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Amount 16
Average 32
Media Quality Category Enough

The table above shows the results of the media
expert's assessment of this football interective media product
only the design of the display and programming that gets a
score of 3.5 with good category, the rest get a score of 3 and
are still categorized enough. The results of the assessment of
the football interactive media indicator with a score of 3.2
and still categorized sufficiently and there needs to be
improvements to improve the product so that it can be tested
to users.

TABLE 3. Validation of Material Expert Assessment Phase [

No Indicators Score Category

1 Learning Images 35 Good

2 Learning Video 35 Good

3 Learning Materials 35 Good

4 Material Explanation 37 Good
Amount 142
Average 355
Media Quality Category Good

From material experts to interactive media

assessment shows the results of the four indicators of the
assessment of football interective media products shows the
assessment results of learning images, learning vidio, as well
as learning materials get a score of 3.5 and the material
explanation indicator scores 3.7 with good category. The
results of the assessment of the football interactive media
indicator with an average score of 3.55 and well categorized
and the need for improvement to improve the product so that
it is even better.

After doing phasel validation and getting some
improvements for product enhancements then researchers
make improvements to the product enhancements that will be
done kembai validation phase II by experts. The results of
phase 11 validation are as follows:

TABLE 4. Validation of Media Expert Assessment Phase 11

No Indicators Score Category
1 Display Design 4.5 Excellent
2 Display Text 4.3 Excellent
3 Programming 4.5 Excellent
4 Video 4 Good
5 Audio 42 Good

Amount 21.5

Average 43

Media Quality Category Excellent

The results of stage II validation by the media
experts above show an assessment of this football interective
media product from display design indicators, display text
and programming that get scores of 45 and 43 with
excellent categories, while video and audio indicators with
scores of 4 and 4.2 with good categories. The results of the
assessment of the interactive media indicator of the football
with an average score of 4.3 and categorized very well and
subsequently the product can be tested kepeda sempel.
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TABLE 5. Validation of Material Expert Assessment Phase 11

No Indicators Score Category
1 Learning Images 4.3 Excellent
2 Learning Video 44 Excellent
3 Learning Materials 4.3 Excellent
4 Material Explanation 43 Excellent

Amount 175

Average 437

Media Quality Category Excellent

After the improvement of the phase I material expert
vaidation, the researchers then validated phase II. Phase 1I
validation results on learning image indicators and learning
meters get a rating score of 4.3 with excellent categories.
While the learning video gets a score of 4.4 and the material
lamelti()n gets a score of 4.5 with excellent category. The
results of the assessment of all indicators on the material
expert with an average score of 4.37 and categorized very
well and worth the product trial.

After improving the validation results of the two
experts, each provides input for interactive multimedia
products that can later be used as a learning medium for
football materials for students. This became the basis for
researchers to conduct trials on sempel. Therefore, from the
improvements that have been made, the interactive
multimedia products of this basic football technique can be
used in the I and IT tests on the.

Group I trials were conducted by 30 students with
the aim of assessing the feasibility of interactive media by
filling out wuser due diligence questionnaires. This
questionnaire is divided into media aspects, material aspects,
and learning aspects. The data generated from the phase I
trial is:

TABLE 6. Phase I Trial Results

Indicators Score Category
Media Aspects 407 Good
Material Aspects 358 Good
Learning Aspects 367 Good

Preliminary field trial results showed that interactive
multimedia football developed by researchers scored 4.07 for
the media aspect, 3.58 for th&khaterial aspect, and 3.67 for
the learning aspect scoring an average of 3.79 or in the
"Good" category. Media in this category deserves to be used
as a learning medium.

Of the three indicators, the results of the phase I trial
for the whole are still in the category of "Good" with the
record still having to be improved to get the most out of the
phase II trials.

The results of trial I were made improvements to
improve the results of further research results from trial 11
conducted obtaining results:

TABLE 7. Phase II Trial Results

Indicators Score Category
Media Aspects 446 Excellent
Material Aspects 407 Good

Learning Aspects 436 Excellent
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Diagram on Picture. The 4 shows the media scored
an average of 446 or entered the category "Excellent” on the
media aspect, 4.07 or entered the category "Good" on the
material aspect and, 436 or entered the category "Very
Good" on the learning aspect so that it earned an overall
average score of 4.28 or entered into the category "Excellent”
on the learning aspect so that it earned an overall average
score of 4.28 or entered into the category "Excellent"”.

Of the three indicators, the results of the phase II
trial were conducted for the whole in the category of
"Excellent” so that the implementation and denomination of
the product can be carried out.

IV. DISCUSSION

This research is reviewing the influence of interactive
media as an optimization of understanding the basic
techniques of football in the pandemic period. It can be
believed that the process of learning during pandemics
becomes an obstacle to students' understanding of football
material. These constraints need to be an innovation in the
learning process by using interactive media to improve
students' understanding in the learning process. The findings in
this study are in line with i()us research showing that there
needs to be an innovation in the learning process, in order to
improve students' learning skills independently [6].

This research was conducted on gmdcmll Jjunior
high school students with different scls in phase I and
phase II trials. The results of the study in the phase I trial of
the three indicators of media aspects, the meter aspect and the
learning aspect for the whole are still in the category of
"Good".While the results of phase II trials from the same three
indicators show the results of the implementation of phase II
trials for the whole in the category of "Excellent" so that later
implementation and denomination of the product.
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V. CONCLUEN

This result concluded that the development of
learning innovations during the covid-19 pandemic was very
much in question one of them by making the learning media
interactive media of football. From the results that have been
able to use interactive media as a ball can improve students'
understanding in knowing the basic techniques in the game of
football. In addition, effective and efficiency of products in
pandemic learning is perfect for students' understanding.
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