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Abstrak

Tujuan Pemelitkan il untul mengetahul prakiikabios pengembangan media interakf feciang fnspive
pada pembelijaman bl hasket berbasis viden, Penelittan ini rfflggunakan deskriptsl kaantitatil,
dimana mendiskripsikan hesil don anghet vang di isi oleh siswa. Popalas| don sampel penelitian ind
kelas %I SMA Al Azhar Svia Budi Pekanbaru [l vang berjumlah 45 oramg Prosedur penelitian ini
mengguiaka instrumen angket dengan 4 Indikator vaknl mates L BRlia pembelajaran, penggunaan
madia pembelajaman dan lbasa denpan reliabelitas 0679, [astrumen dalam  peseligizn inl
menggurakan kuesloner yang sudab valid melibatkan berbagai pakar dibidang [T, guru pendidikan
fasmani. dosen Pendidikan Jasmani, DangEah dilakukan ujicoba instrumen melibatkan sampel sejenis
Teknik analisis dats  menpgunaban dengan  ekoik deskiptil koantitatil dengan  persenbase,
Berdasarkan analisis data yang telah dilakukan pada kelas X 384 Al Azhar Syfa Budl Pekanbaru 11
terdapat rata-rata 77 529 dengan kategord tingal Implikasi dalam penelitian ini bisa dgonakan oleh
gura pendidikan jasmani dan siswa, sebapal alternafil pembaelajaran, Fharaplan nantmya muncul
kreatifites dan inovesi baik bagi pendidik maupun peserta didik dalam berholabo s mencapai tujuan
pembelafaran. Temwan d lapangan menjelaskan babwa dengan menerapkan  pembed ajaran
mengeurakan media ectore e ferbokt banyak yang tertarik mempelajar ola basket dan karna
keunilan konten, dan inovasi membuaat imajinasi siswa berkembang sehingga stswa di Ipangan bisa
mencontoh atau memprakbebban tebmik dasr dengan benar,

Hata hunci: media interkatil luutnluj:mpil'l:; bola basket: berbasis siden; prukl'.:k.uiita:
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Abstract

This rexearch aims fo detereiine te peocticelite of developing Lectoragpive intersctiv@E)edia i video.
boted bovketboll foorning. This research wses quanditadive descriplive, which deserdhes the results of the
qrestionraire e ot by stwden s The popletion md semple af this research wirs class XTSMA A Azhir
Jvfa Budi Pekanbory i1, toleiing $5 people. ThEerearch procedure wies o guestionmire instrement with
4 ipaicarors, pmaly materin!, feprning medi, wee of fearming medle, ong fmeguage, The strument g thiv
rescarch wres a valid guestiormaine imeslving variops experts in the IT fiold, physical edueation oeochers,
and plysical odweation lecterers, Tnstrument testing fas boen carvieg out (nvalving similar sompies. Tho
dirta arelysis Eohi ke wses quoniilebive descriplive lechalgues wath percentages. Bosed om dda s
ciErrbed wat i ciass A1 SMA AN Azhar Sifa Bedl Pebardara 11, tere wos an average of T7.52% in the fgh
colegene The enplicedioms af this reseaeeh con b gsed by ploesical edroation teachers end students, a2 an
afternative lagrning It is kaped that creativity aed tnnevation will peenge for bobh sducatars and studant
i cofluharmting do achieve lwming goaly, Fedings in the Fold explain Shat by implementing learning using
Lechwaspice medin, i iz proven thal momyr people ore intevested i lemming basketbol, und becuwre otie
g content and innmeation, stedends” imaginatiors devefop se that studendts in the fedd cor imibeke or
practica tagfnlques correcty
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INTRODUCTEIN

Learning metheds that are B ovative and responsive to technalogical developments are
becerming increasingly impartant te meet the learning needs of modern students, Toachers and
students must innovate in using technology 0 design education {(Kumar et al, 200, One
platform that exploits the potential of infteractive media, especially video-based, is Lectora
Inzpire. Lectora Inspire-based learning media shows practicality and ad aptability to various
tevels ofeducation and subjects [ Purmoma, 2021 ) Currently, baskethall learning is mostly done
using conventonal methods with a monotonouws teaching style that's all, witheut Innovation
and integration using technology. Researchers are trying breakthroughs in how to lmplement
bazketball learning using technoelogy-based media [ Keh etal., 2020).

