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The Effectiveness of Using the SCAMPER Programme to 

Learn the Basic Fundamentals of Futsal 

Abstract: The current research aimed to identify the effectiveness of using the 

SCAMPER strategy to learn the research problem is to demonstrate the 

importance of the impact of the proposed intervention. The research problem 

addressed that the repeated failure of learners when performing the basic skills 

of the futsal game prompted the study of this issue and develop appropriate 

solutions through the development of exercises on the SCAMPER scrambler that 

will improve the basic skills of futsal. The research sample included students of 

the Department of Sport and Exercise Science, who numbered (30) students and 

were divided into two experimental and control groups, each group (15 

students). (15) female students, and the researcher applied the research 

experiment using the methodology described above, and through the results, the 

researcher found that Scamper has a key role in developing creative abilities, 

developing independence to reach goals, and investing time and effort. The 

researcher recommended the need to emphasis the use of SCAMPER as a tool 

for learning how to play the game in the gym.  
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Introduction 

There are several factors that depend on whether an individual is creative or not, such 

as his/her motivations and attitudes, as abilities can be developed and improved through 

education and training. This is only possible with a teacher who is able to develop a 

curriculum that is interesting and motivating to students. To utilize their abilities within the 

unit, and given the widespread popularity of the game of futsal. The game of futsal has 

witnessed due to its skills, plans and events, and given the availability of many methods of 

and questions that contribute to the development of academic abilities, the most important 

of which is SCAMPER (Al-Zuwainy, 2019; Eberle, 2023; Zhang, 2023). SCAMPER is one of 

the ways to improve creativity, easy to use in the classroom and is one of the strategies that 

can help learners to think outside the box, which is one of the most important ways to 

develop their thinking skills (Fiadotau, 2020; Gündoğan, 2019; Lester, 2020). The importance 

of generating ideas away from evaluating or criticizing, and thus the importance of research 

lies in knowing the importance of the research is that it teaches you about the importance of 

the importance of the research and the importance of the importance of the research for the 

students. 

The research problem arises from the recurring challenges faced by learners in their 

course performance, prompting an in-depth investigation by the researcher. This inquiry 

aims to address the persistent difficulties encountered by learners and proposes solutions 

through the development of SCAMPER exercises (Almawadeh, 2023; Boonpracha, 2023a; 

Lopes, 2020). These exercises are envisioned to not only enhance the quality of sporting 

events and activities but also to mitigate the obstacles hindering effective learning. The 

research objectives focus on two main areas: first, to assess the efficacy of utilizing the 

SCAMPER tool to expedite the learning process (Boonpracha, 2023b; Hassan, 2023; Solís, 

2022); and second, to conduct a comparative analysis between experimental and control 

groups to discern the effects of different teaching methodologies on learner performance. 

The research hypotheses predict statistically significant differences between pre and post-

test results within the control group, as well as between the treatment and control groups, 

particularly favoring the experimental group. The study's fieldwork will involve female 

students in the second stage of the Department of Physical Education and Sports Sciences 

at the Faculty of Basic Education, Al-Mustansiriya University, spanning from February 10, 

2022, to September 5, 2023. The research will be conducted within the internal hall of the 

Department of Physical Education and Sports Sciences at Al-Mustansiriya University. 

 

Methodology 

The research methodology employed a two-group equivalent design tailored to 

address the research problem effectively. The research sample consisted of 30 female 

students enrolled in the second stage of the English language and sports science program, 

divided into experimental and control groups, each comprising 15 students. Before 

implementing the researcher-prepared program, a homogenization procedure was 

conducted to ensure comparability between the two groups. Various tools and methods 

were employed, including Arabic and foreign sources, personal interviews, and curriculum 

evaluation forms for information collection. Research instruments utilized included a Casio 
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electronic stopwatch, measuring tape, legal five-a-side balls, plastic screens, whistle, 

adhesive tapes, wall space, DELL Laptop, manual electronic calculator, and pentathlon 

targets. Methods utilized in the research encompassed targeting accuracy tests, handling 

accuracy tests, and ball rolling and shooting tests. An exploratory experiment was 

conducted on February 20, 2022, with five female students from outside the research 

department. The main experiment comprised pre-testing on February 27, 2022, and the 

implementation of the proposed learning curriculum on March 4, 2022. The curriculum 

consisted of 16 modules over 8 weeks, with 90-minute durations per module. The program 

underwent evaluation by a panel of experts. The curriculum included preparatory, main, 

and concluding sections, each featuring mini-games taught in the SCAMPER Strategy 

Centre (Aldawsari, 2023; Fitz, 2021b, 2021a). The control group followed their standard 

methodology. Post-tests were conducted on May 27, 2022. Statistical analysis utilized the 

SPSS software program. 

