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Abstract Keywords

This study aims to produce learning media for basic basketball —~ "eflectorleamingstyle,
techniques based on Macromedia Flash for X grade high school ~ leamingmed; basic
students that can be used by students as a learning resource  basketball techniques
independently. The type of research used is research and mecromedia flash
development (R&D), namely the development of learning materials

based on Macromedia Flash. This learning media development

model was developed based on the ADDIE (Analysis, Design, -
Development, Implementation, Evaluation) development model. rBIRCU

The subjects of the trial were students of class X SMA Methodist-8

Medan which consisted of small group trials of 15 students and

large group trials of 30 students. The instrument used to collect

data in this research and development is a questionnaire or

guestionnaire. The data analysis technique used descriptive

statistical analysis. The results showed that the learning media for

basic techniques of basketball based on Macromedia Flash for

grade X SMA students were feasible to be used as a learning

resource for students. This is indicated by several assessments that

have been carried out by media experts, material experts and field

trials. The final result of the assessment of the media expert shows

that the basic basketball technique is declared "very good" with a

percentage of 86% and the results of the assessment of the material

expert show the category of "very good" with a percentage of 85%.

The results of the small group trial got the "Good" category with a

percentage of 90.76% and the results of the large group trial got

the good category with a percentage of 95.38%.

l. Introduction

Education is a means of forming human personality in gaining knowledge and skills
from teachers to students to achieve predetermined goals. The advancement of technology
today can affect the field of education. Education in the current technology era requires
teachers to be able to operate computers / laptops and make innovations in order to provide
a new atmosphere in the learning environment. Education must really be used as a
foundation so that the use of technology can be applied effectively by teachers as education
providers, because education is a gateway for anyone to receive knowledge in order to
improve human resources to be more qualified (Haryanto, 2015).

Education is key to the progress of a nation. As lwantoro has put forward (2014:53)
education is a very important issue in the development of this nation and the country. The
purpose of Education is to direct the growing potential of learners to be a man of pious
care to the One God Almighty, qualified, possessed of sublime pekerti ability and
virtuousness. Education has a very strategic role in determining the direction of the
forthcoming of the nation's quality of community knowledge. (Musdiani et al. 2019)
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The development of science and technology increasingly encourages renewal efforts in the
use of technological results in the learning process. It can be said that the world of
education today lives in the world of media, where learning activities have moved towards
reducing the delivery of conventional learning materials that prioritize lecture methods,
and replaced with modern learning materials delivery systems that emphasize the role of
students and the use of multimedia.

Conventional teaching has a major drawback, namely teacher-centered teaching.
Teachers have full control in the teaching process, while students are only learning objects.
Students are only learning objects, so the learning process of students is not optimal.
Students do not get wide opportunities in developing thinking skills so that cognitive
competencies are weak. Students are less motivated and the learning response is weak
because teaching is centered on the teacher and there is no direct learning process.

Such conditions require teachers to be more innovative in finding or making learning
strategies and learning media that are attractive to be able to foster interest in learning so as
to support the learning process. This is in accordance with Hernowo (2005: 19) if a person
does not appear passionate about teaching or learning about the things he is teaching or
learning, then in the teaching-learning environment it is rather difficult to say that there is
joy. The second problem is more caused by the condition of the learning system prevailing
in SMA, which is generally classical. In classical learning, of course, differences in
individual competencies cannot be maximally appreciated. Each individual has different
body shapes and mental characteristics such as intelligence, memory, motivation,
appreciation, reasoning, and different wills.

Psychologically, high school students tend to like new things that are modern and
sophisticated. This characteristic is what makes the teacher foothold in finding the right
media. Media that suits the characteristics of high school students is Macromedia Flash.
Macromedia Flash will be more attractive to students than the use of the lecture method in
class. Macromedia Flash which contains a reading learning package that is packaged so
that it attracts students to control the pace of each learning speed. Macromedia Flash
learning is interactive in the sense that it has the ability to accommodate user responses.