Basketball is a sport that requires special skills in terms of game techniques, lacics,
conrdinatiofFud team communication [Lopes et al, 2015). Basketball consists of five players
i Sulistiantactal, 2022; Courcklbancz etal., 2007; Isnainietal, 2022; Candra, 20200, The better
a baghethall player deibbdes, shoots, and pasges, the higher his quccess [Gryko e al, 2020
Sampaio ot al, 2010L However, with sdvances in technology using the interactive media
Lecto@Binsplre haxs great potential to expand and enrich students’ learning experiences,

The development of Lectora Inspire interactive media in video-based baskatball learning
ks an Innowative step that can improve the quality oflearning { Belt & Lowenthal, 2021), The role
of interactive m§ilha in enhancing learning in variows sports (Grotter & Yadaw, 2008). Previows
research shows that the wse of Lectora Inspire in developlng interacg)e learning media haz
succeeded In increasing students’ understanding o f concepts (Wihaws etal, 2007, Apart from
that, the use of interactive learning media with Lectora Inspire has alss bean proven effective
in improving stwdents' analytical skilis (Shalikhab et o, 2007, This shows the great potentia
of using Lectora Inspire to improve the guality of learning, Furthermore, [Johnson etal, 2023)
rescar@provides a more direct perspective regarding the practicality of wsing interactive
media, especially in the context of basketball training,

The use of Lectora Inspire interactive media in video-based basketball learning has boen
proven effective Inincreasing siffents’ understanding, skills, and learning motivation (Fajrina
ot al, 2018], Previows research shows that the use of video §geriad -based leaming media has
proven effectlve [n Increasing understanding of concepts [Nurdin et al, @19, Hikml et al,
2020). Apart from thak, the use of Lectora s pire in developing interactive media has also been
proven to improve the skills of educators in improving school quality [ Nurhalimal & Nur@i,
2022). Apart from that, research [Simorangkir & Sembiring, 2008 Putrl & Jumadi, 2021} The
@:sults of analysis using the Independent Sample T-Test alst show that interactive learning
media based on Lectora Inspire can improve students’ analytical skills {Poeei & Jumadi, 2021)

The development of the Lectora Inspire application for baskethall material has also been
proven effective in improving students’ understanding and skills [Ferdiansyah et al, 20221,
Previous researchers explained and proved that learning is more effective if using video meddia
{Bangum, MNasution, Sihombing, 2023} Te develop interactive media for learning basketball
based on wideos, it is Important to consider the effectiveness of the media in enhancing the
leamning experience {Feprivante et al, 2022), Videe tutorials and animations have been found
tr increase student engagement and subject understanding, making them effective tools for
educators (Fepriyante et al, EUZ& Sandiwarmn, 200 6)
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Integrating technoelogical advances in sports education has been recognized as a valuahble
approach to c@ancing the learning experience belajar [Aldiansyah §¥inarsifh, 2022; Sari,
2021: Hakim et al., 2021), Video-based learning media has proven pffective in inoreasing
students” interest and understandg)g of various subjects [Sunami & Aslam, 2021; [snaini ot al,
2023). The research results shosy that interactive leaming media based on Lectora [nsplre can
increase students’ concepiual understanding, interest in learning, and motivation in variows
subjects, especially physical education [Madinillah, 2019; Lie, 2022608

The importance of this research lies in itz contribution to Enproving the quality of
basketball learning through the use of interactive te@@ology. namely Lectora Inspire, By
paving attenibon to practical ssues, i s boped that this researcl can make & significant
comtribution o the development of innovative 38 effective learning methods, The novelty of
Ehe research lies o the learnlng-teaching media wsing Lectora Inspive media, sehich s never
been done by previous researchers in baskethall subjects, What differentiates it from other
media s that the media is more interactive and [Innovative with interesting content. Through
this approach, it is hopad that leaming basketball can become more interesting and effecti§f)
for students. In this context, the research will provide a brief avervew of the proctical iazues of
using Lectora Inspire in developing interactive learning media for basketball learning. This
research approach will use the gEpelopment study method to produce a comprehshsive
understanding ofhe procticalities of using Lectora [nspice in the context of baskethall learning
For this reagon, this reg@rch will provide an in-depth understanding of the practicalities of
using Lectora Inspire t@@nprove the quality of basketball learning,

