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ABSTRACT

The subject of physical education sports health has an important meaning in the process of growing students in
a healthy and active life, because physical education sports health is part of the education system as a whole. The
period of online to offline transmission causes a lack of effectiveness in using smartphones, so students do not
understand the material on badminton material. The purpose of this study was to determine the effectiveness of
the implementation of mobile learning applications on badminton game material at State Islamic High School
Number 1 Ogan llir. This research has both theoretical and paractic benefits for researchers, teachers, schools
and students. The method used in the research is the Classroom Action Research method. The research subjects
were 26 people consisting of 15 male students and 11 female students in class X. The stages of this classroom
action research adopt the Hopkins model, namely the planning stage, action implementation stage, observation
stage, and reflection stage. test data analysis using student test learning outcomes. The results of this study are
students in class X at State Islamic High School Number 1 Ogan lIlir using video-based mobile learning on
technical material can be said to be effective, with a contextual value at pre-skilus resistance 61.9%, cycle |
67.7%, cycle 11 80%. This study concludes that the use of mobile learning is effective for badminton learning.
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INTRODUCTION

Education is a conscious and planned effort to create a learning atmosphere and learning
process and learning so that students actively develop their potential to have religious spiritual
strength, self-control, personality, intelligence, noble character, and skills needed by

themselves, society, nation, and State (Victorian et al., 2020). The function of education is to

develop abilities and shape the character and civilization of a dignified nation (Ridlo, Azi Faiz

& Saifulloh, 2018). Physical education sports health has an important meaning in growing

students in a healthy and active life, because part of the education system as a whole (Destriana

et al., 2022).

Physical education has an important meaning in growing students in a healthy and

active life, because is part of the overall education system (Destriani, 2022). Physical education

is one of the subjects that familiarizes a physically active lifestyle as well as the skills possessed

and knowledge of physical activity in daily life (Hulfian, 2020). Physical education in schools
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can be interpreted as one part of the educational process in order to achieve the goals of

education itself (Thosin Waskita et al., 2022). According to the results of research conducted

by (Mohamad et al., 2021), it was obtained that physical education subjects have a positive

level of effect in learning activities at school, greatly affecting student development. Physical
education becomes very important in terms of development and physical activity from
childhood to adulthood (Aryanti, 2019). Students have the opportunity to understand the reality

of their physical, mental, social well-being and athletic skills which is their future growth
potential in physical education learning.

Learning activities, in their implementation, know many terms to describe the way of
teaching that will be carried out by teachers. Currently, there are so many kinds of strategies or
learning methods that aim to improve the quality of learning for the better. Related to the
problem of implementing the latest learning approaches and methods (active student learning
models) in Competency Based Curriculum and Education Unit Level Curriculum (Zubaidin et
al., 2021). Learning models in physical education include strategies, methods, techniques and

learning steps that consider context and content (Ulfa & Kartini, 2021). In the era of

information technology advances like today, learning models can be developed is that learning
can present various information in forms such as teaching aids, or learning media using images,

audio, and video that can be included in internet media such as e-learning (Prastika, 2020).

From the learning, it is hoped that students will be able to understand it better. Whether or not
learning is effective is seen from several factors, for example, from students who must

understand the teaching provided by educators (Seswandi et al., 2022). In learning physical

education and school health, there are various sports, such as football, volleyball, basketball,

athletics, badminton, swimming, and other sports (Hartati et al., 2020).

Learning effectiveness is very important as a success of students to achieve certain goals

that can bring maximum learning results (Destriani et al., 2018). The learning process involves

intermediaries to convey messages in the form of knowledge (cognitive), skills (psychomotor),
attitudes and positive values (affective), these intermediaries are media and learning resources

that greatly support and affect their learning success (Muslimin et al., 2020; Septianti &

Frastuti, 2019). Learning media from traditional to modern is to support the learning process

in order to achieve goals. The digital-based learning media used in this research is mobile
learning-based. The use of mobile learning can make learning flexible because the material

presented can be varied, innovative and easy to use (Aryanti, S., Nanda, F. A., & Azhar, 2025).
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Based on observations and interviews at State Islamic High School Number 1 Ogan llir,
during the observation of the learning process in class X Science 1, during the long pandemic
many schools conducted online learning but have now begun to adapt to face-to-face learning
directly, including Physical Education and Sports Health learning, in the case of practical
learning by students using mobile learning applications during the pandemic As with practical
learning before the pandemic, therefore there are several problems when learning takes place,
namely the lack of enthusiasm of students in participating in badminton learning. There are
some students who do not focus on learning because of the monotonous concept of learning.

