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Abstract 
________________________________________________________ 

This study aims to produce volleyball learning media products 
through animated videos at Junior Hight School 3 Palembang so that 
students are not bored in the learning process. This research uses 
research and development method. The subjects in this study 
amounted to 90 large-scale trial students and 30 small-scale trial 
students. The product produced in this study is a learning 
application, namely “Video animation of volleyball learning”. The 
results of this study regarding the feasibility of products assessed by 
material experts received a percentage score of 87% at stage 1 
validation and 94% at stage 2 with a feasible category. Then 
validation by media experts obtained a percentage score of 93% at 
stage 1 validation and 95% at stage 2 with a decent category.  At the 
small-scale trial stage the product received an assessment of 87.6% 
categorized as “Feasible” and at the small-scale trial stage the 
product received an assessment of 97.4% and categorized as 
“Feasible”. Based on the validation and trial of the product “Video 
animation of volleyball learning”. shows that it is feasible to use in 
learning and suitable for students. This animated video also helps 
teachers in delivering material easily and fun so that students are 
interested in participating in learning. 
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INTRODUCTION  

Physical education is a lesson that 
involves body movement and physical 
activities taught at the elementary to high 
school education levels PJOK is an 
important part of the 2013 curriculum 
which plays an important role in 
achieving national education goals 
(Hartati et al., 2019). PJOK has an 
irreplaceable influence on moral 
character formation, intellectual 
development,aesthetic achievement, and 
a healthy lifestyle (Tampubolon et al., 
2024). According to (Iyakrus, 2019), in 
the learning process volleyball must be 
equipped with adequate facilities and 
infrastructure so that the learning process 
can be achieved. One of the learning 
facilities and infrastructure in the 
classroom is learning media.(Vai et al., 
2021). According to (Wijaya, 2017) 
Physical education and health are 
activities that prioritize movement and 
physical activity of the body which are 
taught at the elementary school , junior 
high school to senior high school levels.  

According to (Aprizal, 2021) 
Learning is a process of student 
interaction with teachers and learning 
resources in a learning environment, both 
formal and non-formal education 
environments. Another opinion regarding 
learning according to (Maghfiroh & 
Shofia Suryana, 2021) suggests that 
independent learning activities will make 
students much more active and not 
always dependent on the teacher. 

 Learning media is an 
intermediary for delivering material used 
by teachers to provide material to 

students. According to (Tafonao, 2018), 
learning media is used to deliver learning 
materials to students with the aim of 
stimulating their interests, thoughts, and 
feelings. With the learning media, 
students can more easily understand the 
material delivered by the teacher and 
make it easier for the teacher in the 
teaching process. According to (Hasanah 
et al., 2021) learning media is an 
alternative or tool that can be used to 
understand learning abilities and can 
encourage students in the learning 
process.  

The physical education learning 
media used in Junior Hight School Negeri 
3 Palembang uses written media in the 
form of printed books, lecture methods, 
and field practice. Physical education 
learning at school is often less interesting 
because teachers focus more on practice 
and only use printed book media that 
students already have. Students 
sometimes do not pay attention to the 
explanation delivered by the teacher in 
class, this can hinder the learning process 
of penjaskes. In fact, effective learning 
should cover three important aspects, 
namely affective, cognitive, and 
psychomotor. Students tend to spend time 
watching interesting things. This can be 
an opportunity for teachers to develop 
video-based learning media that is 
practical and attracts students' attention. 
One of the technologies that can be 
utilized in education is animated learning 
videos. 

According to (Syofian & Gazali, 
2021) The development of information 
technology has improved educational 
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skills in supporting physical education 
learning in the era of globalization. The  
development  of  the  world  of education 
is now starting to be seen, in an era that is 
very sophisticated with the presence of 
technology, it currently requires 
educators to be  ready  to  face  the  
millennial  generation, namely  the  
generation  where  they  are faster than  
what  is  taught  regarding  the  use  of 
technology (Ari Mecky Prawira Ketaren 
et al., 2023). Physical Education, Sports 
and Health is one of the subjects that can 
utilize technology in the learning process 
(Kartika et al., 2022).   The development 
of animated videos as visual media aims 
to attract students' interest and focus on 
the material presented by the teacher.  
The advantages of animated learning 
videos on volleyball material lie in ease 
of use and practical access. Learners can 
save videos offline to study anytime and 
anywhere. The learning video presents a 
brief and clear explanation through a 
combination of writing and voice 
narration, making it easier for students to 
understand the material. Therefore, 
learning media based on learning videos 
needs to be developed at Junior Hight 
School Negeri 3 Palembang to support 
the learning process in the classroom.  
This study aims to develop animated 
video-based volleyball learning media at 
Junior Hight School Negeri 3 Palembang.  