For thiz reason, the development of Lectora Inspire interactive media for@askethall
leaming based on videos, tuterials, animations, and applications has great pote ntial boimprove
the quality of leaming and enrich students’ learning experiences. Throwgh this innovarive
approach, it has proven effective in improving students” mastery of basketball skills This means
that learning objectives can be achieved ln terms of improving students’ technigue. physlgue,
and skill= in studying basketball material,

METHOD

The method used in this research uses a quantitative descriptive approach. Quantitative
descriptive research is 2 research approach that aims to describe or describe observed
phenomena systematically, Factually, and accurately based on gquantitative data {Ahmead et al,
2019). This approach s used to bdentify and analyes relationships between variables in a
research ohject. Quantitative descriptive research does not invohee manipalating indege ndent
variafles, but instead focuses on observing and measuring existing phenemena,

Popalation is the totality of unite or individeals whose characteristics are to be studied,
and these units are called units of analysis, which can be people, institutions, objects, natural
phenomend, and soon [Winarnoe, 2013 ). In this study, the population was all class X1 studdgls
at 3MA Al Azhar Syfa Budl Petanbaru [, totaling 45 students. According o [Candra, 2020 the
sample is part of the number and characteristics of the population. If the population ks larpe,
researchers can't research everything in that populazion, for example, due to limited energy,
time, thought, and meney. The sampling techifffee in the research was toftal sampling that s,
rhe entire population was samped. Therefore, the sample in Chis stody was ol class X1 stadents
of 5MB Al Azhar Syfa Budi Pekanbaru [,

The instruments wsed in this research were guestionnaires and interviews which
contained a series of questions that were following the research objoctives and questions and
did not make it difficult for the respondents To obtain data in this research, the measurement
scale used was a Likert scale, with a score assessme@l)) The instruments in this research consist
of 4 indlcators, namely materiad;, learning media, use of learning media, and language. The
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questionnaire used congisted of 20 statemants, amd this questionnamre had heen applied to
previglE rescarchers with a level of statistical reliability with a Cronbach alpha of 0679

Drata analysis used in the research vsed quantitative descriptive analysis with percentage
technigues. The research results, which are in the form of statemeonts with scaled answers, are
comverted inte sceres; which can then be given as percentapes. Mext, after obtaining the
percentage, it is then convertad fo qualitative stondards or by stating percentage criteria.

RESLED)

This rescarch sims to develep innovative and effective learning media to improve
students” understanding and skills (n video-based bas keth ) Lectora Inspire swwas chosen as the
platform because of its extraordinary ability to integrate multimedia elements sech as viden,
pext, audhio, and animation, which c@endch the student learning experience. The development
of thix research using ADDIE was developed wsing Analysiz, Design, Development,
Implementation, and Evaloation. After the media is created, 1t continues with a practicality test
The follewing iz an example of figure 1, 2, 3, and 4,
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Figure 1. Lectora's main profile Figure 2. Three basic baskethall techniques
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Fipguire 3. 'L"arluus-t_'r'pﬁ of baskethall Figure 4, Basketball dribbling wideos
dribbles

Az shown by several Figures displayed above which show the varlous memis avallable
during development, starting with introdection, materials, developer profile, and learning
videos. Inaddition, in the material menu, students can find theoretical material to bnprove theair
knowledge of theary and to better wnderstand basic basket @l technigues in practice. Apart
from that, there 15 a leaming video menu that combines several theorles that have been
presented in the maberial menu, For this reason, the Lectora Inspire practicality test was carried
oub o students wsing a questionnalre

Data from practicalization using Lectora Inspire media in basketball leaming using four
indicators including marerial indicarors, leaming media presentation indicators, learning
media wsage indicators, and lanpuage indicatars The explanation of the four indicators can be
seen in the following explanation:
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1. Material incicators