Based on the problems in the field, the solution that can be provided is by using mobile
learning. Mobile learning contains badminton game materials for student that are easy to
access. Urgency in this research is the need for badminton learning media that can be accessed
using a cell phone. The learning media used in this study can be accessed through the link

bit.ly/DownloadSABOM by using a mobile phone/android.

METHOD

This study used the type of Classroom Action Research method. Classroom Action
Research is action research conducted or carried out by teachers with the aim of improving the
quality of learning implementation in their classes (Markhamah, 2021). The purpose of

Classroom Action Research is to improve the quality or quality of the teaching and learning
process, so the activity must be in the form of actions that will be believed to be much better

than learning activities as usual (Aryanti & Hartati, 2020).

The purpose of Classroom Action Research is to improve the quality of the teaching and
learning process, so the activity must be in the form of actions that will be believed to be much
better than learning activities as usual. In other words, actions taken to students must look more

effective, creative as well as innovative and efficient (Rifatur Rohmah et al., 2023). This

research will be carried out at State Islamic High School Number 1 Ogan Ilir number 1 Ogan
llir, Lintas Timur Km.35 Street, Indralaya District, Ogan Ilir Regency, South Sumatra
Province, Zip Code 30662. This research was conducted in the even semester of the 2023/2024
academic year. In this study, the source of the data was students from the State Islamic High
School Number 1 Ogan Ilir. The research subjects were 26 people consisting of 15 male

students and 11 female students in class X.
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The class research procedure consists of initial tests (Pre Cycle), Cycle I, and Cycle II.
Data collection techniques in this study with tests, observations, documentation. The data
collection instruments used consist of data analysis techniques, learning completeness

assessment, observation data analysis, documentation data analysis and success indicators.
RESULTS AND DISCUSSION

Result

Initial Test (Pre Cycle)

The pre-cycle stage (initial test) will be held on August 7, 2023. To begin Classroom
Action Research, researchers must first make initial observations complete the period before
the pre-cycle (initial test). Pre-cycle is carried out before carrying out cycle I and cycle Il
actions, pre-cycle is carried out determine the level of understanding of students in the
classroom. The observation was made in class X at MAN 1 School Ogan Ilir. Pre-cycle is
carried out in the classroom by paying attention to the activeness of students, and paying
attention to the teacher teaching.

Table 1. Student Learning Outcomes (Pre-Cycle)

No Student Name Value Information
1. AS 50 incomplete
2. ALA 55 incomplete
3. AA 55 incomplete
4, AYW 75 complete
5. AG 55 incomplete
6. AS 75 complete
7. ADDM 75 complete
8. AR 80 complete
9. DFA 50 incomplete
10. DAC 50 incomplete
11. DAP 65 complete
12. EAW 75 complete
13. FR 75 complete
14. 1P 55 incomplete
15. IWA 65 complete
16. MR 55 incomplete
17. MA 55 incomplete
18. RM 85 complete
19. MRS 50 incomplete
20. IK 45 incomplete
21. RSA 75 complete
22. RS 55 incomplete
23. RF 65 complete
24. AS 50 incomplete
25. SSS 65 complete
26. TA 55 incomplete
Complete amount 1.610 12 complete
Average 61,9 %

Percentage 46,1 %
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Table 2. Frequency of student learning outcomes (Pre-Cycle)

No Value Frequency Percentage Information

1. > 60-100 12 46,1 % complete

2. <60 14 53,9 % incomplete
Sum 26 100

In the table above, it can be seen that of the total 26 students in the initial test (Pre-Cycle)
who were completed, there were 12 students with a percentage of 46.1%. For incomplete
students, there are 14 students with a percentage of 53.9%. So the classical number of
completeness of student learning is 46.1%, therefore it can be classified in the criteria is still
low.