Volleyball is a team sport 
consisting of 6 players with the aim of 
killing the ball in the opponent's territory 
(Destriani et al., 2021). (Abizar et al., 
2021) states that volleyball is a team sport 
played by six people in each team. 

Volleyball is one of the sports that is 
widely favored by all ages (Hartati et al., 
2018). This game will run well if each 
player has at least mastered the basic 
techniques of playing volleyball. As for 
other opinions, volleyball is a sport 
played by two teams facing each other, 
using the ball as the main tool. According 
to (Pratiwi et al., 2020) expressed his 
opinion that volleyball is one of the sports 
in Indonesia which is in schools, 
agencies, government, private, 
universities and other environments with 
very rapid development. According to 
(Keswando et al., 2022) Volleyball is a 
team sport, where players must work 
together and help each other to become a 
compact team. 

 Some of the above opinions can 
be concluded that volleyball is a game 
played by two teams with six players and 
a field separated by a net and aims to drop 
the ball into the enemy's field.  

Learning media is one of the 
teacher's means so that children can like 
and understand what the teacher conveys 
in providing learning material (Wulandari 
et al., 2023). Hamalik in (Wahyuningtyas 
et al., 2022) states that the use of teaching 
media in the teaching and learning 
process can foster new desires and 
interests, and increase student motivation 
in teaching and learning activities. 
According to Wiratmojo and 
Sasonohardjo in (Yange & Prihanto, 
2018). (Fadilah & Kanya, 2023) Learning 
media is a key element in the teaching and 
learning process. The ability to master 
learning media is part of pedagogical 
competence, which includes the teacher's 
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ability to manage and implement 
learning, evaluate, and develop students' 
potential to actualize their various talents 
and abilities. One of the media that can be 
used in learning is audio-visual media 
(Harahap et al., 2019). This media 
facilitates understanding of concepts and 
student absorption, and helps teachers 
present material in a directed, systematic, 
and interesting manner, so that learning 
objectives can be achieved (Siwi & 
Puspaningtyas, 2020). Audio-visual 
media can be enjoyed through the senses 
of sight and hearing, and its use in 
learning has a very significant impact on 
students (Susila, 2021).  

The results of the needs analysis 
on volleyball learning conducted by 
researchers at school through the 
interview method to students show that 
the media used at school are still 
conventional methods such as power 
points and lecture methods, this shows 
that the teacher's ability to develop media 
must be intensified so that the media used 
varies and attracts students' interest, one 
of which is animated video learning 
media which researchers want to develop 
to make the learning process more 
interesting. “Researchers want to develop 
animated video-based volleyball learning 
media where previously the media used 
conventional media such as power point”. 

 
Participants  
Sampling Procedures  

The samples in this study were 
material experts and media experts as 
well as students to conduct product trial 
tests.Material experts assess aspects in 

the form of feasibility of the content of 
learning animation videos on volleyball 
material to determine the quality of the 
material in the video.  Media experts 
assess several aspects including aspects, 
namely: design, image video color, 
images on video, size and type of writing, 
writing color, and layout of images and 
writing and small-scale trial samples with 
a sample size of 30 students and large-
scale trials with 90 students. In this 
collection, students will later assess the 
products that will be tested by students. 
This research was conducted at Junior 
Higt School Negeri 3 Palembang. 

 
Data collection instruments  

In this study, the instrument used 
in data collection is to use a questionnaire 
or questionnaire and documentation. data 
collection by submitting several 
questions or written statements to 
respondents to answer them. The 
questionnaire or questionnaire was given 
to students, lecturers in the field of 
volleyball, and media experts. The 
questionnaire aims to obtain data on the 
feasibility level of the learning media 
developed by the researcher. The 
assessment is used by researchers as a 
basis for making product revisions. 

 
Procedures  

This research uses the Research 
and Development (R&D) method, which 
is a research method in which the research 
conducts a research to produce a certain 
product which will be developed and 
tested for the effectiveness of the product. 