I the material indicators that have been researched the sample of which is 45 students,
friom the four statements in the material indicators, those who answered strongh agree was
104, with a seore of 416 with a percentage of 65.56%, those who answered agres were 104, &0
obtalned a score of 180 with a percentage of 288006 those who answered disagree totaling 13
received a gcore of 26 with a percentage of £.16%, and those who answered strongly disagree
totzling 3 received a score of 3 with a percentage of 048%. . For this reason, the matdgdal
ind icator of practical achievement s in the practical category with 77.63%. These resolts can

be seen in the following tabbe

_Table 1. Material Indicators

@  Interval Answers [n] Total (n]  Percentage  Achievement  Category
Strongly agree 1604 416 B, 5 6%

Agree fill 180 20.80%

Don'tagrea i3 2 4, 16% TTA3% Practicable
sStrongly Disagree 3 3 0, 4H%

Total 180 H25 100%

Source: Processed Data 2023

2, Learning media presentation indicators

Imi the learning media presentation indicators that have been researched and the sample
3 45 students, from the fve statements In the learning media presentation indicators, 105
people answered strongly agree with a score of 420 with a percentage of 54.83%, those who
answered agree totaling 105 obtained a value of 315 with a percentape of 41.12%, those who
answered disagree totaling 14 received a value of 28 with a percentage of 3.65%, and rhose
who answered strongly dizagrec@Btaling 3 received a value of 3 with o percentage 0394, In
this case, from the indicators on the use of le@hing media, the practical achievement is in the
practical atepory with 77, 13%, These results can be seen in the following &hle:

Table 2. Indicators of Learning Media Presentation

@  Iaterval Answers (n)]  Total{m]  FPercentage  Achievement Category
Smrongly agree 105 420 54.B3%

Apree 105 115 #1,12%

Don't agree 14 2H 3,65% T 13% Fracticalle
Strongly Disagree 3 3 0, 3595

Total FhaA Y3 1 LN

Souwrce! Processed Data 2023

3. Indicators of Learning Media Use

I the indicators for the use of leaming media that have been résearched and from which
there were 45 students a5 a sample, of the eight statements contained in the indicatars for the
wse of learning media, 188 people answered strongly agree (551 with a score of 752 with a
percentage of 6LY9%, those who answered agree [(5) totaling 144 obtained a value of 432 with
a percentage of 39.420%, those who answered disagree {T5] totaking 25 received a value of 50
with a percentage of 4.05%, and those who answered strongly disagree (5T5) aling 3
received a value of 3 with o percontage 0.24%. In this case, from the indicaters on the use of
leamin@media. the practical achievement is In Ehe practical catepory with 77.45%. These
results can be seen in the following table:
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Table 3. Indicators of Learning Media Usa

A Interval Answers (n]  Total (n]  Percentage  Achivvement Catepory
Strongly agree 1HE 752 fall, TH%
Apres 144 432 34,92%
Don't agree 25 50 4.05%; AR Fracticable
strongly Disagree 3 3 0,2 4%
Total 1237 1597 1 00019,

Sowrce! Processed Data 2023

4. Language Indicator

Ini the fanguzge indicators that have been researched and from which there were 45
students in the sample, from the three statements in the langouage Indleators, itwas found that
those who answered strongly agree were 79 with a score of 316 with a percentage of 66.53%,
those who answered agres were 4% with a percentage of 147, 30,959, 5 people who answered
disagree got a score of 10 with a percentage of 2.10%, and 2 people who answered strongly
disagree got a score of 2 with a percentage of 0.42%. In this case, the lan@Bge indicator of
practical achicvement is in the practical category with 77 86%. These results can be seen in the
following table:

Table 4. Language indicators
@ Imterval =~ Answers{n] Total (n] Percentage Achievement Category
Strongly agree 74 316 6i5,53%
Agree 44 147 20,95%,
Don't agree 5 L 2,104, 77 86% Practicable
Strongly Disagreo 2 2 0,42%
Total 475 a0 I CHI"

