementary schools in Bekasi, Karawang, and Subang Regencies. Data were obtained through interviews, observations, and product trials. The development resulted in a physical fitness program with five variations of core movements from shadow jump rope, where the core movements were performed for 20 seconds with a 10-second rest between movements for a total duration of 3 minutes. This fitness program is accompanied by pop rock beat music remixed using a Digital Audio Workstation (DAW) with the Suno AI and Movavi Video applications, complete with instructions and time limits for performing the fitness program movements. This physical fitness program is called the “Remix Jumping Program.” A 4-week trial involving 60 students showed an average increase in physical fitness scores of 20% compared to the initial condition. In addition, 85% of students felt more motivated to participate in physical activities with remixed music. It can be concluded that the music-based Remix Jumping Program is effective in increasing the participation and physical fitness of elementary school students.
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