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technique used in this study is descriptive statistics in the form of
percentages presented in tables or graphs. The results of this study
are that students can improve learning outcomes in handball
courses. This can be seen from the percentage results which show
that at the time of the pre-cycle an average score of 62.50 was
obtained, with 7 students getting a complete score of 29%. In the
first cycle, the average score was 67.10 with 12 people completing
the 50% percentage. And in the second cycle showed significant
results with completeness reaching 21 students out of 24 students
getting a percentage of 87.5%. From these results it shows that
student learning outcomes increase after learning using Adobe Flash
is applied.

Corresponding address  : Jl. Raden Fatah No. 100 Kota Bengkulu ISSN 2685-6514 (Online)
*Corresponding email  : bogyrestu@unib.ac.id ISSN 2477-331X (Print)

819



Bogy Restu llahi et al / Kinestetik : Jurnal llmiah Pendidikan Jasmani 5 (4) (2021)

INTRODUCTION

S1 Physical Education Study
Program FKIP Unib has one of the
mandatory courses, namely the Handball
Orpillar course with a weight of 2 credits.
This Preferred Sport (Orpil) is given in
the odd semester (Il11) with learning
outcomes, namely students are able to
know and understand and carry out
handball sports properly and correctly.
Handball itself has basic techniques that
must be developed so as to create a good
quality game. The techniques in playing
handball are: Dribbling, Passing, Catch,
and Shooting.

In the observation of the learning
of the handball course, it was shown that
most of the students of the Physical
Education Study Program FKIP UNIB
were still unfamiliar with the game of
handball. In addition, some students tend
to emphasize scoring activities rather
than implementing quality games through
the implementation of Handball playing
exercises. This is of course worrying
because the main purpose of the handball
course is for students to be able to carry
out handball sports well so as to create
quality games. However, the facts that
occurred during the observation showed
that most of the students of Physical
Education Study Program FKIP Unib
during the handball game tended to lose
and while dribbling. This shows that for
basic handball technique training,
students tend to be weak, especially
during the current Covid-19 pandemic,
they have to self-isolate at home by doing
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Physical Distancing (Keeping Distance)
for an undecided time.

Therefore, an online learning
strategy is needed to improve the quality
of learning outcomes in handball courses
while staying at home.

Based on the results of these
conditions, the team teaching of the Orpil
Handball course, Physical Education
Study Program, FKIP Unib held a
discussion that resulted in a reflection on
the need for classroom action research by
implementing interesting and innovative
learning methods based on online
systems in order to improve students'
basic handball technique skills and
ultimately maximize learning outcomes
in handball courses. The learning strategy
that is expected to improve the quality of
student handball learning in the handball
game is through the Adobe Flash
application.

Adobe Flash application is an
online application by stimulating students
to move according to programmed
instructions and being able to create or
make a movement that will be practiced
or will be researched. then the use of the
Adobe Flash Application as a learning
method can be effectively used in
handball course training during the
Covid-19 pandemic which requires Stay
At Home.

METHODS

This research is Classroom Action
Research, which is an action research
within the scope of education and training
conducted by researchers, and at the same
time as researchers in their class or
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together with other people (collaboration)
by designing, implementing, and
reflecting on actions collectively.
collaborative and participatory which
aims to improve or improve the quality
(quality) of the learning process in the
class through a certain action (treatment)
in a cycle (Sugiono, 2011)

This study uses a descriptive
method because in this study a
description will be produced about the
extent to which handball learning has
been improved by using Adobe Flash for
the physical education students of Fkip
Unib as the research sample. The
application of the blended learning
method using the Adobe Flash
application in the Handball course allows
students to have increased learning
outcomes so that they will get the desired
results and results can be achieved.

(Sugiyono, 2018) states that the
population is a generalization area
division consisting of objects/subjects
that have certain characteristics and are in
accordance with those determined by the
researcher so that the researcher can then
draw conclusions from these data. The
population in this study were students
who took handball lectures in the odd
semester of the Physical Education Study
Program, FKIP UNIB.

Research instrument is a tool used
to collect research data. The instrument
used is an observation sheet. In addition,
the instrument in this study is also an
assessment guide sheet. The data analysis
technique used in this study is descriptive
statistics in the form of percentages
presented in tables or graphs. The
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categories in the data will be adjusted to
the existing percentages. The following is
the formula that will be used in data
processing.