 

Result and Discussion 

Table 1. Arithmetic Means, Standard Deviations Values (T) Calculated for the 

Standardized Tests for the Two Groups 

 

t 

tests Pre-test Post-test Calculated 

value of (T) 

Significance 

The 

arithmeti

c mean 

Standard 

Deviation 

The 

arithmetic 

mean 

Standard 

Deviation 

1 Handli

ng 
2.41 1.23 4.25 2.34 3.12 Moral 

2 Rolling 31.46 0.71 23.87 0.89 5.96 Moral 

3 Scoring 1.59 0.69 3.32 1.35 3.67 Moral 

Tabular-value at p-value (0.05) and degree of freedom (14) = 2.14 
 

Table 2. Arithmetic Means, Standard Deviations, and T-Values Calculated for the 

Standardized Tests for the Experimental Group and the Control Group 

 

t 

tests Pre-test Post-test Calculated 

value of (T) 

Significance 

The 

arithmeti

c mean 

Standard 

Deviation 

The 

arithmetic 

mean 

Standard 

Deviation 

1 Handlin

g 
2.19 0.76 3.63 1.23 2.94 Moral 

2 Rolling 33.45 1.49 29.76 0.79 2.98 Moral 

3 Scoring 1.49 1.35 2.65 0.84 4.16 Moral 

Tabular-value at p-value (0.05) and degree of freedom (14) = 2.14 
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Table 3. Calculated Values for the Post-Tests for the Control and Experimental 

Groups on the Tests Used in the Study 

 

t 

tests Pre-test Post-test Calculated 

value of (T) 

Significance 

The 

arithmeti

c mean 

Standard 

Deviation 

The 

arithmetic 

mean 

Standard 

Deviation 

1 Handlin

g 
4.25 2.34 3.63 1.23 5.05 Moral 

2 Rolling 23.87 0.89 29.76 0.79 3.17 Moral 

3 Scoring 3.32 1.35 2.65 0.84 3.89 Moral 

Tabular-value at p-value (0.05) and degree of freedom (14) = 2.14 

It is clear from the results of table (3) that the Scamper Scanner group showed 

superiority in the tests of motor abilities. The reason for this superiority can be attributed to 

several explanations, the most important of which is that the method by which the 

programme was implemented played an important role in the implementation of the 

programme. It has an impact on the level of test-takers' performance, as it carries with it 

multiple objectives, including the development of the students' motor skills, as well as the 

development of their motor abilities as well as the development of her abilities to think, try, 

explore and question in order to achieve the ultimate goal of solving the problem.  (Abbas, 

2009: 81) 

It also put the little girl in situations that force her to think, try and innovate using her 

mind, as well as using her It is emphasised that the development of creativity in children is 

linked to the practice of new questions and methods, and thus plays an active role (Hassan 

et al, 1997: 75) 

The multiple answers to a single question, as well as the reframing phase of the 

problem, have contributed to the development of fluency, as Abdul Sattar Ibrahim believes 

that automaticity can be trained when giving the answers. Abdulstar Ibrahim argues that 

automaticity can be trained when given games consisting of questions similar to the 

Guilford and Torrance tests. 

She also argues that performing a large amount of appropriate responses to reach the 

goal allows students complete freedom to perform the task regardless of the type of 

response. 

Osborne's rule that how much begets how is based on the view of the relational school 

of thought, which holds that the world is hierarchically structured and that the most are the 

most likely to emerge are the most common ideas that appear frequently, and here the 

researcher has to launch a programme for all of them in order to reach the end of the process. 

(Abbas, 2009: 82) 

Al-Demerdash also adds that creative problem solving can be deeply understood with 

stage-by-stage applications and frequent use of exercises, as this helps This method helps 

the student to increase her experience in the thinking process and find more than one way 
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to solve any problem she faces, whether it is an academic problem or a personal one. (Al-

Demerdash, 1987:119) Also, the teacher's follow-up of the student while she is finding 

solutions suggests that she expects many results from her and motivates her to solve the 

problem and achieve her goals, as Cropley (Cropley, A. J. 1970) points out According to 

Cropley (Cropley, A. J. 1970), one of the factors facilitating the emergence of fluency in 

female students is the follow-up of their teachers. 

Scamper makes the student the centre of the learning process instead of the school and 

all that the school has to do is to create an atmosphere of excitement and joy. Motivation 

comes in the form of generating enthusiasm, creating an atmosphere of joy and fun among 

the school and avoiding criticism of the school at all costs. She asks them to come up with 

multiple solutions to the question by brainstorming ideas and asking them to come up with 

multiple solutions to the question by brainstorming ideas. Form questions and find a set of 

moves to build a solution to reach the goal set by the school and they have to diversify their 

solutions in creative ways. The diversity of human endeavour is limitless, and the 

possibilities are limitless (Mosten, 1991:303). 

This method also helps in the development of motor flexibility, as the organizers 

believe that this method is more effective than other forms of exercise. This is because it 

develops the ability to think and produces interaction between the mind and body, 

especially if the issue requires mental and physical exertion, and this method also This 

method activates the ability of the client to deal with herself by thinking about all the 

solutions that arise between her and herself. I utilize all available means, tools and objects 

in an effort to find a way out. or to find more than one way out, as a problem sometimes 

accommodates more than one solution and may accommodate subjective solutions as well. 

He emphasizes the use of Scamper as a method of group or individual reflection to solve 

many problems. of various scientific and real-life problems and training with the intention 

of increasing the efficiency of the organizational structure (Aladeen, Abadeh, 1991:14). 

 

Conclusion 

In conclusion, SCAMPER plays a pivotal role in enhancing employees' capabilities and 

fostering autonomy to achieve goals effectively while investing time and effort efficiently. 

Conversely, a dictatorial teaching style restricts student participation and hampers 

constructive dialogue in the classroom. SCAMPER emerges as a vital tool in nurturing 

students' abilities and autonomy to facilitate goal attainment and resource utilization. 

Moving forward, it is recommended to train teachers in modern teaching methods and 

techniques to enhance subject delivery. Additionally, the Ministry of Education should 

integrate modern teaching and learning programs, especially in sports education, to 

promote the activation of motor skills among female students. 
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