The research and development 
steps taken are: 1) Identification of 
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Potential and Problems, 2) Material 
Collection, 3) Product Design, 4) 
Determination of Design, 5) Self 
Evaluation of Feasibility, 6) Product 
Manufacturing, 7) Product Validation, 8) 
Product Revision, 9) Product Trial, and 
10) Final Product. 

 
Design or Data Analysis  

Data analysis according to 
(Arikunto, 2013) is the next stage of data 
processing. After all the data is collected, 
the data will be grouped into 2 groups, 
namely qualitative and quantitative data. 
Qualitative data is obtained through 
expert validation and test activities in the 
form of input, responses and criticisms 
and suggestions. Quantitative data which 
is data obtained through assessments, 
collected through questionnaires or 
product trial questionnaires, during trial 
activities, is analyzed by descriptive 
quantitative analysis. 

The feasibility calculation formula 

according to (Sugiyono, 2017) is as 

follows:  

Formula : F/Nx100 

The results of the data calculation 

are then made in the form of a percentage 

and multiplied by 100%. After the 

percentage is obtained by the formula, 

then the feasibility of android learning 

media in this development research is 

classified into four categories of 

feasibility using the following scale:   
 

 

Table 1. Category Percentage of feasibility 

No Percentage 

Score 

Category of 

feasibility 

1 <40% Not Good/Not 

Feasible 

2 45%-55% Less Good/Less 

Feasible 

3 56%-75% Quite Good / Quite 

Feasible 

4 76%-100% Good/Feasible 

 
RESULT  

At the time of the interview 
regarding the need for the development of 
animated video-based volleyball learning 
media, all parties at the school agreed and 
allowed to carry out research and 
development of learning media, because 
the school at Junior Hight School Negeri 
3 Palembang allows students to bring 
cellphones to school. The following are 
the results of the needs analysis at the 
school 

Table 2. Needs analysis data 
 

No Respondents Total Answers 

Yes No 

1. Physical 

education 

teacher 

4 34 6 

3. Students 6 46 14  

 Total 10 80 20 

 Percentage  80% 20% 

In the following table, it is 
explained that of all respondents who 
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gave their responses, the answers “Yes” 
were 80% and “No” were 20% on the 
need for the development of animated 
video-based learning media.  

Data The first stage of validation 
by material experts was carried out by 
providing an assessment questionnaire 
for the volleyball learning animation 
video developed according to the existing 
material. The following are the results of 
the assessment of the first stage material 
validation team: 

Table 3. Material Validation 1 
No Aspec

ts 

assess

ed  

Score 

obtain

ed 

Max 

Score 

Perce

ntage 

(%) 

Categ

ory 

1. Mentor

ing 

Materi

al 

Design 

36 40 90 Worth 

2. Lingui

stics 

12 15 80 Worth 

Total 48 55 87 Worth 

In the first stage validation 
assessment, the percentage obtained was 
87%. This indicates that, based on the 
material evaluation, this product is 
already considered “Feasible” in terms of 
learning content. However, keep in mind 
that the explanation and display of the 
material should be made more interesting 
and creative.  

The second stage of validation by 
material experts was carried out based on 
the assessment results from the previous 
stage. The assessment method is the same 
as before, namely by providing a 
questionnaire to evaluate the volleyball 
learning animation video developed 
according to the existing material. The 
following are the results of the 
assessment of the material validation 
team: 

Table 4. Material Validation 2 
No Aspec

ts 

assess

ed  

Score 

obtain

ed 

Max 

Score 

Perce

ntage 

(%) 

Categ

ory 

1. Mentor

ing 

Materi

al 

Design 

38 40 95 Worth 

2. Lingui

stics 

14 15 87 Worth 

Total 52 55 94  

In the second stage validation 
assessment, the percentage obtained was 
94% of the maximum score. This shows 
that, according to the material validator, 
this product has been considered 
“Feasible” in terms of learning content 
and can be tested on students.  