Macromedia Flashis computer-based multimedia. Multimedia means the
collaboration of various media which is realized through a computer system application
program so as to produce media in the form of text, sound, and images. Facilitating various
learning models desired by the teacher. The existence of a combination of many media
allows students to be actively involved in developing their creativity and allows students to
learn independently. This is in accordance with Koesnandar (2003: 8), that the purpose of
multimedia assisted learning is to make students involved and more active in learning,
make communication more effective, facilitate forums, and increase interest and
motivation to learn.

The use of interactive media is very useful to help the communication process
between teachers and students be more effective. Audio-visual media can be interpreted as
a tool used in a study room or in other learning situations to facilitate understanding of
written and spoken words. Several factors in the philosophy and history of education, what
is known to humans (knowledge) is transmitted to the brain through one or more senses.
Many experts argue that 75% of human knowledge reaches the brain through the eye and
the rest through hearing and other senses.

Learning is essentially a cognitive process that has the support of psychomotor
functions. The psychomotor function in the learning manifestations carried out by students,
almost certainly always involves a function of the realm of reason whose intensity of use is
certainly different from other learning events. (Arsani, et al. 2020)
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Learning media is a tool or media that functions to convey messages in a teaching.
With the help of the application, it is hoped that it can improve the results of student
knowledge, arouse desire and interest, generate stimulation motivation during practice in
the training field, help the effectiveness of delivering messages, increase understanding,
present data in an attractive and reliable manner, facilitate interpretation, and condense
information. Learning models like this are expected to help in the process of delivering
messages from educators or teachers to students with media that is fun for students.

Based on this background, the authors are interested in researching "The
Development of Macromedia Flash-Based Basketball Teaching Materials on Sports and
Health Physical Education Lessons in Class X Students at SMA Methodist-8 Medan."

1. Research Methods

The type of research carried out is ADDIE development research model developed
by Dick and Carry to design a learning system (Endang, 2013: 200). The ADDIE model
uses five stages of development, namely analysis, design, development, implementation,
and evaluation.The subjects in this study were 15 students for the small group test and 30
students for the large group test. The data obtained during the study were analyzed based
on instrument analysis, analysis of the validation results of media experts, basketball
learning material experts, and analysis of student response questionnaires. The learning
media design developed is as follows:

2.1. Basketball Initial Display

The initial appearance of the learning media displays the media title and the short
profile of the researcher. In the initial display there is a maximize button to display the
fullscreen screen, an "exit" button to exit the full screen screen and an “enter" button to
enter the learning media. These three buttons will appear on each display of instructional
media. The initial appearance of the developed learning media can be seen in Figure 1.

> .
Figure 1. Initial display of Mediaflash Macro-based Learning Media

2.2. Main course

The main display of learning media. In the main menu there are menus: notification,
introduction, introduction, material, evaluation, profile. As shown in Figure 2.

2 MEMU UTHEH

Figure 2. Main Menu Display Mediaflash Macro Based Learning Media
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2.3. Notification menu
On the notification menu that shows the function of each button on the learning
media. As shown in Figure 3.
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Figure 3. Display Mediaflash Macro Based Learning Media notification
2.4. Menu Introduction

The introductory menu contains basic competencies, learning indicators and
learning objectives taken from the learning syllabus for class X SMA as shown in Figure 4.

Figure 4. An introductory view of Mediaflash Macro-based Learning Media

2.5. Introduction
The introductory menu contains the history of basketball and basketball
infrastructure as shown in Figure 5.

Figure 5. An introductory display of Mediaflash Macro-Based Learning Media

2.6. Menu Material

In the material menu presents a selection of materials on this media, the material
displayed consists of learning material about passing, dribbling, shooting, and laying up. In
each sub menu, the understanding of passing, dribbling, shooting and lay-up is packed,
which is supported by doing the movements along with the video tutorial for doing these
moves as shown in Figure 6.
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Figure 6. Display material menu on Mediaflash Macro-Based Learning Media

2.7. Evaluation

On the evaluation page, there are instructions for doing evaluation. After pressing
the start button on the evaluation it will enter the question page. The time to do the
questions is 10 minutes each about one minute. After finishing working on the question
press the Finish button and the results of the work on the question will appear. If you
haven't finished answering and the time has run out, it will automatically display the
questions. To display the question page as shown in Figure 7.

