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1. Introduction

The grouping of educational learning media, among others, is print media (books) audio media
(songs), audio and visual media (gadgets), physical object media, human and environmental media,
computer media and multimedia (Nurdin., 2016). Learning media that is growing rapidly at this time is a
gadget that can be used by students as a learning medium to find sources of knowledge or scientific
references from what they are learning. Audio-visual media is not a teacher, but media can help the
success of learning (Simanjuntak et al., 2022).

The products produced by researchers are audio and visual products to support the learning process
in the classroom. Media in the form of audio visual can be used in learning optimally because it uses 2
transfer processes, namely through hearing and vision (Pratama & Bagus Januarto, 2019). The learning
process was carried out at Cipta Wacana Christian University for students of the Civil Engineering study
program in sports courses. In the sports course there are several materials taught including rhythmic
gymnastics, traditional games, simple games, big ball, small ball, and swimming material. This course is
organized by considering basic movements, basic theories and basic movement skills. Researchers take
one of the game materials that are easy to implement and require infrastructure that is easy to use. Based
on the results of interviews with several students of the Mechanical Engineering study program on March
5, 2024 in face-to-face learning, there are several good class infrastructure facilities that can be used to
support learning, but students have not been able to maximize the infrastructure owned by the campus.
Gadgets owned by the students themselves are also not maximally used as learning media, because most
of the gadgets owned by students are only used as a medium for storing galleries and are used as chat
media to friends and relatives. Thus, researchers developed a learning media for sports courses so that
students of the Civil Engineering study program find it easier to learn about sports.

2. Method

This research uses the RnD Researcn and Development method. The research and development
method is a research method used to produce certain products and test the effectiveness of those
products (Sugiyono., 2019). (1) potential existing problems, (2) collect data, (3) product design, (4) design
validation, (5) design revision, (6) product trial, (7) product revision. The subjects used in this study were
students of Cipta Wacana Christian University in the Mechanical Engineering study program. The types of
data used are quantitative and qualitative and this study uses a questionnaire instrument to validate.

3. Result and Discussion
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The results of interviews with Cipta Wacana Christian University students in the Mechanical
Engineering Study Program obtained the following results: students do not understand the material of
simple sports games, then the forms of material explanation given to students in the form of lectures in
class are not understood by students. Students are given several solutions by using gadgets that are
currently used to gain knowledge about simple sports games, the results obtained by students also do not
know how to use gadgets optimally, what they know is that using gadgets is only used as social media and
communication media with fellow friends. With the above problems, researchers make the development
of learning media in the form of audio and visual to help students understand sports material and can
practice easily in learning.

Media Validity Test
Validation is the process of assessing the feasibility of the product developed before the product is
tested. The media that has been designed is given criticism so that the designed product is really feasible

to be applied.

Table 1. Media Expert Data Results

No Aspects Results
1 Ease 89%
2 Attractiveness 92%
3 Compatibility 90%
Average 90,3%

From the results of the data analysis of the media expert trial, the percentage is 90.3%, these results
are obtained based on the aspects that have been converted and from the above results there are
suggestions and input from media experts, namely: generally quite good, and at the beginning of the video
a bumper is added as more attraction and at the end of the video it is necessary to include the credit title
of the crew taking the video.

Learning Validity Test
Validation is the process of assessing the feasibility of the product developed before the product is
tested. The media that has been designed is given criticism so that the designed product is really feasible

to be applied.

Table 2: Learning Expert Data Results

No Aspects Results
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1 Compatibility 80,1%
2 Attractivenes 84%
S
3 Effective Ease 83,4
%
Avarage
82,1%

from the results of the data analysis of the learning expert trial, the percentage is 82.1%, these
results are obtained based on the aspects that have been converted and from the results above there are
products that are suitable for use.

Material Validity Test
Validation is the process of assessing the feasibility of the product developed before the product is
tested. The media that has been designed is given criticism so that the designed product is really feasible

to be applied.

Table 3. Material Expert Data Results

No Aspects Results
1 Attractiveness 80%
2 Compatibility 84,7%
3 Ease 82%
Avarage 82,2%

from the results of the data analysis of the material expert trial, the percentage is 82.2%, these
results are obtained based on the aspects that have been converted and from the results above there are
products that are suitable for use but there are some inputs by providing more in-depth explanations
about certain materials.

Small Group Trial
The implementation of small group trials first for students through filling out a questionnaire, the
questionnaire is given via google form. Small group trials for improvement of the product. below are the

results of the small group trial.

Table 4. Small Group Data Results
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No Aspects Results
1 Attractiveness 84,1%
2 Applicability 80,2%
Avarage 82,2%

From the results of the data analysis of the small group trial, the percentage is 82.2%, these results
are obtained based on the aspects that have been converted and from the results above there is a product
that is suitable for use with a few additions to make it easier to understand.

Large Group Trial
The implementation of large group trials for students through filling out a questionnaire, the
questionnaire is given via google form. Large group trials to find out the results of improvements from the

product that was tested in the small group. below are the results of the large group trial.

Table 5. Large Group Data Results

No Aspects Results
1 Attractiveness 87,2%
2 Applicability 85,9%
Avarage 86,6%

from the results of the data analysis of the large group trial, the percentage is 86.6%, these results
are obtained based on the aspects that have been converted and from the results above there is a product
that is suitable for use.

