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school students in class VII-1 with a very good category. The large
group trial was conducted on 25 students of SMP Gajah Madah
Medan class VII-2 with a very good category. The product
effectiveness test was carried out by conducting pre-test and post-
test with the results of the t-test p<0.005, this result showed that
there was a significant difference. The average pretest score before
students use the game model using learning media is 5.42. And after
the students were given treatment, namely the volleyball game
model using learning media, the average post-test score was 7.71.
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INTRODUCTION

The world of education at this time
is increasingly advanced and growing
rapidly, various types of improvements are
made in order to advance the quality of
education in this era. In an effort to
improve quality in the world of education,
various kinds of reforms are needed both
in the development of the learning process,
the completion of facilities and
infrastructure, and the curriculum
(Akhmad, 2016). Education is one of the
important factors to direct and guide the
future of each individual towards a better
future. Quality education is needed,
because it really supports the development
of the younger generation to compete in
the era of globalization. To improve the
quality of education, teachers are required
to be able to create and create more varied
and innovative learning activities that can
motivate students so that they can learn
optimally both in independent learning
and classical learning (Olahraga & Ade
Herawati Gmailcom, 2020). The main
purpose of education is to help students
develop every potential that exists in
themselves so that they can become human
beings who are balanced between their
personal and social lives. (Dwi et al.,
2020). In life, learning is a necessity for
everyone because by learning a person can
understand and master something so that
his abilities can be improved (Pasaribu
Natas, 2016).

Education is a very important basic
human need. Education has a duty to
prepare human resources to build the
nation and state. Education is a process of
developing all aspects of the human
personality which includes knowledge,
values, attitudes and skills. The role of
education is also very important as an
agent of change, where education requires
people to lead to discover their potential
and facilitate them to achieve self-
confidence in developing themselves, not
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only that the results in the form of
educational output must also be directed to
create students who are skilled in social
life and socialize. (Tandon et al., 2016)
also emphasizes that the notion of
education is a stage in the form of
influencing students so that they can align
themselves as well as possible in their
environmental zone and thus will give
birth to good changes and improvements
in themselves that will be able to be useful
economically. strong in living the life of
society and nation. Physical education can
also be interpreted as an educational
process through physical activities
designed to improve physical fitness,
develop motor skills, knowledge, and
healthy and active living behavior,
sportsmanship, and emotional intelligence
(Akhmad et al., 2022). The learning
environment is carefully regulated to
promote the growth and development of
all domains, physical, psychomotor,
cognitive, and effective for each student
(Haryawan et al., 2021).

Physical education is important for
students, because the current era of
globalization has an impact on students
being able to easily access information
using communication devices such as
mobile phones and tablet computers.
Students can spend hours of their time just
sitting still glued to their communication
device (Verawati et al., 2021) this causes
students to be lazy in moving, and
becomes a problem for students because it
can reduce their level of physical fitness,
here physical education has an important
role through aspects- aspects that are
loaded such as; cognitive, affective,
psychomotor in the learning process of
physical education in schools. (Dewi &
Verawati, 2022) Physical education,
sports and health (PJOK) is an integral part
of the overall education system which has
an important role in developing aspects of
physical fitness and developing various
potentials (multiple intelligences) (Savitri
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et al.,, 2020). The physical education
learning  process  provides  many
opportunities for students to be directly
involved in various learning experiences,
one of which is the game. The game is one
form of activity in physical education
lessons at school. (Haryawan et al., 2021).

Learning will be successful if the
material is conveyed to students and
students are able to achieve goals in
accordance with the competencies that
have been set. Learning materials occupy
a very important position in the overall
teaching and learning activities, so they
must be prepared so that the
implementation of learning can achieve
the target. (Haryanto, 2021).

In order to achieve good volleyball
learning outcomes in accordance with the
criteria of completeness to be achieved by
physical education teachers in the physical
education learning process, they can apply
varied learning models so that student
interest in learning activities remains high.
Learning models and varied volleyball
games can be produced from a
development, namely; development of
infrastructure, development of tools,
development of ways of playing. To get
the results of whether this development
can be applied to students, it is necessary
to test the developed model through small-
scale and large-scale testing. Junior high
school physical education essentially has
an important meaning, role and function
and strategy in an effort to create a healthy
society. Because students in junior high
school are a group that is in puberty, want
to feel happy with something new and
have vulnerabilities that need guidance
and coaching. The explanation above
shows the importance of a varied physical
education learning process for junior high
school  students, seen from the
characteristics of students entering
adolescence.

