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ABSTRACT 

This research is a development research that aims to improve learning outcomes, develop android-based application 

media and as a source/learning material that can be used for the continuation of future lectures as well as assisting in 

the field of sports science, especially in badminton. Development research is the development of learning media in the 

form of applications that are developed to help improve competence in lecturing badminton games during the COVID-

19 pandemic The media developed in the form of learning applications that are used as teaching materials in online and 

face-to-face learning. The learning application contains lecture materials in each face-to-face amount in the form of 

lecture descriptions, learning variations videos, quizzes, and other instructions that support the online learning process. 

The research method used is a quantitative approach and uses the Research & Development (R & D) method from 

Sugiono by developing products, testing the effectiveness of products that achieve the desired goals. The research 

sample is the fifth semester students who take the badminton game course in the Physical Education, Health and 

Recreation Study Program, FIK UNIMED. 
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1. INTRODUCTION 

Learning and teaching sports has always been close 

to physical activity. One of the physical activities that 

students usually do is movement to learn to master a skill. 

Skills learning is carried out through three stages of 

sports learning, namely: (1) cognitive stage, (2) 

association stage, (3) automation stage. At the cognitive 

stage, the teacher provides material understanding to 

students about the new movement in what and how it is 

done. The association stage is carried out after students 

answer cognitive questions and effectively organize 

movement patterns to produce movement by constructing 

abilities and attitudes, consistency and confidence. [1] 

Development research is a reflection of the desire to 

know something in the form of facts or natural 

phenomena, with attention or initial observations of facts 

or phenomena is the beginning of a research desire that 

raises a question or problem which is basically a 

systematic research with the aim of gaining knowledge. 

useful for answering questions or solving in everyday 

life. Learning products with the development of 

information media must be carried out in stages, 

comprehensively and comprehensively with the aim of 

increasing student competence or learning outcomes. 

Badminton is a sport favored by the Indonesian 

people, and badminton is also one of the materials taught 

in physical education in Indonesia. Recently, the rapid 

development of broadband connections has provided 

many opportunities to access quality online materials. 

One of the most important factors in the learning process 

is to plan sessions with a focus on the variability of 

practice, regarding the needs of the trainees. In the field 

of badminton training for physical education students this 

trend is also developing. The effective efficacy of mixed 

learning as a way of teaching and learning has attracted 

the attention of many teachers, administrators and 

researchers in physical education. In addition to the 

potential benefits, this new learning pattern also creates 

challenges such as digital media in space, access to 

learning tools, teaching 
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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.   So 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 

learning in badminton lectures showed positive and 

satisfying student perceptions where the material 

presented facilitates students in achieving the expected 

competencies [4]. 

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 a t-test of the basic techniques of 

playing badminton. The results of data analysis can be 

seen in the table below.

 

Table 1. Learning outcomes badminton game skills 

Group Statistics 

Badminton Learning Tecniques  N Mean Std. 

Deviation 

Std. Error 

Mean 

Learning Outcomes Skills Pre-Test Drop 30 63,63 6,26 1,14 

Po-Test Drop 30 83,50 5,63 1,02 

 

Independent Samples Test 

 Levene's Test for 

Equality of 

Variances 

t-test for Equality of Means 

F Sig. t df Sig. (2-

tailed) 

Mean 

Difference 

Std. 

Error 

Differe

nce 

95% Confidence 

Interval of the 

Difference 

Lower Upper 

Lear

ning 

Outc

omes 

Bad

mint

on 

Skill

s 

Equal 

variances 

assumed 

,67 ,41 -12,91 58 ,00 -19,86 1,54 -22,95 -16,79 

Equal 

variances 

not 

assumed 

  -12,91 57,348 ,00 -19,86 1,54 -22,95 -16,79 
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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 smash have a Sig. (2-tailed) 

value of 0.000 < 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 alternative learning 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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