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Abstract 
___________________________________________________________ 
This research aims to improve the quality of learning in Sports 

Health Education courses using Collaborative Strategy In Teaching 

Based on the Virtual Instructor System (VIS) for sixth semester 

students of the Physical Education Study Program, FKIP, Bengkulu 

University. Virtual Instructor System (VIS) is an application as a 

place to work well collaboratively. The Virtual Instructor System 

(VIS) also tells the team during task evaluation how specific the 

instructions are and will be carried out. This research uses 

descriptive qualitative, where the practice of adopting the Virtual 

Instructor System (VIS)-based Collaborative Strategy In Teaching 

learning approach is described in each context. Where data 

collection is carried out through test and non-test techniques. As a 

result, achievement targets were obtained in cycle II with the 

following details; 15 students or 42% got category A, 17 students or 

47% got category B, 4 students or 11% got category C, and none or 

0 students got category D. The results of the response questionnaire 

distributed to students showed the results The final score was 24.61 

or an average of 4.1, which means that the category most often 

chosen by students was agreed. These results show that the 

implementation of learning in the application of Collaborative 

Strategy In Teaching for sixth semester students of the Physical 

Education Study Program, FKIP, Bengkulu University is of interest 

to students. It not only reaches aspects of knowledge 

implementation but also increases students' creativity and interest in 

learning activities. 
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INTRODUCTION 
 

Education in Indonesia is 

currently faced with demands to be able 

to produce quality human resources (HR), 

namely HR who are able to adapt to the 

current era of globalization (Oviyanti, 

2016). The human resources in question 

are people who have the competencies 

needed to enter life, especially the world 

of work which is full of competition and 

challenges (Supriadi, 2016). To fulfill 

this, educational goals and strategies must 

be directed at the formation and mastery 

of certain competencies. One of the 

important elements related to this 

educational strategy is how to organize 

the learning environment so that learning 

activities are truly enjoyable activities for 

students. 

One of the compulsory courses 

for undergraduate students in the Physical 

Education Study Program (Penjas) FKIP 

Unib is the Sports Health Education 

course which has a weight of 2 credits. 

This course has learning outcomes, 

namely that students are able to carry out 

various Sports Health Education well. 

The learning in the Physical Education 

study program is different from other 

study programs, the difference is 

regarding the percentage of practice. In 

physical education learning, almost all 

courses emphasize practical activities, 

where students are able to carry out a 

certain sports activity which is the aim of 

each course in the physical education 

study program. Learning in the Sports 

Health Education course emphasizes how 

students can later become teachers who 

can organize sports health education in 

schools. 

 Physical education is a learning 

process through physical activity 

designed to improve physical fitness, 

develop motor skills, knowledge and 

healthy and active living behavior, 

sportsmanship, and emotional 

intelligence (Kanca, 2018). The learning 

environment is carefully arranged to 

increase the growth and development of 

all domains, physical, psychomotor, 

cognitive and affective for each student. 

The experiences presented will help 

students understand why humans move 

and how to perform movements safely, 

efficiently and effectively (Suryobroto, 

2004). From the many opinions regarding 

the meaning of physical education, it can 

be concluded that physical education is an 

educational process that utilizes 

systematically planned physical activities 

directed at developing and improving 

individuals organically, 

neuromuscularly, perceptually, 

cognitively and emotionally within the 

framework of the National education 

system. 

Initial observations carried out at 

the Physical Education Campus, showed 

that the causes of low learning outcomes 

include: students having difficulty in 

understanding technical matters such as 

applying bandages when injured, 

applying ice compresses to injured 

athletes, administering artificial 

respiration and various practical materials 

in participating in teaching and learning 

activities, especially When students are 

given assignments in the Sports Health 

Education subject, many of the students 

postpone doing the assignments, 

confirmed by several reasons put forward 

by the students, namely that it is not their 

desire not to submit assignments but that 

they did not master the previous meeting 

material well due to the class being held. 

Very busy, up to 35 people in one class. 