The next data is the result of 
validation with media experts which aims 
to test the feasibility of the product. The 
first stage validation by the media was 
carried out by providing an assessment 
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questionnaire on the appearance of the 
animated video-based volleyball learning 
media that had been made. After the 
initial product is assessed, media experts 
will provide input and suggestions, both 
in writing and verbally, through the 
questionnaire provided. Furthermore, 
researchers and media experts will 
discuss the quality of the animated video-
based volleyball learning media. The 
following are the assessment results from 
the media validation team: 

Table 5. Media Validation 
No Aspec

ts 

assess

ed  

Score 

obtain

ed 

Max 

Score 

Perce

ntage 

(%) 

Categ

ory 

1. physic

al 

7 8 87,5 Worth 

2. Design 

 

50 52 96 Worth 

3.  Usage 17 20 85 Worth 

Total 75 80 93  Worth 

In the first stage validation 
assessment, the percentage obtained was 
93% of the maximum score. This 
indicates that, according to the media 
validator, this product is considered 
“Appropriate” for students, but cannot be 
tested yet. The input given is in the form 
of notes to make some changes to the 
appearance and design of animated 
video-based volleyball learning media to 
make it more suitable for use and needs to 
be revised.  

The second stage of validation by 
media experts was carried out based on 
the assessment results from the previous 
stage. The assessment method is the same 
as before, namely by providing a 
questionnaire to evaluate the volleyball 
learning animation video developed in 
accordance with existing media. The 
following are the assessment results from 
the media validation team: 

Table 6. Media Validation 
No Aspec

ts 

assess

ed  

Score 

obtain

ed 

Max 

Score 

Perce

ntage 

(%) 

Categ

ory 

1. physic

al 

7 8 87,5 Worth 

2. Design 

 

50 52 96 Worth 

3.  Usage 19 20 95 Worth 

Total 76 80 95  

This second stage media expert 
assessment obtained a percentage score 
of 95% of the maximum score. Thus, 
according to the media expert, the 
animated video-based volleyball learning 
media is “feasible” to be tested.  

After validation is carried out and 
the product is declared suitable for use, 
the next stage is product trials. product 
trials are divided into two stages, namely 
small group and large group trials. The 
product test was conducted to students of 
Junior Hight School Negeri 3 Palembang. 
The number of students who conducted 
small-scale product trials and filled out 
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questionnaires was 30 people. Data 
collection was carried out together in the 
classroom. How to collect data by using a 
questionnaire. The following data results 
were obtained. 

Table 7. Small-scale product assessment 
results 

No Aspect

s 

assesse

d  

Score 

obtain

ed 

Max 

Score 

Perce

ntage 

(%) 

Categ

ory 

1. view 701 840 87,8 Worth 

2. Materi

al 

940 1080 87,2 Worth 

3. Reada

bility 

418 480 88,1 Worth 

 Total 2047 2400 87,6 Worth 

The results of the small-scale test 
of animated video-based volleyball 
learning media products obtained a score 
of 87.8% which included “Feasible” for 
the assessment aspect in terms of 
appearance, a score of 87.2% which 
included “Feasible” for the assessment 
aspect of the material aspect, and a score 
of 88.1% which was included in the 
“Feasible” category for the readability 
aspect. Evaluation of animated video-
based volleyball learning media products 
from all aspects during the trial period 
received a total score of 87.6% and was 
classified as “Feasible.”.  

Large-scale product trials were 
conducted Junior Hight School Negeri 3 
Palembang. The number of students who 
conducted small-scale product trials and 
filled out questionnaires was 90 grade 7 

students. Data collection was carried out 
together in the classroom. How to collect 
data by using a questionnaire. The 
following data results were obtained  

Table 8. Large-scale product assessment 
results 
No Aspect

s 

assesse

d  

Score 

obtain

ed 

Max 

Score 

Perce

ntage 

(%) 

Categ

ory 

1. view 2409 2520 95,5 Worth 

2. Materi

al 

3056 3240 94,3 Worth 

3. Reada

bility 

1261 1440 87,5 Worth 

 Total 6263 7200 93,4 Worth 

The results of testing the 
effectiveness of the product can be done 
by giving student worksheets) to students 
with volleyball learning material. 
Learning outcomes are based on the 
results they achieve in completing the 
questions that are done. The value 
reference used must be based on 
minimum completness criteria to 
determine the completeness of learning. 
Learning is said to be successful if 80% 
of students achieve a complete score. The 
following are the results of the 
effectiveness of product testing before 
and after use. 