Figure 7. Display the Evaluation menu or practice questions Mediaflash Macro-Based
Learning Media

. - .
menu evaluation or practice questions Media Flash Macro-Based

Learning Media.

Figure 8. Display sub
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2.8. Profile
On the profile page there is a profile of that developer. Profile page as can be seen in
Figure 9.

Figure 9. Display menu Profile or developer bio-based Learning Media Mediaflash Macro

I11. Results and Discussion

Based on the explanation of the problem formulation, points have been obtained
which are the objectives of the development of Macromedia flash-based materials, namely
as follows: This development uses the Research & Development (R&D) method. Research
& Development (R&D) or Research and Development. The model or approach to
instructional media design is the ADDIE model which consists of several stages, namely:
(1) Analysis; (2) Design; (3) Development; (4) Implementation; (5) Evaluation.

The first stage is the analysis stage. In the analysis, there are 2 stages. Needs
Assessment (Needs Analysis) in the form of analysis of the situation in the field and
participants as well as collection of reference material that will be the subject of discussion
in media development. The results of information regarding the learning process, student
characteristics and the development of learning media were obtained from observations
carried out when carrying out learning in 2019 in the Basic basketball learning activities at
SMA Methodist-8 Medan class X. Next activity Front-end Analysis by collecting
references in the form of curriculum, syllabus for Basic Basketball subjects, as well as
books related to material and others needed in developing multimedia-based interactive
learning materials or interactive learning. The results of the analysis of the curriculum,
then selected 1 Basic Competency (KD) which became the target of development. The
main material of these basic competencies is about the basics of.

The second stage is Design. The design stage is the stage of designing interactive
learning media which includes the formulation of objectives for making interactive
learning media. Basic Graphic Design, making folwcharts, making storyboards, collecting
design objects, and compiling feasibility test instruments. The third stage is Development.
This development stage is the stage of creating and developing learning media from all the
components that have been prepared into a complete unit according to the flowcharts and
storyboards that have been designed using Macromedia Flash Professional. After the media
has been made, validation is carried out by media expert lecturers and material expert
lecturers, to obtain input on development accompanied by an interactive learning media
feasibility assessment instrument.

The fourth stage is implementation. At this stage the interactive learning media that
has been developed are then implemented to class X MIA SMA Methodist-8 Medan. This
implementation aims to determine student responses to the developed learning media based
on Macromedia flash. From this stage it will be known the feasibility of the media being
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developed. Students are then asked to fill out a respondent questionnaire to provide
responses to the Macromedia flash-based learning media.

Based on the results of small group trials and questionnaires that have been given to
15 students of SMA Methodist-8 Medan class X, it shows that the assessment of the
feasibility aspect of the content is 92% which is categorized as very good / very feasible,
and for the user perspective it is 90% which is categorized as very good / very worthy. The
total assessment of basketball teaching media based on Macromedia flash for class X SMA
Methodist-8 Medan is 90.76% categorized as very good / very feasible which means that
the product is feasible to be tested to the next stage.

Table 1. Small Group Trial Questionnaire Results
Score that Maximum Percentase

No. Rated aspect Obtainedh  Score al (%) Category
s Very good/
0,
1 Content eligibility 345 375 92% Very worthy
2 User 540 600 90% very good/
Very worthy
Total Score 835 975 90.76% Very good/
Very worthy

Based on the results of large group trials and questionnaires that have been given to
30 students of SMA Methodist-8 Medan class X, it shows that for the assessment of the
feasibility aspect of the content 96% is categorized as very good / very feasible, and for the
user perspective it is 95% which is categorized as good. / worthy. The total assessment of
the feasibility test for basketball teaching media based on Macromedia flash for class X
SMA Methodist-8 Medan respondents was 95.38% categorized as very good / very
feasible.