So that the expected competency 

standards are not achieved resulting in 

learning outcomes that do not meet the 

standards and learning outcomes are 

lacking. 

The success of implementing 

Collaborative Strategic in Teaching really 

depends on how to use learning methods 
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(Dakhi, 2022). Therefore, for each 

learning meeting it is necessary to design 

a learning cycle that is interesting and 

allows students to be more motivated, 

have a curious nature, have a feeling of 

helping others, compete healthily and 

work individually with more direction 

(Risdiawati, 2012). 

The choice of a particular 

teaching method will influence the type 

of appropriate teaching media (Ani 

Cahyadi, 2019), although there are still 

various other aspects that must be 

considered in choosing media, including 

the purpose, type, tasks and responses, 

which are expected to be mastered by 

students after teaching takes place and the 

learning context and characteristics. 

students (Abdullah, 2017). In line with 

this opinion, interactive learning media is 

needed to represent material to be given 

to students in the era of independent 

learning who tend to be technologically 

literate (Hiasa et al., 2022). 

The learning media in question is 

Android-based learning media (Apsari & 

Rizki, 2018). Android is an operating 

system for Linux-based mobile devices 

that includes an operating system, 

middleware and applications (Irawan & 

Rosyani, 2022). Android is currently the 

operating system most widely used on 

cell phones ranging from low end to high 

end. This is because the policy it 

implements means that anyone can use it 

to run their cell phone (Rahmawati & 

Abdulmanan, 2019). It can be concluded 

that the Android system itself can reach 

all parties, so that by creating Android-

based learning media it can be said that 

this media is not only relevant to the 

needs and habits of students who are close 

to technology, but also has no limitations 

in terms of users. 

Collaborative Strategy in 

Teaching is a technique that teaches 

students to work together on teaching 

assignments to improve better 

understanding. In line with the statement 

above (Sulistyani, 2014). Collaboration 

strategies in teaching are really needed to 

improve learning outcomes for students 

in the field (Wahidah et al., 2022). The 

method used states that with the presence 

of learning media, the teacher's position is 

no longer as the only source of learning, 

but as a facilitator. (Jauhari, 2018). The 

media is believed to have a position as a 

learning resource that concerns the entire 

environment around students 

(Kasetyaningsih, 2021). This situation 

also makes researchers want to develop 

Android-based learning media in the 

form of a Virtual Instructor System (VIS) 

for Sports Health Education material. 

The research that researchers will 

carry out is a combination of 

Collaborative Strategic in Teaching and 

Virtual Instructor System (VIS) in 

practical learning in sports health 

education courses. The limited research 

on the use of Collaborative Strategic in 

Teaching and Virtual Instructor System 

(VIS) in the learning process, especially 

in Sports Health Education courses is also 

the reason researchers want to conduct 

this research. The use of learning media 

based on the Virtual Instructor System 

(VIS) application makes it possible to 

achieve the objectives of learning in the 

era of independent learning policies - 

independent campuses and allows the 

creation of effective and comprehensive 

learning outcomes for students that are 

practical in technical understanding of 

psychomotor skills.  
 

METHODS 
 

This research is Classroom Action 

Research (Hopkins, 2011). namely action 

research within the scope of education 

carried out by lecturers and at the same 

time as researchers in their class or 

together with other people (collaboration) 

by designing, implementing and 
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reflecting on actions collaboratively and 

participation which aims to improve or 

improve the quality of the learning 

process in the class through certain 

actions (treatment) in a cycle (Subali, 

2014). 

This research uses a descriptive 

method because in this research a 

description will be produced (Subali, 

2014). To what extent has the quality of 

learning improved with a collaborative 

strategic approach in teaching using the 

Virtual Instructor System (VIS) 

application as learning in application to 

sports health education courses. The use 

of the Virtual Instructor System (VIS) 

application in the collaborative strategic 

approach in teaching makes it possible to 

achieve learning goals in the current 21st 

century learning era where the teaching 

team can carry out learning using 

technological media to carry out 

repetition and evaluation quickly through 

applications that are integrated together. 

