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methods, and learning styles that physical education
research is trying to overcome.

Nutaracot (2019) in his research said that learning
using application media based on motion analysis and the
correct number of stroke treatments helped badminton
players in evaluating the correct results and the number
of movements in a match. ' in this study, researchers
are interested in designing an Android-based learning
application that can be accessed by students to facilitate
the process of lecturing the badminton game. [2]

Applications that are designed to describe all lecture
activities in each face-to-face that present:

* A collection of basic technical videos

* A collection of learning variation videos that
are adjusted gradually based on ability

The use of multimedia in the process of learning and
practicing badminton is also very helpful in the learning
and training process. In addition to seeing the correctness
of motion, the role of multimedia can also help to
determine the speed of the shuttlecock during the match.

[3].

This research is designed for online lectures, where
face-to-face lectures cannot be carried out due to the
COVID-19 pandemic. In a study conducted, online

Table 1. Learning outcomes badminton game skills
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learning in badminton lectures showed positive and
satisfying student perceptions where the material
presented facilitates students in achieving the expected
competencies [4].
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2. METHOD

In this study, the authors use research methods R & D
by looking at the results of student learning effectiveness.
The number of samples as many as 30 people, who came
from students aged 17 to 19 years.

The data collection used in this study is by using a
skill test of the basic techniques of badminton. the results
of the data are then presented to see the improvement that
occurred after this product was tested on a small and large
scale.

3. RESULT

In this study, the data analysis used is to test the
effectiveness of the learning application media that has
been designed. The data presented below are the results
of learning from some basic techniques in the badminton
game which were collected as instruments. The data
analysis used was .t-test of the basic techniques of
playing badminton. The results of data analysis can be
seen in the table below.

Group Statistics
Badminton Learning Tecniques N Mean Std. Std. Error
Deviation Mean
Learning Outcomes Skills Pre-Test Drop 30 63,63 6.26 1,14
Po-Test Drop 30 83,50 5,63 102
Independent Samples Test
Levene's Test for t-test for Equality of Means

Equality of

Variances !

F Sig. t Sig. (2- Mean Sd. 95% Confidence

tailed) Difference  Error Interval of the
Differe Difference
nce Lower Upper

Lear Equal 67 41 -1291 58 00 -19.86 1.54 -22.95 -16,79
ning variances
Outc assumed
omes Equal -1291 57348 00 -19.86 1,54 22295 -16,79
Bad variances
mint not
on assumed
Skill
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Based on the overall results of the t-test on learning
the basic techniques of playing badminton, the results of
the pre-tet and po-test scores have a significant value.
Because all basic badminton learning techniques starting
from serve, lob, drop and smelsl.]elve a Sig. (2-tailed)
value of 0000 < 0.05, then there is a significant
difference between the results of the pre-test and po-test
scores in technical learning. basic badminton game.

4. CONCLUSION

This research development process is expected to be
an ;lllerneltiv.le;u‘ning in badminton lectures. From the
results of the data analysis above, it can be concluded that
of the four basic techniques of badminton games, namely
serve, lob, drop and smash have a significant increase in
technical results, so it can be concluded that through the
badminton game learning application media which is
designed to suit student learning needs, it has a positive
impact on students' learning needs. learning is carried out
both in groups, independently and done online
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