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Abstract

This study aimed to determine the effect of audio visual learning media towards basketball
shooting outcomes among students at SMP Negeri 2 Kawunganten. Using a quantitative
experimental approach with a pretest-posttest control group design, the study involved 32 students,
divided into an experimental group and control group. The experimental group received audio visual
learning media containing basketball shooting techniques, while the control group received traditional
learning methods. Data was collected through a basketball shooting test, conducted at a 4 meter
distance with 10 shooting attempts. The results were analyzed using descriptive statistics, normality
tests, homogeneity test, and an Independent t-test. The findings revealed a significant improvement
in the experimental group, with the pre-test average score of 3.36 and post-test average score of 7.00.
1In contrast, the control group showed a less significant improvement, with a pre-test average score of
3.25 and a post-test average score 4.56. The Independent t-test showed a significant difference in the
shooting results between the experimental and control groups (Sig. = 0.001 < 0.05). This indicates
that audio visual learning media had a positive effect on improving basketball shooting outcomes. It
is concluded that audio visual learning media can significantly enhance basketball shooting skill in
students at SMP Negeri 2 Kawunganten.
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INTRODUCTION

Sports are human activities that involve
the body’s
capabilities, aiming to achieve specific goals such as

physical movement and enhance
health, enjoyment, education, or achievement. Sports
involve body movements that have an impact on the
entire body. Sports help stimulate muscles and other
parts of the body to move. Muscles become trained,
blood circulation and oxygen flow in the body
become smoother, and the body’s metabolism
becomes optimal. The body feels refreshed, and the
brain functions better. In the present time, one of the
most popular sports among the public is basketball
(Pane, 2015).

Basketball is a team ball sports consisting of
two teams, each made up of five players, who
compete to score points by putting the ball into the
opponent’s basket. The game of basketball is played
on a hard-floored area, with a length not exceeding 94
feet (approximately 29 meters) and a width not
exceeding 50 feet
(Sudjarwo, 2015).

Basketball game, of course, is inseparable

(approximately 16 meters)

from the basic techniques of the game, and one type
of throw is shooting. In basketball , shooting is a
very important skill. This shooting technique in
basketball is the skill of shooting the ball into the
basket to score points. Basketball shooting can be
done with one hand or two hands. To perform a
good shot, you need to practice regularly and follow
each step correctly. There are various types of
basketball shooting techniques, including the one-
handed set shot, two-handed set shot, lay-up shot,
hook shot, free throw, jump shot, three-point shot,
and runner, all aimed at putting the ball into the
opponents’s basket to score points (Kurniawan et
al., 2022).

In basketball, the most popular technique

among many people is shooting. This is because,

according to (Supriatna, 2023), shooting has become
an attraction for players to engage in basketball, and
it also serves as an appeal for spectators to enjoy the
game. This statement is true because players naturally
have the instinct to quickly score points, and for
spectators, watching a player score is the most
anticipated moment when watching a basketball
game.

Shooting is one of the fundamental
techniques that must be learned by basketball players
or sutdents. It is not only important to learn how to
shoot well, but it is also essential to train the correct
shooting technique and improve accuracy in order to
score points. This audiovisual learning media is
necessary to enhance the learning outcomes of
shooting for each student. Many students believe that
shooting is very difficult. However, in reality, if we
understand the proper basic shooting technique, it
becomes easier to execute (Dindha Amelia, 2020).

According to (Meirizal et al., 2022), the
shooting technique has a term called BEEF, which
stands for Balance, Elbow, and Follow
Through.

The learning referred to here involves

Eyes,

studying the body position phase, hand position
phase, ball bouncing phase, and ball receiving phase,
all of which will be covered in the basic shooting
learning video. Although in reality, during physical
education lessons, the basic shooting video will be
shown indoors for a moment to view the learning
video, it will not diminish the students interest or
motivation in receiving the material. According to
(Effendi et al., 2022), motivation can encourage and
increase students interest in learning because this
learning media, in the form of a video, is packaged in
such a way as to attract (Kurniawan et al., 2022).
According to (Timur et al., 2024), “If the
media conveys messages or information with an

instructional purpose or contains teaching intentions,
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then the media is called learning media.” Learning
media refers to all tools and materials that can be used
for educational purposes, such as radio, television,
books, newspapers, magazines, and so on (Sudjarwo,
2015).

According to (Adi et al., 2018), not all
teachers use media optimally to support the learning
process. This is due to the lack of understanding
among teachers about the use of learning media.
Teachers must have sufficient knowledge and keep
up with technological developments so that they can
utilize learning media to support the teaching and
learning (Adi et al., 2021).