4. Conclusion

Based on the results of the study, it can be concluded that the development of learning media for
sports courses at Cipta Wacana Christian University in the civil engineering study program is feasible to
use. In the results of the small group trial, 82.2% was obtained, which means it is feasible to use, but with
a note that there are some that must be added with the aim of making the media easier to understand. In
the results of the large group trial, 86.6% was obtained, which means that the media after making various
kinds of revisions and input from the experts involved, in the final results are suitable for use. In the
learning media developed simple sports game material contains about what types are included in simple
sports games, then how to play, what can be produced in these simple sports games, and how students are
able to practice correctly. It is hoped that with the development of this learning media, students will be
able to learn more efficiently and students will find it easier to learn sports material in the future.

References



International Journal of Sustainable English Language, Education, and Science x(x), (2024), doi:

Akbar, S. (2013). Instrumen Perangkat Pembelajaran. Bandung.
Arsyad, A. (2011). Media Pembelajaran. Jakarta.

Arsyad, A. (2014). Media Pembelajaran. Jakarta.
Basilaia G. & Kyayadze, D. (2020). Transition to Online Education in Schools during a SARS-CoV-2

Corona virus (COVID-19) Pandemic in Georgia.

Centeio, E. & (2021). The Success and Struggles of Physical Education Teachers While Teaching
Online During the COVID-19 Pandemic. 667-673.

Cruickshank, V. &. (2021). Just do some physical activity’: Exploring experiences of teaching
physical education

online during Covid-19.

Darmawan, D. &. (2012). Komunikasi Pembelajaran. Bandung. Darmawan, D. (2012). Inovasi
Pendidikan. Bandung.
Daryanto. (2010). Media Pembelajaran. Yogyakarta.

Dimyati., & M. (2013). Belajar dan Pembelajaran. Jakarta: Rineka Cipta.

Dwiyogo, W. D. (2013). Media Pembelajaran. Malang.
Khanifatul. (2013). Pembelajaran Inovatif. Yogyakarta.
Kim, M. &. (2021). Physical education teachers’ online teaching experiences and perceptions

during the COVID- 19 pandemic.

Mercier, K. &. (2021). Physical Education Teachers’ Experiences With Remote Instruction During
the Initial Phase of the COVID-19 Pandemic.

Murhaini, S. (2016). Menjadi Guru Profesional Berbasis Teknologi Informasi dan Komunikasi.
Yogyakarta.

Novita, S. (2020). Pengembangan Media Pembelajaran Berbasis Android Menggunakan Aplikasi
Mit Inventor Untuk Meningkatkan Hasil Belajar Pada Mata Pelajaran Administrasi Umum
(Studi Pada Peserta Didik Kelas X Program Keahlian Otomatisasi Dan Tata Kelola

Perkantoran SMK Negeri. Malang.
Nurdin., &. A. (2016). Kurikulum dan Pembelajaran. Jakarta.

O'Brien, W. &. (2020). Implications for European Physical Education Teacher Education during
the COVID-19 pandemic: a cross-institutional SWOT analysis. 503-522.

Pratama, R, & Bagus Januarto, O. (2019). Video Based Learning for Basketball Referee. 7(Icssh
2018), 10-16. https://doi.org/10.2991/icssh-18.2019.3

Putri, R. (2020). Pengembangan Media Pembelajaran Berbasis Android Menggunakan Mindjet
Mind Manager Untuk Meningkatkan Hasil Belajar Pada Mata Pelajaran Administrasi Umum

(Studi pada kelas X OTKP di SMK Muhammadiyah 5 Kepanjen, Malang). Malang.

Sadiman, A. (2012). Media Pendidikan Pengertian, Pengembangan, dan Pemanfaatannya. Depok.



International Journal of Sustainable English Language, Education, and Science x(x), (2024), doi:

Simanjuntak, T. P, Sijabat, O. P, & Sijabat, D. (2022). OPS Effect of the Use of Audio Visual Media
on the Learning Outcomes of Class IV Students at Negeri 091299 Sipoldas. International
Journal of Humanities, Management and  Social  Science, 5(2), 72-78.
https://doi.org/10.36079/lamintang.ij-humass-0502.419

Sugiyono, P. D. (2019). metode penelitian pendidikan (kuantitatif, kualitatif, kombinasi, R&D dan

penelitian pendidikan). Metode Penelitian Pendidikan, 67.

Suryani, N. (2018). Media Pembelajaram Inovatif.
Bandung.

Toteles, A. R. H., & Pratama, R. (2023). Evaluation of the Physical Education Sports and Health
Curriculum for Junior High School. EDUCATUM: Scientific Journal of Education, 1(2 June),
41-52. https://doi.org/10.59165/educatum.v1i2.19

Varea, V. &. (2020). Touchless classes and absent bodies: teaching physical education in times of
Covid-19. 831- 845.

Vilchez, ]J. K. (2021). Teachers and School Health Leaders’Perspectives on Distance Learning
PhysicalEducation During the COVID-19 Pandemic. School Health, 541-549.

Vinda, K. (2020). Pengembangan Media Pembelajaran Mobile Learning Berbasis Android Pada
Materi Program Linier Kelas XI Menggunakan APlikasi APPYPIE. Malang.

Wibawanto, W. (2017). Desain dan Pemrogaman Multimedia Pembelajaran Interaktif.