Action Cycle |

After doing the first cycle action, the researcher gave 20 questions in the form of multiple
choice. Table of student learning outcomes in cycle | as follows:

Table 3. Learning Outcomes Of Cycle | Students

No Student Name Value Information
1. AS 55 incomplete
2. ADA 75 complete
3. AA 55 incomplete
4. AYW 75 complete
5. AG 70 complete
6. AS 75 complete
7. ADDM 75 complete
8. AR 90 complete
9. DFA 55 incomplete
10. DAC 55 incomplete
11. DAP 75 complete
12. EAW 85 complete
13. FR 80 complete
14. IP 55 incomplete
15. IWA 80 complete
16. MR 70 complete
17. MA 55 incomplete
18. RM 75 complete
19. MRS 55 incomplete
20. 1K 55 incomplete
2. RSA 80 complete
22. RS 55 incomplete
23. RF 75 complete
24, AS 55 incomplete
25. SSS 75 complete
26. TA 55 incomplete
Complete amount 1.760 15 complete
Average 67,7 %

Percentage 57,6 %
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Frequency of Student Learning Outcomes (Cycle I)

Incomplete
percentage

42.3% Complete

Percentage
57.7%

Picture 1. Frequency Diagram Of Student Learning Outcomes (Cycle I)

From the learning outcomes of students during the first cycle action, it can be seen that
the learning outcomes of students in class X at State Islamic High School Number 1 Ogan lIlir
in the first cycle action are students who obtain the highest score with a value of 90 and the
lowest score with a value of 55. The average score is 67.7%. Students who get complete scores
as many as 15 students with a percentage of completeness of 57.7% and incomplete students
as many as 11 students with a percentage of 42.3%. Here it can be concluded that the learning
outcomes of students in the first cycle action can be said to have not been successful because
they have not reached the predetermined success indicator of 80%. Therefore, it is necessary
to make improvements in cycle Il actions to achieve the predetermined success indicator of
80%.

Distribution of Student Activity Value in Cycle |
80

57,7
60
L TP
20
l 0 O
0
Cycle 1

m\Very Active m Active Active enough ®Less active ® Not Active

Picture 2.9 Distribution Of Student Activity Value (Cycle I)

Based on the results of the table above, it can be seen that the number of 26 students there
are 6 students getting results with the very active category, as many as 15 students getting the
active category, as many as 5 students getting the moderately active category and as many as
0 students getting the less active and inactive categories. Thus, it can be concluded that the
level of student activity in cycle I is included in the active category.

The first cycle action carried out has several shortcomings and problems that will be the

basis for the second cycle action activities to be carried out, which are as follows: 1) some
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students who do not pay attention when the teacher explains or demonstrates the material, 2)
students are less enthusiastic when the material takes place, 3) students are still reluctant to ask
questions about the material that students do not understand.

Based on the results of the analysis carried out on cycle | actions, this must be continued
with cycle 1l actions, because there are still many students getting results that are lacking and
are still below minimum completion criteria. So the improvements that must be made in the
second cycle of actions are: 1) The teacher provides oral reinforcement to students, 2) The
teacher chooses one of the students to practice movements for students to more easily
understand the material taught.

Action Cycle 11

After doing the second cycle of actions, researchers gave 20 questions in the form of
multiple choice. Table of student learning outcomes in cycle 11 as follows:

No Student Name Value Information
1. AS 85 complete
2. ADA 85 complete
3. AA 75 complete
4. AYW 80 complete
5. AG 85 complete
6. AS 85 complete
7. ADDM 80 complete
8. AR 100 complete
9. DFA 55 incomplete
10. DAC 75 complete
11. DAP 85 complete
12. EAW 90 complete
13. FR 95 complete
14. 1P 75 complete
15. IWA 90 complete
16, MR 75 complete
17. MA 55 incomplete
18. RM 80 complete
19. MRS 55 incomplete
20. 1K 75 complete
21. RSA 95 complete
22. RS 75 complete
23. RF 80 complete
24. AS 80 complete
25. SSS 85 complete
26. TA 85 complete
Complete amount 2.080 23 complete
Average 80 %

Percentage 88,4 %
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Picture 3. Frequency Diagram Of Learning Outcomes Of Cycle 11 Students

Based on the learning outcomes of students during the second cycle action, it can be seen
that the results of students in class X at State Islamic High School Number 1 Ogan llir in the
second cycle action are students who get the highest score with a value of 100 and get the
lowest score with a value of 55. The average value is 80%. Students who got scores with the
complete category were 23 students with a completeness percentage of 88.4% and students
who got the incomplete category were 3 students with a percentage of 11.6%. It is concluded
that the results of student learning in cycle 11 actions can be said to be successful because they
have achieved predetermined success indicators of 80% with a percentage of student learning

results in cycle Il which is 88.4%. Therefore, there is no need to continue the next cycle of

actions.
Distribution of Student Activity Value Cycle Il
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Picture 4. Distribution Of Student Activity Value (Cycle 1)

Based on the results in the table above, it is known that from the total of 26 students there
were 8 students who got the very active category, as many as 14 students got the active
category, as many as 4 students got the moderately active category and as many as 0 students
got the less active and inactive category. And it can be concluded that the level of activity of

learners in cycle Il is included in the active category.