Research procedure 

This class action research plan will be 

implemented in two cycles, and each cycle 

consists of four stages (Punaji, 2013), namely 

(1) planning stage, (2) action (acting), (3) 

observation (observing), and (4) reflection 

(reflecting). The following is a table that 

describes the research flow that the researcher 

will carry out. 

 

Participants  

The population of this study were  

all students of the Physical Education 

Study Program FKIP UNIB T.A. 

2023/2024. Meanwhile, the sample in this 

study were students who took the Sports 

Health Education course, Physical 

Education Study Program, FKIP UNIB 

 

Data collection technique 

The data in this research was 

collected through one of the test and non-

test techniques, namely by using 

observation sheets to see students' 

abilities in expressing their abilities and 

also by giving questionnaires before and 

after the learning model was 

implemented (Sugiyono, 2016). The test 

technique will be carried out at the end of 

the cycle in the form of giving test 

questions to determine students' 

knowledge of the material that has been 

studied from the collaborative strategic 

approach in teaching (Retno Marsitin, 

2014) using the Virtual Instructor System 

(VIS) application as a learning medium. 
 

Research Instrument 

Research instruments are tools 

used to collect research (Noor, 2017). The 

instrument used is an observation sheet. 

Apart from that, the instrument in this 

research is also a questionnaire which 

will be given after cycle 1 and cycle 2 end 

to determine student responses to 

learning activities (Nayla, 2018).  
 

Data analysis 

The data analysis technique used 

in this research is questionnaire 

(Ardiansyah et al., 2013) data for material 

experts and media experts as well as 

student response questionnaires carried 

out with five assessment scales, where the 

highest score is 5 (strongly agree) and the 

lowest score is 1 (disagree). To calculate 

the total average score from each 

questionnaire, the formula is used: 𝑋 = 

𝛴𝑋/𝑁. The scores obtained are then 

converted according to the table reference 

below: 
 

Table 1. 
Value interval Category 

X > Xi + 1,8 Sbi Strongly agree 

Xi + 0,6SBi < X ≤ Xi 

+ 1,8Sbi 

Agree 

Xi - 0,6SBi < X ≤ Xi + 

0,6Sbi 

Simply Agree 

Xi – 1,8SBi < X ≤ Xi - 

0,6Sbi 

Disagree 

X ≤ Xi – 1,8Sbi Don't agree 
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Meanwhile, for the test questions 

given to students, the scores obtained will 

later be entered into the assessment 

category table so that a percentage of the 

number of students with certain 

assessment categories will be produced.  

 

RESULT 
 

Research that was carried out 

from January to August 2023 on Physical 

Education students, Bengkulu University, 

totaling 36 students, showed that the use 

of the Virtual Instructor System (VIS) 

application as a learning medium in The 

Implementation Of Collaborative 

Strategy In Teaching in learning can 

improve student learning outcomes. in the 

Sports Health Education course. The 

following is a table showing the scores 

obtained before (cycle 1) and after (cycle 

2) the use of the Virtual Instructor System 

(VIS) application in The Implementation 

Of Collaborative Strategy In Teaching.  

Table 2.  Learning Results for Cycles I and II 
Valu

e 

Ran

ge 

Letter 
Descripti

on 

Target 

achieve

ments 

Cycle I 

Value 

Acquisitio

n 

Value 

Achievemen

t 

Cycle II 

85-

100 

A Very 

good 

30% 8 22% 15 42% 

70-

84 

B Good 50% 15 42% 17 47% 

50-

69 

C Pretty 

good 

20% 13 36% 4 11% 

0-

49 

D Not 

good 

0% 0 0% 0 0% 

 

Amount 

  

36 

   

100

% 

 

From the table, it appears that 

there was an increase in learning outcomes 

before the use of the Virtual Instructor 

System (VIS) application in The 

Implementation of Collaborative Strategy 

in Teaching and after the media and 

learning model were implemented. In 

cycle 1 there were 8 students who got 

grades in category A, while in cycle 2 there 

were 15 students. This means that there is 

an increase from the first cycle to the 

second cycle, namely 20%. Furthermore, 

there were 15 students who got a grade in 

category B in cycle 1, while in cycle 2 

there were 17 students. This means that 

there is a percentage increase of 5% from 

the first cycle to the second cycle. Then, 

for category C grades there were 13 

students in cycle 1, while in cycle 2 there 

were 4 students. This means that there is a 

decrease in the number of students who get 

sufficient grades in cycles 1 and 2, this 

decrease is 25%. Category D values in both 

cycle 1 and cycle 2 both total 0. 