It is necessary to apply a variety of
game models to students in order to be able
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to increase children's interest in learning
more, So it is necessary to have learning
innovations that are able to provide many
choices for students so that students'
interest in learning PJOK is getting better.
Based on the problems that have been
described in the introduction, researchers
are interested in developing a volleyball
game model using learning media that is
more fun and in accordance with the
characteristics of volleyball at the junior
high school level.

METHODS

This type of research is research
and  development (Research  and
Development), namely the type of
research used to produce certain products,
and test the effectiveness of these products
(Nisa & Pahlevi, 2021) This research and
development procedure uses simplified
(Suharta et al., 2021) steps. The research
design of Borg and Gall development
model development was then changed to a
simpler one involving seven main steps:
(1) preliminary study, (2) initial draft
design, (3) initial draft validation and
revision, (4) small-scale trial and revision,
(5) large-scale trials and revisions, (6)
final products, and (7) effectiveness tests.
The subjects in this study were junior high
school students at SMP Gajah Mada
Medan and the product effectiveness test
was carried out at SMP Al-Ulum Medan.
The instrument used in this study used a
questionnaire to state the feasibility of the
product. The effectiveness test instrument
in the form of questions to test the
effectiveness of the product was carried
out on the pre-test and post-test.

The data used in this study are
qualitative and quantitative data adapted
from (Kusumawardana & Sukadiyanto,
2013). The effectiveness test was carried
out using a quasi-experimental method,
namely by comparing the results of the
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pretest with the results of the posttest. Data
analysis using t test.

RESULTS

This study aims to develop a
volleyball game model using learning
media. The research conducted is expected
to be able to become a treasury for PJOK
teachers in teaching volleyball lessons.
The results of expert validation carried out
by experts related to the research that the
researcher developed, namely material
experts and media experts. The results of
the expert's assessment of the development
model draft can be seen in Table 1 as
follows:

Table 1. Expert Validation Result Data
on the Product Draft.

No  Aspects Percentage  Category

1 Material 83.27% Very Good
Contents  84% Very Good

2 Display 82 % Very Good
Figure 83% Very Good

Small-scale Trial Results The

Results of small-scale trials were
carried out on class VII-1 students with a
total of 15 people. The data from the
results of the trials carried out can be seen
in Table 2 as follows:

Table 2. Data on Assessment Results on
Small-Scale Trials

trials carried out can be seen in Table 3 as
follows:

Table 3. Data on Assessment Results on
Small-Scale Trials

No Aspect Percentage Category
Display 82.5% Very Good

1 Learning 83.5% Very Good
Content/Mater 84 ,5% Very Good
ial
Display 80,5% Very Good

2 Learning 81,5% Very Good
Content/Mater 87,5% Very Good
ial

No  Aspect Percentage  Category

1 Display 83.5% Very Good

2 Learning 85.5% Very Good

3 Contents/ 85.5% Very Good
Material

Result of Large-Scale Trial The

The result of a small-scale trial was
conducted on 25th grade students of class
VII-2. The data from the results of the
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From the results of small and large
scale trials, it can be concluded that the
results of small and large scale trial data is
in the very good category. The results of
small-scale and large-scale trials can be
seen in Figure 1. Graphics of small and
large-scale trials are as follows.

Small-Scale and Large-scale

trials
5
4.5
4
35
3
2.5
2
1.5
1
0.5
0
Small Scale Large-Scale
Trial Trial
M 15Sample W25 Sample Series 3

Figure 1. Graphic Small and Large Scale
Tests Effectiveness

The effectiveness test in this study
was carried out by implementing pre-test
and post-test to determine the effect of the
game model using learning media on
students’ understanding abilities and to
strengthen the conclusion that the game
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model product uses the learning media
proper to use.
Implementation of the pre-test using
multiple choice question sheets within 10
minutes. The post-test was carried out after
the completion of the learning process using
the game model using learning media with
the aim of knowing the students' abilities
after using the game model using the
learning media.

Based on the results of the t-test, it
can be seen that the significance value of p
< 0.005. Because the significance value is <
0.05, this result shows that there is a
significant difference. The average pretest
score before students use this learning
media is 5.42. After the students used the
game model using the volleyball learning
media, the average post-test score was
7.71.effectiveness of the product is seen
from the difference between the mean pre-
test scores and the post-test mean scores on
the use of

DISCUSSION

The results showed that there was
a significant difference between the mean
pre-test scores and the post-test mean
scores. This proves that the development
of a volleyball game model using learning
media is effective in increasing students'
understanding and interest in learning
PJOK, especially volleyball material. This
is in line with research conducted by