Tabel 1. Rating Category

No Percentage Category
80% - 100% Very Good (A)
70% - 79% Good (B)

passable (C)

1
2
3 60% - 69%
4 45% - 59% Not good (D)

Procedures

This classroom action research
plan will be implemented in two cycles,
and each cycle consists of four stages,
namely: 1) planning stage, 2) actuating, 3)
observing (observing), and 4) reflection
(reflecting).

Cycle 1
1. Planning Stage
At the planning stage, the

preparation of learning tools needed
during the teaching and learning process is
carried out, including: (1) preparing a
Research Design, (2) preparing material in
the form of videos that will be shared,
(1) Provide instructions for students to
download the Adobe Flash application
and learn how it works (4) prepare an
observation sheet containing basic
questions  regarding techniques for
improving handball skills as a pre-action
instrument to determine the percentage of
student knowledge,
(2) prepare a list of activities in the
implementation of Adobe Flash as a guide
in action research.
2. Implementation Stage

This stage is the implementation of
the learning scenarios that have been
made in the previous stage in the
classroom, including:
1) Initial activities
a. The researcher conditions the class
(greetings, praying, filling out journals,
presenting and attending students through
the Adobe Flash application)
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b. Researchers convey research objectives
c. Meeting 1, the researcher carried out
pre-action activities by giving students
basic questions about the basic techniques
of handball as a pre-action instrument to
determine the percentage of initial
knowledge about passing, dribbling,
shooting, heading techniques.
d. Meeting 2, based on the results of the
pre-action, the researcher explained about
the implementation of the Adobe Flash
Method in improving handball learning
outcomes.
2) Core Activities
a. Meeting 3, the researcher explained the
training technique material through videos
that had been shared via email in the form
of technical guidelines about the Adobe
Flash application
b. Participants implement the Adobe Flash
Method with the techniques that have
been given previously based on the
prepared RPS.
3) Final activity
a. Participants make conclusions about the
learning process they have followed
b. Researchers provide reinforcement to
the conclusions that have been submitted
by participants.
3. Observation stage

At the time of implementation, the
research team also observed everything
that happened during the learning process.
4. Reflection stage
Obstacles in the learning process
regarding project tasks in cycle I will be
an improvement to continue to cycle Il
Cycle 11
1. Planning Stage

At the planning stage, the
preparation of learning tools needed
during the teaching and learning process is
carried out, including: (1) preparing
learning materials in the form of videos
that will be shared with more complicated
stages, (2) Providing instructions for
preparing the second stage of Adobe Flash
application (3 ) prepared a list of activities
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in the implementation of Adobe Flash as a
guide in action research.
2. Implementation Stage

This stage is the implementation of
the learning scenarios that have been
made in the previous stage in the
classroom, including:
1) Initial activities
a. The researcher conditions the class
(greetings, praying, filling out journals,
attending and attending athletes.
b. Delivering a reflection on the
implementation of learning using the
Adobe Flash application in the first cycle
which aims to achieve the target results in
the implementation in the second cycle
c. Meeting 5, the researcher explains the
material
2) Core Activities
a. Meeting 6.7, students implemented
basic techniques using the Adobe Flash
application but still paid attention to the
frequency of time according to the
researcher's command.
b. Meeting 8, researchers and students
carry out practice test abilities
3) Final activity
a. Participants make conclusions about the
learning process they have followed
b. Researchers provide reinforcement to
the conclusions that have been conveyed

Population and Sample
1. Population

(Sugiyono, 2018) states that the
population is a generalization area
division consisting of objects/subjects
that have certain characteristics and are in
accordance with those determined by the
researcher so that the researcher can then
draw conclusions from these data. The
population in this study were students
who took handball lectures in the odd
semester of the Physical Education Study
Program, FKIP UNIB.
2. Sample
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The sample (Sugiyono, 2018) is
part of the number and characteristics
possessed by the population. The sample
used in this study amounted to 24
students. The sampling technique used in
this study is using a total sampling
technique, this technique is a form of
sampling technique, where all members
of the population will be used as samples.