Sowrce: Procezsed Data 2023

After fooking st the feur indicavors that have besn studied above, the werage resulis
obtained from the four indicators are in the practical category. This is proven by the average of
rhe four indicators stated above obtaining a sco@of 77.52%., this criterion isin the practics
category, thus the Leckora Ing@re interactive media developed is suitable for use in the
practical aspect. The following can be seen in the @ble below,

Table 5. Percentage recapitulation per indicatar

Indlcatar Percentage Lategory
Material TT.63% Practicabla
Presentation of Learning Medii TT.13% Pracricalle
Use af learning media T ALY Practicable
Language 7T .Ra% Practicakle
Averags TSN Practicable

This data can also be seen in the diagram shown below:
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Percentage each indicator
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Graph 5. Percentape each indicator

Prron nEage

DISCUSSION

This research shacply focuses on the integration of interactive media, especially with thg
uze of the Lectora Insplre multimedia creation toal. This integration |s designed o create a
mare dynamic and engaging learning experience in the context of basketball learming, The
integration of interactive medis, especially through Lectora Inspire, creates a more dynamic
leaming experience [Shalikhah, 2016), The variety of interactive featurcs on this platform
allows students to be actively invelved, making leaming more interesting and responsive
Lectora Inspire, as a multimedia tool, was chosen to support this integrat§id [Wang et al, 2022 ],
The diversity of features and ease of use of this tool provide flexibility in developing learning
materizls the suit the charscteristics of baskethall learning,

Video-bas@) content is taking center stage, showing a trend toward leveraging visual and
audio elements to pro@de a more immersive and engaged learning experience. This approach
reflects an awareness of the learning preferences of modern students. This research from |Guo
ehal, 2014] marks a shilk in fecus twwards deeper leaming experiences through the wse of
video-hased content Videos can convey information more engagingly and memaorably,
providing an extra dimension that is difficult to achieve with conventional leaming methods,
Furthermore, research by [Cevik & Duman, 2018) about video-based content combines viswal
and audio elements, creating a more engaging learming experience. The combination of moving
fmages, sound, and text can stimulate sensory mudtiplex, helping students understand and
remamborinformation better, Which ultimate b affects student loarning owtcomes in baskethall
learnin

Ef-ammlng the current findings in lght of the existing literature reveals dhe unkgue
contributon of the video-based Lectora Inspive approach. This stedy builds on previous
research (Kirschner e al, 2006) highlighting the unigue contribution of the video-based
Lectora Inspire approach in baskethall learning. An in-depth literature review has been carried
oul tosee how Lectora Inspire has been wsed in ed ucation, especially in the contest of learning
sports such as baskethall [Vewsbergs, 2022) The research findings highlight the specific henefits
and challenges assodated with implementing video-based Lectora Inspire in basketball
instruction, Literature review references help compare findings with previous research [Mayer,
20157 The literature review emphasizes critical aspects relevant to the video-based Lectora
Inspire approach, How recent liverature identifies hey factors that can influence the success ar
Eallure in Im@@ementing this multimedia teol [Hattle et al, 2007

Based oo the practicality of developing interactive learning media using Lectora Inspire
for baskethall learning videos, It can be seeén that Bctora Inspire has been widely used and
recognized In vartous educational enviromments. The development of interactive learning
media using Lectora Inspire hagypeen proven to provide practical and effective solutions to
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improve the laming experience [Ristiani et al, Z020). In addition, Lectora Inspire has boen
recognized for its simplicity and easy-to-use features, making it practical for edocators,
especially heginners, to create interesting learning materials (Kammoto et al, 2023 Amilia &
Untaek, 2021: Murtini et al., 2020]). The applicatlon of Lectora [nsplve is associated with
tncreasing student Interest and enthusizgsm in the learming process, as evidenced by high
student responsas and increased learning outcomes [Rahmayant, 2020). In addition, the use
of Lectora Inspire has been recegnized for its ability to facilitate independent learning, critical
thinking, and the development of complex skills among soud§Ers [ Patrl & Jumadi, 2021