The learning media chosen by the researcher
is audiovisual learning media, which is designed in
such a way as to attract students. According to (Fitria,
2018),
presented through images can be absorbed by 65% of

several studies show that information
the viewers. On the other hand, when presented
through sound, the information can only be absorbed
by 40% of the viewers. This means that when both
media are combined, the massage being conveyed
will be more easily absorbed by students who are
watching it (Adi, 2021).

A result of learning is the change in behavior
of the students, which can be measured and observed
through changes in attitude, knowledge, and skills.
This theory is the definition of learning outcomes,
which can be interpreted as the attitudes, knowledge,
and skills acquired from the learning process, where
these changes lead to positive outcomes and have an
impact on the (Ulfah & Opan Arifudin, 2021).

The preliminary study conducted at SMP
Negeri 2 Kawunganten involved interviewing 12
students. They responded that the understanding they
gained during the learning process was primarily
from the media of LKS (Student Worksheet) books.
Meanwhile, the use of audio visual learning media
was still

rarely implemented. Based on the

background that has been explained, the researcher
became interested in conducting a study focused on
audio visual learning media and its effect on
basketball shooting learning outcomes. Based on the
importance of developing effective learning methods,
the researcher aims to conduct a study to determine
the impact of audio visual learning media on learning

outcomes in basketball shooting.

METHODE

In the research conducted, the researcher
devided to use a quantitative research type in the form
of an experiment. The research design used is a
pretest-posttest control group design. This is intended
to test the effect of audio visual learning media
towards basketball
(Sugiyono, 2017).

In this study, 32 samples were used, divided

shooting learning outcomes

into 2 groups as the experimental variable and the
control variable. The training was conducted over 4
sessions. The groups will undergo two treatments and
two test, namely a pretest before the treatment and a
posttest after the treatment. This is intended to
observe the effect of the treatment after the pretest,
allowing for the observation of any differences. The
treatment given in this study involves providing audio
visual learning media containing material

basketball shooting to the students of SMP Negeri 2

on

Kawunganten.

To determine the basketball shooting results,
the instrument is a basketball shooting test, basketball
shooting test was used at a distance of 4 meters with
10 shooting attempts. This test was conducted wit an
initial measurement during the pre-test and a final
measurement during the post-test. The pre-test was
carried out to assess the students initial ability before
the treatment, while the post-test was conducted to
evaluate the students learning outcomes after the

treatment. The shooting activity was followed by all
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research subjects, both the experimental group and
the control group.

Data collection was conducted using
descriptive analysis, which was used to provide an
overview of the data that had been collected in order
to determine the results of the pre-test and post-test
scores. To determine the effect of the differences
between the experimental and control group, an
Independent t-test was performed, with the following

statistics used :

Xi-Xo
thifung = - -
{m-1)574+{ne-1)55 (1 1
/ m+ns—2 m + e
X1 : The mean score of the first sample group

Xz

n1 : The sample size of the first group

: The mean score of the second sample group

nz : The sample size of the second group
S1: The standard deviation of the first sample group
S» : The standard deviation of the second sample
group

As a prerequisite of the Independent t-test,
the data between the experimental group and the
control group must be normally distributed in the
normality test and have the same variance in the
homogeneity test (Sihotang, 2023).

RESULTS AND DISCUSSION

This study was conducted to determine the
effect of audiovisual learning media towards
basketball shooting outcomes learning of SMP
Negeri 2 students at Kawunganten. The data
obtained consists of the results from the pretest,
treatment, and posttest. The data was collected by
having students perform 10 shooting trials. The
the

students were divided into two groups,

experimental group and the control group.

Table. 1 Descriptive Statistics

Statistics

Pre-test Post-test Pre-test Posttest

Eksperimen Eksperimen Kontrol Kontrol
N Walid 16 16 18 18
Missing 1] 0 0 1]
Mean 363 7.00 3.25 4.56
Std. Error of Mean 21 183 A7 223
Median 3.50 7.00 3.00 5.00
Mode 3 7 3 5
Std. Deviation 885 730 683 892
Variance 783 533 467 796
Range 3 2 2 3
Minimurn 2 6 2 3
Maxirnurm ) 8 4 [
sum 58 112 52 73

Descriptive Analysis

The descriptive analysis of shooting results
for the experimental group shows that the pre-test
had an average score of 3.36, with the lowest score
being 2 and the highest score being 5. In the post-
test, the average score was 7, with the lowest score
being 6 and the highest score being 8. For the
control group, the pre-test had an average score of
3.25, with the lowest score being 2 and the highest
score being 4. In the post-test, the average score was
4.56, with the powest score being 3 and the highest
score being 6.
Normality Test