RESULT

Based On Research Conducted
From June To December 2021 On 24
Physical Education Students From Fkip
Unib Who Took The Handball Course
With The Aim Of Improving The
Learning Quality Of Third Semester
Students Of Class B Fy 2021-2022 In The
Orpil Handball Course By Using The
Adobe Flash Application,

Discussion of Each Cycle

a. Action Discussion
Compared to the actions from cycles I,
and Il, there was a change in
performing basic dribbling technique
skills in Handball.

b. Discussion of Observation Results
Compared to the observations, both
the process and the results of cycles I
and Il experienced changes in terms of
affective, psychomotor and cognitive,
these changes experienced an increase
in performing basic skills, both
attitude, movement power, and skill
power.

c. Discussion of Reflection Results
Compared to the reflection results
from cycles I, and Il, there was a
change after being evaluated from the
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wrong movement, until it pointed to
the right movement, from each cycle
there was an improvement from the
first cycle to the last cycle so that there
was an increase.

DISCUSSION

Discussion and Conclusions The
results showed that there was an increase
in the ability of basic dribbling and
passing skills on handball through the
Adobe Flash player application, a test of
basic dribbling and passing techniques
was carried out in handball games.
Overall, the research results show an
increase as shown in the following graph.

76.00
74.00
72.00
70.00
68.00
66.00
64.00
62.00
60.00
58.00
56.00

Siklus 1 Siklus 2

Pra-siklus

Graph 1.

From The Table And Graph
Above, It Can Be Seen That There Is An
Increase In Basic Dribbling Technique
Skills Through The Practice Of The
Online-Based Adobe Flash Player
Application Method, Although There Are
Students Who Have Not Finished In
Cycle 2. The Ball Guard In The Pre-Cycle
Of Students' Basic Technical Ability Has
Not Increased, Only 7 People Have
Completed From 24 Students With An
Average Score Of 62.5. After Being
Given Training Using The Adobe Flash
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Player Application Method With 1
Person Being The Ball Guard In Cycle 1,
The Students' Basic Technical Abilities
Increased, Although Only 12 People
Were Said To Be Complete From 24
Students With An Average Score Of
67.10. From Tescycle li, 2 People Who
Became Guards In Cycle 2, The Ability
Of Basic Passing Techniques In Handball
Is Increasing, As Evidenced By The
Results Of The Study, 21 Students Were
Said To Be Complete From 24 Students
With An Average Score Of 73.40. The
Increase Obtained From Pre-Cycle And
Cycle 1 1s 5.40. Although There Are Still
12 Students Who Have Not Finished.
And The Increase Obtained From Cycles
I And li Is 6.30. Although There Are Still
3 Students Who Have Not Finished, In
Cycle 2 It Has Been Proven That The
Online-Based Adobe Flash Player
Application Method Can Improve
Passing And Dribbling Skills In Handball
Games. Therefore, The Researcher Did
Not Continue In Cycle 3 Because The
Researcher Believed That The Students'
Abilities Would Increase In Cycle 3.

CONCLUSIONS

Based on the research data that has
been obtained and the results of data
calculations, it can be concluded as
follows:

1. Improvement of basic dribbling
technique skills from before using the
Online-Based Adobe Flash player
Application method and after using the
Adobe Flash player application method
game in the pre-cycle, which is proven
that there is no improvement because the
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Adobe Flash player application method
has not been applied 29% of 7 students
who got a complete score of 24 students
based on the details of the percentage of
scores (A) 0 people, (B) 7 people, (C) 13
people, with no guards.

2. There was an increase in the first cycle,
which was proven to be an increase of
50% of the 12 students who got a complete
score from the total of 24 students based
on the details of the percentage of scores
(A) 0 people, (B) 12 people, (C) 12
people, using Adobe Flash player
application method with 1 person being
the guard. There was an increase from the
Pre-cycle, which was a 21% increase with
completeness from 7 students to 12
students who completed learning
Handball.

3. In cycle Il there was an increase in
dribbling and passing skills in the
Handball game using the Adobe Flash
player application method with 2 students
being guards. It is evident from the results
of the study with an increase of 54.4%
completed from cycle | which only 50%
completed from 24 students with details of
(A) 8 people, (B) 13 people, (C) 3 people.
There was an increase from the first cycle,
namely 37.5% increase with completeness
from 12 students to 21 students who
completed learning Handball from 24
students.

SUGGESTION

1. For further research, it is hoped that in
applying the Adobe Flash player
application method to the Handball orpil,
it is hoped that the lecturer can develop the
Adobe Flash player application method to
be even better with some additional
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modifications so that Handball learning
about basic dribbling and passing
techniques can be maximized.

2. Lecturers can use the Adobe Flash
player Application Method in other
courses that are practical in the field
during the physical distancing era.
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