
The Influence of Visual Media on the Footwork in 
Badminton 

 
Abdillah 

Master Program in Sports Sciences 

Yogyakarta State University 

Yogyakarta, Indonesia 

abdillah.2017@student.uny.ac.id 

Lismadiana 
Faculty of Sport Sciences 

Yogyakarta State University 

Yogyakarta, Indonesia 
lismadiana@uny.ac.id 

Abstract—this research is aimed at studying the influence of 
visual media on badminton footwork of the learner Class VIII 
Junior High School Negeri 2 Mempawah Hilir, Indonesia. The 
purpose of this study was to determine the influence of visual 
media on learning badminton. The research method used in the 
experiment was true experiment study design. The population of 
the research included class VIII. Sampling was done through the 
use of purposive sampling technique which was categorized into 
class VIII A and B, were 18 learners were used as control class 
and other 18 learners as an experimental class. Data was 
analyzed using the computerized system and t-test. Based on the 
results of the t-test on grade control, experimental value was 
0,000 which is <0.05 as a result of this Ho is rejected (Ha 
accepted). This means that there is influence of visual media on 
footwork in badminton game Visual learners in class VIII SMP 
Negri 2 Mempawah Indonesia in the experimental class with a 
mean value of 21% than in the control class (4%). Based on the 
results of this study, it was concluded that visual media can help 
in improving the footwork of badminton athletes in junior high 
schools. 
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I. INTRODUCTION 
Footwork is the basis for the production of quality blows 

when it is done in a good position. To be able to hit in a good 
position, a player must have a speed of movement. The speed 
of footwork cannot be achieved if the footwork is irregular [1]. 
Footwork (foot movements) is very important for badminton 
athletes. Footwork helps an athlete to move in any direction as 
efficiently as possible [2]. Footwork is the most basic skill in 
badminton matches and it is very important in having 
achievements in the game. Footwork allows a player to reach 
the shuttlecock quickly [3]. Badminton footwork has to do 
with moving around the direction of the game field itself in 
returning the ball to the opponent's area [4]. Badminton 
footwork requires the ability to move in the area itself to get a 
moving position and return position and at the same time 
maintaining a balance [5]. The students of class VIII of 
Mempawah Hilir 2 Junior High School of Mempawah in 
Indonesia Regency have footwork and agility that are below 
average, judging from the initial tests in the instrument that 
have been validated. As a result of this, they need to be trained 
to increase their footwork and agility. 

Achieving footwork that can produce quality agility and 
blows can be done through the use of various media including 
3-color lamp signals [1]. Visual reactions are needed to 
respond to visual stimuli [2]. The visual media works is such a 
way that it stimulates the visual stimulus when the device emits 

light [3]. With the advancement of time and technological 
development, high-tech badminton equipment takes an 
increasingly important role in improving athletes' skills [4]. 
Visual media is one alternative that captures the essence of 
seeing shuttlecock which results in a motion reaction to be able 
to hit it [5]. 

Visual media is an implementation that is integrated to help 
improve footwork agility. Visual media will help in increasing 
footwork and agility in the form of video, step footprints and 
colored lights. The reaction lamp media is a device that is used 
as a direction or shadow badminton movement. The reaction in 
badminton, where six lights are mounted in the middle of the 
back of the Net, is that it can improve the basic footwork 
quality in badminton. 

II. METHODS 
The method used is the experimental method and the 

research design employed is the True Experimental Design 
with the Pretest-Posttest Control Group Design form. The 
instrument used was the assessment of badminton footwork 
motion. Data collection techniques employed were tests and 
measurements and the sample technique used was systematic 
sampling. Systematic sampling is a sampling technique based 
on the order of members of the population that have been 
numbered. 

III. RESULT 
The results of the research on the influence of visual media 

on badminton footwork show that the pretest in the control 
class was 50.5% and that the posttest was 55.5% with a 
percentage increase in the basic ability of badminton footwork 
found to be 4%. The pretest of the experimental class was 
found to be 52.5% while the post-test was 73.5% with a 
percentage increase in the basic ability of badminton footwork 
by 21%. In the experimental class the percentage increase is 
higher than in the control class, this is certainly influenced by 
visual learning media that was applied to the learning process. 

IV. DISCUSSIONS 
This research was an experiment to improve student 

learning outcomes, by the use of footwork material in the 
badminton game of Mempawah Hilir 2 Junior High School 
students in Mempawah Regency. The media used were lights 
and images that are attached as a step to step by students. In 
this study, the research process was carried out by looking at 
the basic abilities of students through the initial test (pretest), 
then given the training process on the footwork material using 
the media (experimental class). The learning process or 

2nd Yogyakarta International Seminar on Health, Physical Education, and Sport Science (YISHPESS 2018) 
1st Conference on Interdisciplinary Approach in Sports (CoIS 2018) 

Copyright © 2018, the Authors. Published by Atlantis Press. 
This is an open access article under the CC BY-NC license (http://creativecommons.org/licenses/by-nc/4.0/). 

Advances in Social Science, Education and Humanities Research, volume 278

115



treatments were carried out according to the extracurricular 
schedule of physical education and health in 10 meetings at a 
frequency of 2 times in a week and each meeting was held as 
an evaluation. Therefore, at the 8th meeting, the researchers 
saw significant development of the students, then the posttest 
was done at the 9th meeting. The final test was used to 
compare the initial and final abilities after learning, from all 
the 10 meetings. 

Based on the results of this study, differences were 
observed. The research revealed the basic abilities of the 
students through the initial test (pretest) as well as their 
abilities after the implementation of the visual media. The 
calculation results of the t-test UI using SPSS Version 20 for 
the basic footwork test on badminton games had a p value = 
0,000 <0,05, therefore, Ho is rejected (Ha is accepted). This 
means that there is a significant increase in the pretest and 
posttest activities due to the influence of the usage of Visual 
media, and also reflects the influence of the use of visual media 
on footwork in badminton learning for eighth grade students 
of Mempawah Hilir 2 Junior High School 2 in Mempawah 
Regency. The results of this study showed that modification in 
learning can increase success in training results. 

V. CONCLUSION 
Based on the results of the study, it was concluded that 

there was an influence of visual media on badminton game 
footwork in the experimental class with a score of 21% pretest 
and posttest, based on the results of the t-test, p value = 0,000 
<0.05, Ho was rejected (Ha accepted). Therefore, an effect of 
visual media on footwork quality was established. 
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