(Endriani & Development, 2022) to
develop a -based volleyball bottom
passing model umbrella  learning

approach. The method used is research and
development.  This  research  was
conducted in small-scale and large-scale
trials. There are performance tests, written
tests, and questionnaires to determine the
effectiveness of the model developed on
students’ cognitive, psychomotor, and
affective abilities. The research subjects
used were 20 respondents for small-scale
trials and 40 respondents for a large-scale
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trial at the Faculty of Sports Science.
Results of the effectiveness test model in
the small group test obtained 0.75
psychomotor, cognitive results of 0.73
with high category obtained with n-gain
and affective analysis was assessed with a
Guttman scale of 84.37% and included in
the category. The result of the large-scale
psychomotor test is 0.74, cognitive result
0.76 high category was obtained by n-gain
and affective analysis was assessed with a
Guttman scale of 87.57% and included in
the high category. Based on learning
expert assessments, small-scale trials, and
large-scale trials, this Umbrella learning
model is declared effective in improving
cognitive, psychomotor, and affective
abilities in the Faculty of Sports Science.
This research (Suharta et al., 2021)
aims to design basic digital-based
volleyball techniques and skill test
instruments using internet technology as its
application. This research uses research
and development design  methods
(Research and Development) used in this
study is Borg and Bile development model
with 7 steps of potential problems, data
collection, product design, product
validation, design revision, product trials,
product revisions, usage trials, product
revisions, and production. This learning
product was developed in the design of a
digital-based volleyball basic technique
test instrument. The products of this
research are 1) produce a basic volleyball
game technical test equipment application
products used on smartphones, 2) produce
basic villi ball technical tools, namely
easily accessible via the internet. From
small-scale results trials conducted on 10
sports coaching education students study
program (PKO) with a percentage obtained
of 83% in "Eligible" category, and from the
results of large-scale trials 15 health and
recreation physical education students
program (PJKR) and sports science prosi
(IKOR) with a percentage of 84% obtained
in the "Eligible" category. It could be
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concluded that the digital-based volleyball
basic technical skill test the instrument
developed by the researcher can be used. In
addition, the use of learning media is also
one of the important factors in the
development that researchers have
developed, this is in line with research
conducted by (YUSMAWATI et al., 2020)
. The attractiveness of students to the
subject matter delivered interactively
should be able to improve the quality of
learning. (Haryanto, 2021) stated that the
media is a communication that involves
two parties, namely between the source and
the recipient. Learning media is useful for
facilitating interaction between teachers
and students so that learning activities are
more effective and efficient. VVarious kinds
of media variations to convey material are
made in order to facilitate the learning
process. Media is a vehicle that can
facilitate the delivery of material in the
process of teaching and learning activities.

(Ajid et al., 2019) stated that
learning media is an important tool in
learning so that messages or learning
materials can be well received by learners.
Learning media can provide students with
a common experience about events in the
surrounding environment, and allow direct
interaction with teachers, the community,
and their environment. Through media that
is packaged in an attractive way, students
can be amazed, so that the level of
concentration on delivering the material
will be higher. It is intended to achieve
better results than without using learning
media. (Putro & Lumintuarsa, 2013) stated
that to determine the quality of learning
media, it must be seen from several criteria
as follows: (1) Quality of material and
objectives which include accuracy,
completeness, importance,  balance,
attractiveness, fairness, and suitability to
the situation of students; (2) The quality of
learning, which includes providing
learning opportunities, providing for
learning, motivating quality, instructional
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flexibility, relationships  with  other
learning programs, the quality of tests and
assessments can have an impact on
students, and can have an impact on
teachers and the learning process.

Research conducted by (Putro &
Lumintuarsa, 2013) shows that the basic
volleyball technique learning media for
junior high school students is effective in
increasing students’ knowledge in the
process of teaching and learning activities
on volleyball material. This study aims to
produce learning media for volleyball
basic techniques for junior high school
students. The study was conducted in 3
junior high schools, while the product
quality assessment involved 3 physical
education teachers. The results of the test
of the effectiveness of learning media
showed an increase in the mean of the
pretest with the posttest of 3.2. From the
results of previous studies which are in
line with the research that the researchers
developed, it can be seen that the game
model and learning media are important
factors in attracting students' interest in
learning PJOK, especially volleyball
material.

CONCLUSION

From the results of data analysis
that researchers have presented on the
results of research and discussion, it can be
concluded that: (1) the resulting product is
indispensable for teachers and students in
teaching and learning PJOK. (2) The
resulting product is in accordance with the
characteristics of PJOK learning for junior
high school students. (3) The game model
developed is used as a method in teaching
volleyball learning. (4) The use of learning
media as a tool to teach the volleyball
game model.
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