The results of learning data during 
learning before using animated video 
learning media on volleyball learning 
material tested on 90 grade 7 students 
obtained the following results: of the total 
90 students only 27% were complete or 
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25 students who managed to reach the 
minimum completeness criteria target 
and 73% or 65 other students had not yet 
reached the minimum completeness 
criteria.  

Table 9. Small-scale Learning Outcomes 
(Pretest) 

Val

eu 

T

ot

al 

Perce

ntage 

Categories 

of 

provisions 

co

m

ple

ten

ess 

K

K

M 

100 7 23% Completed 
67

% 

75 

90 6 26% Completed 

80 7 23% Completed 

70 2 6% not complete 

33

% 

60 3 8% not complete 

50 3 8% not complete 

40 2 6% not complete 

30 0 0% not complete 

Tot

al 

30 100%    

 

The results of learning data on 
small-scale trials when learning before 
using animated video learning media on 
volleyball learning material tested on 30 
grade 8 students obtained the following 
results: of the total 30 students 67% are 
complete or 20 students who have 
successfully reached the minimum 
completeness criteriatarget and 33% or 
10 other students have not yet reached the 
minimum completeness criteria. 

Table 10. Small-scale Learning Outcomes 
(Postest) 

Val

eu 

T

ot

al 

Perce

ntage 

Categories 

of 

provisions 

co

m

ple

ten

ess 

K

K

M 

100 11 36% Completed 
86

% 

75 

90 6 20% Completed 

80 9 34% Completed 

70 4 10% not complete 

14

% 

60 0  0% not complete 

50 0 0% not complete 

40 0 0% not complete 

30 0 0% not complete 

Tot

al 

30 100%    

The results of learning data on 
small-scale trials when learning after using 
animated video learning media on 
volleyball learning material tested on 30 
grade 8 students obtained the following 
results: of the total 30 students only 86% 
are complete or 26 students who have 
successfully reached the minimum 
completeness criteria target and 14% or 4 
other students have not reached the 
minimum completeness criteria. 

The results of the data obtained 
state that the use of animated video 
learning media on scale volleyball learning 
material is very effective when used during 
learning because it has increased by 36% 
in small-scale trials. 

 
Table 11. Large-scale Learning Outcomes 

(Pretest) 
 

Val

eu 

T

ot

al 

Perce

ntage 

Categories 

of 

provisions 

co

m

ple

ten

ess 

K

K

M 

100 13 14 Completed 75 
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90 13 14 Completed 44

% 80 14 16 Completed 

70 21 23 not complete 

56

% 

60 14 16 not complete 

50 15 17 not complete 

40 0  not complete 

30 0  not complete 

Tot

al 

90 100%    

The results of learning data during 
learning before using animated video 
learning media on volleyball learning 
material tested on 90 grade 8 students 
obtained the following results: of the total 
90 students only 44% were complete or 40 
students who managed to reach the 
minimum completeness criteria target and 
56% or 50 other students had not yet 
reached the minimum completeness 
criteria. 
 
Table 12. Large-scale Learning Outcomes 

(Postest) 
 

Val

eu 

T

ot

al 

Perce

ntage 

Categories 

of 

provisions 

co

m

ple

ten

ess 

K

K

M 

100 23 25 Completed 
81

% 

75 

90 28 31 Completed 

80 22 24 Completed 

70 5 6 not complete 

19

% 

60 10 11 not complete 

50 2 3 not complete 

40 0 0 not complete 

30 0 0 not complete 

Tot

al 

90 100%    

The results of learning data during 
learning after using animated video 

learning media on volleyball learning 
material tested on 90 grade 8 students 
obtained the following results: of the total 
90 students only 81% were complete or 73 
students who managed to reach the 
minimum completeness criteria target and 
19% or 17 other students had not yet 
reached the minimum completeness 
criteria. 

The results of the data obtained 
state that the use of animated video 
learning media on volleyball learning 
material is very effective when used during 
learning because it has increased by 37%.
  