These results indicate that the use 

of the Virtual Instructor System (VIS) in 

The Implementation of Collaborative 

Strategy in Teaching can improve student 

learning outcomes in the Sports Health 

Education course. This research was 

carried out online in accordance with the 

instructions for teaching and learning 

activities in the pandemic era decided by 

the government and Bengkulu University. 

Next, we will explain in detail the 

classroom action research process that the 

researcher carried out, which consists of 2 

cycles and each cycle consists of four 

stages, namely (1) planning stage, (2) 

action (acting), (3) observation 

(observing), and (4) reflection (reflecting). 

 

DISCUSSION 
 

The use of the virtual instructor 

system (vis) application as a learning 

medium in implementing the 

implementation of collaborative strategy 

in teaching model in the sports health 

education course at the physical 

education study program fkip unib can 

improve student learning outcomes. This 

increase in learning outcomes was seen in 

the second cycle, where in this cycle the 

percentage of students who obtained 

grades in the very good category was 42% 

or 15 people. These results have increased 
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compared to the learning results in cycle 

1, namely the percentage of students 

getting the very good category was only 

22% or as many as 8 students. It can be 

concluded that the implementation of the 

test in the form of completing 10 essay 

questions in each cycle to determine the 

level of student understanding shows that 

students achieved the target learning 

outcomes in the second cycle through the 

implementation of the implementation of 

collaborative strategy in teaching 

learning model, namely in the form of 

assignments to create material 

management projects using the virtual 

instructor application. System (vis). 

The conclusion above is 

supported by the results obtained in 

practice in cycle 1, namely the average 

student score was 72.86, which means 

these results show that practice via zoom 

media obtained a score in the good 

category. In cycle 2 the average score 

obtained by students in practice using the 

virtual instructor system (vis) application 

was 83.5. The practice scores in cycles 1 

and 2 show that the practice results of the 

sports health education assignment are 

greater with the use of the virtual 

instructor system (vis) application. Apart 

from practical results, the results of the 

questionnaire which are student 

responses in cycles 1 and 2 also show that 

students are more motivated by using the 

virtual instructor system (vis) application 

in learning activities. In cycle 1, the final 

score was 18.86 or an average score of 

3.1, which means that the answer 

category most often chosen by students 

was quite agree. In cycle 2 the final score 

obtained was 24.61 or an average of 4.1, 

which means the category most often 

chosen by students was agreed. 

Providing sufficient time to work 

on material management projects and use 

applications that students like, correlates 

with seriousness and maximization in 

completing assignments. This can also be 

seen from the resulting video. Where the 

average student produces a Virtual 

Instructor System (VIS) project that makes 

material management interesting. This 

assignment using the Virtual Instructor 

System (VIS) application is an 

implementation of the Implementation of 

Collaborative Strategy in Teaching model 

where students not only analyze problems 

in the material but also explore, collect 

information, carry out interpretations and 

assessments in working on projects related 

to production. Sports Health Education 

materials produced. 

This learning allows students to 

develop their creativity with various points 

of view and utilize the Virtual Instructor 

System (VIS) features according to the 

tastes and interests of application users 

(Sarah et al., 2019). Project management 

of Sports Health Education materials that 

are uploaded will be seen by Virtual 

Instructor System (VIS) users, of course 

students want to present the best project 

management to share with others. Not only 

does it reach aspects of knowledge 

implementation but also increases 

students' creativity and interest in learning 

activities. The results of this research show 

that the combination of contemporary 

technology with Sports Health Education 

courses can improve learning outcomes. 
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