Researchers further explained that the practicality of Lectora Inspire in develeping
Inreractive leaming media has been highlighted in the context of mskdmedia and techinobsgy-
based educ@on. including subjects such as physics, mathematics, and social sciences
{ Herdiyvanuo epal, 2020; Murdineral, 201%; Firman@3h, 2019), The development afinferactive
leaming media wsing Lectora Inspire has proven valid, practical, and effective in increasing
students’ understanding and invelvernent in various subjects {Astrlani et al, 2021). In addition,
the application of Lectora Inspire has been recognized for its ability to improve learning
outconses and provide practical solutions for educators n delivering interesting and effoctive
teaching [Rahmayanti, 2020¢ Nursidik & Suri, 2018). One study [Throhim, 2023] discusses
mnovative teaching strategies to improve basic movement skills in bagletball,

OihgRrelevant research conducted by (Shalikhah et al, 2017; Permatasari ot al, 2020)
explored the use of mteractive Lectora Inspire as an innovative learing tool in basketball that
can be compared with Lectora Inspire-based approaches to identify the most effecti@@tesching
tooks. Apart from that, research [Latifah et al, 20207 discusses the development of Interactive
leaming media wsing the L@tora Inspire application. The findings of this study can be
com pared with other studies trevaluate the impact of interactive media on basketball learning
outcomes. By comparing these st@lies with provious literature regarding basketball education,
a comprehensive analysis can be carrled out to determine the advantages and disadvantages of
nsing Lectora [nspire media in basketball learming

This research provides a deeper understanding of how Lectora Inspire can be optimized
to improve the student learning experience. This imcludes interactive elements that can
Increase engagement and undevstanding of key concopts in basketball learning This
contribution can pok only be applied in developing leaming materials but alse in designing
fearning approaches that are more relevant to the specific characteristics of basketi gL By
exploring practical elements, this research provides insight into how Léctora Inspire can be
applied effectively in active learning. It includes strategies for building student engag@jent
with content, creating surmountable challenges, and increasing student participation in the
learming process,

The resulits of this research provide direct implications fer learning practices in the field
of basketball Teachers and mstructors can use these findings to enrich their learning
approaches with interactive media, especially through the use of Lactora Inspire, to better
achieve learning goals. One of the maln linitations of this research ks the potentizl technical
ohstacles in implementing Lectara Inspire. Factors such as hardware, infernet connectivity, or
sofbware lmitations that cannot always be fully overcome can lmpact the continued and
cons istent use of these tools, These limitations arise from individual differences in learning
ability, motovation, and level of cxperience with technolegy. This variability can influence the
extent to which students con access amd effectively utilize interactive media, such as Lestor
Inspire,

This research provides a deeper understanding of how Ledora Inspire con be optimized
to improve the student learning experience. This contribution can not only be applied in
developing learning materials but also in designing learning approaches that are more relevant
to the specific characteristics of basketball Technical obstacles in implementing Lectora
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Inspire, sucHER software compatibility, limited hardware access, and inadequate technical
suppaort, can have a significant nf@hct on the generalizability of baskethall education research
fincdings. These limitations affect the regul ts of the study and the peneralizability of the findings.
The impact of technical ohstacles on the implementation of Lectora [nspire may interfere with
the peneralization of research results and the Interpretation of fndings in diverss baskethall
eduration contexts.

Although this research provides a valuable contribation. there s a need for further
research that can deepen understanding regarding the effectivensss and practicality of the
fong-term wse of Lectora Inspire. This will help develep practical guidelines and broaden
horizons on the application of multdmedia in baskett@ leaming. By d iscussing these elements,
this research not only provides in-depth insight into the use of Lectora Inspire in the context of
haskethall learning bur also seis the foundaton for the development of kearning appreaches
that are more innovative and responsive to student needs

CONCLUSION

The practicality af developing [nteractive learning media using Lectora Inaplre for video-
based baskethall learning is supported by the widespread use and introduction of Lectora
Ineplre in variows educational envirenments The application of Lectora [nspire has been
associsted with providing interesting ¢ Fective, and practical selutions toimprove the learning
expertence in varlous subjects and levels of education, especially physical karning. For future
researchers to be able to develop Lectora Inspire interactive media in the physical education
learmning process.
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