The results of the data obtained 
state that the use of animated video 
learning media on volleyball learning 
material is very effective when used during 
learning. 
Table 13. Small- Scale Data t-Test: Paired 

Two Sample for Means  
   

  
Variable 
1 

Variable 
2 

Mean 13.13333 16.66667 
Variance 12.18851 16.91954 
Observations 30 30 
Pearson Correlation 0.605909  
Hypothesized Mean 
Difference 0  
df 29  
t Stat -5.65647  
P(T<=t) one-tail 2.05E-06  
t Critical one-tail 1.699127  
P(T<=t) two-tail 4.1E-06  
t Critical two-tail 2.04523   

Based on the calculation of the 
data obtained from the results of the upper 
passing test test, the Pearson Correlation 
value is 0.6. to determine whether there is 
an influence or not, the value obtained 
must be> 0.05 then it can be stated that 
there is an influence, but if the value <0.05 
then there is no influence. From the value 
obtained is 0.6>0.05, meaning that there is 
an influence on the upper passing test on a 
small scale. 
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Table 13. Large- Scale Data t-Test: Paired 

Two Sample for Means  
   

  
Variable 
1 

Variable 
2 

Mean 13.6 16.5 
Variance 6.107865 6.207865 
Observations 90 90 
Pearson Correlation 0.937902  
Hypothesized Mean 
Difference 0  
df 89  
t Stat -31.4515  
P(T<=t) one-tail 2.73E-50  
t Critical one-tail 1.662155  
P(T<=t) two-tail 5.46E-50  
t Critical two-tail 1.986979   

 
Based on the calculation of the 

data obtained from the results of the upper 
passing test test, the Pearson Correlation 
value is 0.9. to determine whether there is 
an influence or not, the value obtained 
must be> 0.05 then it can be stated that 
there is an influence, but if the value <0.05 
then there is no influence. From the value 
obtained is 0.9>0.05, meaning that there is 
an influence on the upper passing test on a 
large scale. 
 
DISCUSSION  

This research was conducted 
based on a needs analysis at Junior High 
School Negeri 3 Palembang which 
showed that PJOK teachers rarely use 
interesting learning media, such as 
learning videos, so that students find it 
difficult to understand the theory. 
Researchers developed animated video-
based learning media for volleyball game 
material. This media contains brief and 
clear material, equipped with pictures, 
animated videos, as well as explanations 
of techniques, rules, and the history of 

volleyball. Videos can be accessed online 
or offline. 

 
The video creation process uses 

applications such as Canva, CapCut, and 
KineMaster, with the researcher as the 
narrator. The videos included engaging 
visual elements, including animation, to 
increase students' interest in learning, in 
line with the observation that junior high 
school students generally like anime. 
Once completed, the videos were 
validated by experts to ensure feasibility 
before being piloted. Video is one of the 
most popular forms of media. Every 
moment is captured on video and 
uploaded to social networking sites such 
as YouTube, Instagram, or WhatsApp. 
Uploaded videos have a specific purpose. 
According to (Luh & Ekayani, 2021) 
video is one of the audio visual media 
used as entertainment media and 
communication media in development 
and to explain or convey messages. The 
audio element allows students to receive 
learning messages through hearing, while 
the visual element allows the creation of 
learning messages through visualization 
(Fitria, 2014).  

At the pilot stage, the video was 
shared via YouTube and projected in the 
classroom. Students were asked to assess 
the video through a questionnaire 
covering aspects of appearance, material, 
and readability. The results show that 
students are more interested in learning 
using interesting media than reading 
textbooks. This research emphasizes the 
importance of creative learning media 
innovation, without ignoring the 
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important role of books as a source of 
knowledge. From the analysis data 
obtained from the distribution of 
questionnaires, several points were 
obtained that showed students in the 
application, including that students were 
more interested in learning using 
interesting media such as learning videos 
than they had to read material in their 
study packets. The use of media in 
learning that is creative and interesting 
must remain and must also continue to be 
improved, especially in this era, but do 
not forget also our obligation to always be 
diligent in reading books because 
whatever we get from this knowledge is 
based on the books we have read. Books 
are a source that is a window to 
knowledge. It's just that we as humans 
must be able to make creative ideas in 
making teaching media that attracts the 
learning interests of our students. 
 
CONCLUSION  

Based on the results of the needs 
analysis conducted with the schhol 
regarding the importance of developing 
learning media, Research and 
Development (R&D) research concluded 
that animated video-based volleyball 
learning media was needed to help Junior 
Hight School Negeri 3 Palembang 
students in attracting students' attention to 
volleyball learning material. This product 
has gone through two stages of validation 
by experts, and the evaluation results 
along with revisions are made to ensure 
the final product is truly practical and as 
needed. After the development stage, the 

product was tested and received the 
“feasible” category in both evaluation 
stages. 
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