The normality test was conducted using the
Kolmogorov-Smirnov? test. In this study, SPSS was
used to determine whether the data follows a normal
distribution, with a calculation of (Sig. > 0.05). The

results of the normality test can be seen in the tabel

below:
Table. 2 Normality Test Result
Tests of Normality
Kolmogorov-Smirnav?® Shapiro-Wilk
Statistic df Sig Statistic df Sig.
Pre-test Eksperimen 153 16 200 948 16 473
Posttest Eksperimen 180 16 A73 941 16 364
Pre-test Kontrol 28 16 2007 972 16 .B6Y
Post-test Kontrol 155 16 2007 933 16 275
* This is a lower bound of the frue significance.
a. Lilliefors Significance Correction
Based on the table above, it can be
concluded that the Kolmogorov-Smirnov?

normality test result for the experimental group pre-
test is pre-test = 0.200 > 0.05, which means the data
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in this study is normally distributed. The
Kolmogorov-Smirnov? normality test result for the
experimental group post-test = 0.173 > 0.05, which
means the data in this study is normally distributed.
The Kolmogorov-Smirnov? normality test result for
the control group pre-test is pre-test = 0.200 > 0.05,
which means the data in this study is normally
distributed. The Kolmogorov-Smirnov? normality
test result for the control group post-test is post-test
= 0.200 > 0.05, which means the data in this study
is normally distributed. By observing Kolmogorov-
Smirnov? test criteria using SPSS, where the values
for all pre-test and post-test result are 0,05 (sig. >
0,05), it can be concluded that the data is normally
distributed.
Homogeneity Test

The homogeneity test is conducted to
determine the similarity of variations obtained from
a homogeneous population. Variations can be
considered homogeneous if the sig > 0.05. The
results of the homogeneity test can be seen in the
table below:

Table. 3 Homogeneity Test Result

Tests of Homogeneity of Variances
Levene

Statistic dft df2 Sig

1.304 3 60
BG4 3 60
864 3 5294

.281
465
465

Shooting Based on Mean

Based on Median

Based on Median and with
adjusted df

Based on frimmed mean

1.281 3 60 .289

The results of the homogeneity test show
that the sig. value is greater than 0.05 (0.281 > 0.05).
Based on this testing result, it can be concluded that
the data in this tudy is homogeneous.
Independent Sample t-Test

The test aims to determine the difference in
basketball shooting result among students at SMP
Negeri 2 Kawunganten. The test conducted is the
Independent sample t-test is that the data must meet
normality and homogeneity test. The results of the
variable show an effect if the Sig. (2-tailed)<0.05,

indicating a significant difference between the

shooting results of the experimental group and the
control group. If the Sig. (2-tailed)>0.05, then there
is no significant difference between the shooting
results of the experimental group and the control
group.

The results of the Independent sample t-
test can be seen in the table below:

Table. 4 Independent Sample t-Test

Independent Samples Test

3 0 1849
35T e < <o 14 bl 184

Based on the test, it can be seen that the
significant value for the pre-test and post-test result
is Sig. (2-tailed) = 0.001 < 0.05, indicating a
in the shooting

significant difference results

between the experimental group and the control
group.

To see the average basketball shooting
results for the experiemental group and the control
group, it can be seen in the table below:

Table. 5 Average Shooting Results

Group Statistics

Kelas i Mean Std. Deviation  Std. Error Mean
Hasil Belajar Eksperimen 16 7.00 730 183
Kaontral 16 4.56 .Ba2 223

Based on the test results in the table above,
it can be seen that the average shooting score for the
experimental group is 7.00, while the average
shooting score for the control group is 4.56. The
improvement experienced by the experimental
group is 93.06%, while the improvement in the
control group is 40.31%. It can be concluded that the
average increase in basketball shooting learning
outcomes for the experimental group is higher than
the average shooting results of the control group.

The results of the study show that students
who used audiovisual learning media demonstrated
a significant improvement in basketball shooting

skills compared to the group that did not use the
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media. Audiovisual media provided a clear visual
demonstration of the basic basketball shooting
technique, allowing students to better understand
and practice these techniques more effectively.
Based on the results above, which show a Sig. (2-
tailed) = 0.001 < 0.05, it can be interpreted that there
is a difference in basketball shooting learning
outcomes between the experimental group and the
control group. Therefore, it can be concluded that
“there is an effect of audio visual learning media
towards basketball shooting outcomes learning of

SMP Negeri 2 students at Kawunganten”.
CONCLUSION

Conclusion

Based on the results of the study on the
effect of audiovisual learning media towards
basketball shooting outcomes learning of SMP
Negeri 2 students at Kawunganten, it can be
concluded that there is a significant effect of
audiovisual learning media on basketball shooting
outcomes learning. This is proven through the test
result for the experimental group, where the Sig.
0.001<0.005, indicating that audiovisual learning
meda has a significant effect on the experimental
group. Futhermore, the improvement experienced
by the experimental group was 93.06%, while the
control group only improved by 40.31%.
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