Based on the learning outcomes achieved by students in cycle Il get an average of 80%,
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with classical completeness of 88.4%, and the level of student activeness with an average of
72.3%. Therefore, it can be concluded that in the implementation of cycle Il has reached the
minimum completion criteria of State Islamic High School Number 1 Ogan llir for physical
education subjects, namely with a value of 60 from the overall completeness of 80%, showing
the use of mobile learning media in badminton technique material is effective in learning, so
that researchers no longer need to continue the next cycle action because in cycle Il actions

have been successful or effective in improving student learning outcomes.

If the value of student learning outcomes in cycle I with cycle Il can be seen in the form

of diagrams, which are as follows:

Improved Student Learning Outcomes
100 88,4
80
60
40

completeness

20

percentage of classical

0
Cycle 1 Cycle 2

Picture 5. Diagram of Student Learning Improvement Outcomes (Cycle | & Cycle I1)

If the value of student activities in cycle | with cycle Il actions can be seen from the bar

diagram, which is as follows:

Classical Activity Percentage

60 57,7 53,8
30,8

40 231
20 19.2 154

0 0 0 0

0
Cycle | Cycle Il
mVery Active m Active Quite Active  ® Less Active Not Active
Picture 6. Classical Activity Percentage Chart of Students
Discussion

There is an increase in student learning outcomes from cycle | actions with cycle 11
actions, so that the overall results of student learning have increased significantly from cycle I
to cycle Il actions. In improving student learning outcomes, video-based mobile learning can

be an indicator of success. The use of video-based mobile learning in learning brings benefits
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through improved learning outcomes. According to (Riani Johan et al., 2023), with video-based

media, students more easily understand learning material, so that the learning process becomes
more effective, and this also ensures students can understand and apply it to learning activities.

Meanwhile, according to (Sekar Ayu et al., 2022), the existence of video-based learning media

can facilitate the understanding of the concept of student interest in learning because it sees the
response of students who are very enthusiastic and enthusiastic in learning. From this it can be
concluded that video-based learning media is very effective for use in schools.

From the results of the observation stages on each cyclical action, it can be said that
motivation has a very large influence on the success of the learning stages. Mobile learning-
based media learning makes students more active or makes students not easily bored, learning
with video-based media also makes learning more effective where students more quickly
understand the material provided from the video, of course with a balance of practice

movements carried out by the teacher during learning. (Fransiska et al., 2021) stated that video

has a function as a learning media tool, namely attentional function, affective function,
cognitive function and compensatory function.

The benefits of video media are: (1) can foster motivation, (2) the meaning of the message
is explained in a way that can be understood by students and allows mastery and achievement
of delivery goals. Based on the results of the actions carried out in each cycle, it can be seen
that media-based mobile learning material Badminton techniques can improve student learning
outcomes and can increase student activeness in teaching and learning activities in the
classroom. Mobile learning media for learning is very useful and effective, this mobile
learning-based media will also improve learning outcomes or student achievement, mobile
learning-based media makes learning more efficient and makes students not easily bored.

With the use of mobile learning has a positive impact on learning. The results of research

related to mobile learning (Syafruddin, 2024) through mobile learning have a good impact,

namely that students' understanding can be improved. In addition, (Twiningsih, 2022) with the

existence of mobile learning, students critical thinking skills can be improved. (Septiana &
Kurnia, 2020) the quality of physical education in schools is improved through the use of
mobile learning because it has uniqueness, It can be concluded that the use of video-based
mobile learning in learning badminton technique material can increase the activeness of

students in the classroom.
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CONCLUSION

Based on the results of the discussion of research that has been carried out on actions in
each cycle, it can be concluded that the learning outcomes of students in class X at State Islamic
High School Number 1 Ogan Ilir using video-based mobile learning on technical materials can
be said to be effective. This shows that the use of video-based mobile learning in learning
badminton technical material can improve student learning outcomes, so that it can be applied
in the classroom. The improvement of student learning outcomes is also supported by the
results of observing student activeness in pre-cycle actions getting an active percentage of
56.5% with the moderately active category, cycle | getting an activeness percentage of 68.2%
with the active category and the results of cycle Il actions getting an active percentage of 72.3%
with the active category. It can be concluded that the use of video-based mobile learning in

learning badminton technique material can increase the activeness of students in the classroom.
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