Table 2. Large Group Trial Questionnaire Results
Score that Maximum

0,
No. Rated aspect Obtained h  Score al Percentase (%) Category
o Very good/
0
1 Content eligibility 720 750 96% Very worthy
2 User 1140 1200 95% Very good/
Very worthy
Total Score 1860 1950 95.38% Very good/
Very worthy
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The fifth stage is evaluation. The evaluation carried out is in the form of
development evaluation and evaluation of the feasibility of learning media products. The
development evaluation was carried out by media expert lecturers and material experts to
determine the feasibility of the developed learning media, and to measure the
appropriateness of the development result learning media produced and disseminated and
used in SMA Methodist-8 Medan.

Evaluation from media experts is carried out in two stages. The assessment process is
carried out by filling out the evaluation sheet that was included during the validation
process. Phase | validation from the media aspect is declared fit for production with
revisions as recommended, and stage Il validation is declared very feasible for production
without revision and the product may be tested. The results of stage | evaluation from
media experts on the developed product can be seen in the table below.

Table 3. Total Score of Stage | Media Expert Test Assessment

Number of Number of Number of Percentage Percentage
. ) Criteria for
media experts Assessed aspects Items Assessed Rating% A
ssessment
GOOD/
0,
1 2 19 75.5% DECENT

From Table 3 it can be seen that the percentage mean value formedia flash macro-
based learning media from media experts in stage |, namely 75.7%, then the average value
obtained is included in the "Good / Feasible™ criteria and can be used. Even though it is
included in the Good / proper criteria, there are still some suggestions from media experts.
The results of product evaluation in stage Il can be seen in table 4.

Table 4. Total Score of Stage 1l Media Expert Test Assessment

Number of Number of Number of Percentage Percentage
. : Criteria for
media experts Assessed aspects  Items Assessed Rating%
Assessment
1 2 19 863105 VERY GOOD/

VERY DECENT

From Table 4.4 it can be seen that the percentage mean value for Macromedia flash
based learning media From the media expert in stage Il, the mean percentage value was
86.31%, so it is included in the criteria of "very good / very feasible". At this stage there is
no longer any advice from experts, and very feasible criteria indicate that the product is
feasible.

Evaluation from material experts is carried out in two stages. The assessment process
is carried out by filling out the evaluation sheet that was included during the validation
process. Phase | validation from the material aspect is declared fit for production with
revisions as recommended, and validation at stage Il is declared very feasible for
production without revision and the product may be tested. The results of stage |
evaluation from material experts on the developed product can be seen in the table below.
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Table 5. Total Score of Stage | Material Expert Test

Number of  Number of Assessed ~ Number of  Percentage Percentage
: : Criteria for
media experts aspects Items Assessed  Rating%
Assessment
GOOD/
0,
1 2 20 75% DECENT

From Table 5 it can be seen that the percentage mean value forlearning
materialsfrom material experts in stage I, namely 75%, then the average value obtained is
included in the "Good / Feasible™ criteria and can be used. Even though it is included in the
Good / proper criteria, there are still some suggestions from media experts. The results of
product evaluation in stage Il can be seen in table 6.

Table 6. Total Score of Stage 1l Material Expert Test

Number of media Number of Number of  Percentage Percentage
: Criteria for
experts Assessed aspects  Items Assessed  Rating%
Assessment
1 2 20 8506 VERY GOOD/

VERY DECENT

1VV. Conclusion

Based on the results of the research, the development of Macromedia Flash based
baskes ball teaching materials in health sports physical education lessons is suitable for
teaching and learning in schools, especially in high school. Products that have been
validated and declared very suitable for use are then tested by their users. From these trials,
it was obtained an increase in student interest in learning, meaning that Macromedia flash-
based learning has a high influence on student interest in learning. Overall, the assessment
of the quality of learning products based on Macromedia flash is included with the criteria
"very feasible" to use.

Suggestion

Based on the conclusions and implications of the suggestions for the research carried
out are: (1) Macromedia flash learning media for basic basketball techniques can really be
used as an effective independent learning resource, (2) Macromedia flash learning media
for the basic technique of this ball can be disseminated through the CD and Falshdisc (3)
there is still a need for attention guidance and efforts towards the development of better
and more interactive learning resources for learning in teaching and learning in particular,
(4) the emergence of new research related to basketball material learning resources and
also in the sciences other sciences where the results of research are in the form of products
that can later be used by many people.
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