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Abstract. This study aims to create a learning model of basic techniques of sila based on video of 

the sepak takraw course for Physical Education students of the Faculty of Teacher Training and 

Education, Universitas Sriwijaya. The development procedure used in this study used the research 

and Development method. The research subjects were physical education students. Based on the 

results of the stage I media expert validation, the percentage was 73.2. The results of the validation 

of sepak takraw for the first stage of obtained a percentage of 71.4 in the fairly decent category. 

Based on the results of expert validation, the average percentage of the assessment was 72.3. The 

implication of this research is that the research product is quite feasible to use. 
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1   Introduction 
 

One of the basic techniques of Sepak Takraw that must be mastered by students of the 

faculty of teacher training and education at Universitas Sriwijaya is the technique of sepak sila. 

Sepak sila is used to serve and pass the ball to the opposing side. Saputro & Supriyadi, sepak sila 

is the most basic technique that must be mastered. This is because most of the sepaktakraw games 

use the technique of sepak sila to receive the ball and pass the ball [1]. Qoryaningtyas, besides 

being a basic technique in the Sepaktakraw game, soccer sila is also the key to playing the game, 

including passing for smashes, passing and serving, and if the technique of sila football is well 

mastered it will be easier to receive the ball from opponent attacks [2]. 

Lecture material in the physical education study program of the Faculty of Teacher Training 

and Education, Universitas Sriwijaya, namely the basic skills of Sepaktakraw with a weight of 2 

credits. Based on observations in the field, the second semester students of the physical education 

and health study program have difficulty understanding and practicing the material about basic 

techniques of sepak sila in the sepak takraw course. At the time of practice students have not 

mastered the basic techniques of sepaksila, and when giving material in class only provides 

material that is theoretical, the learning model in the form of videos is not given in detail. This 

causes learning to be monotonous and students' understanding of the material is not very clear. 

Achievement of student learning outcomes is influenced by choosing the right learning 

model. Models for learning in the application of learning must be implemented in accordance 

with the needs and characteristics of students. Aryanti., Victorian, and Yusfi, choosing the right 

learning technique is needed by a teacher. It aims to improve student learning outcomes [3]. 

According to Fuad., Zubaidah., Mahanal., & Suarsini, the main factor determined the increase in 

the quality of teaching in schools is the needs and interests of teachers during implementation, 

innovative models in teaching. The main factor that determines the improvement in the quality of 

teaching in schools is the needs and interests of teachers when implementing innovative learning 

models in teaching [4]. The relevant research by Faizin shows that there are differences in the 
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results of learning football with the application of using a learning model, namely the cooperative 

Student Teams Achievement Division (STAD) type in learning football sila elementary 

Pademonegoro class V [5]. Nur et al. in his research, it shows that there is an effect of the direct 

learning model on the mastery of the Sepak Takraw technique with an increase of 61.02%. There 

is also the influence of the cooperative learning model on the basic techniques of Sepak Takraw 

with an increase of 46.43%. However, the direct learning model is more effective in mastering 

the basic techniques of Sepak Takraw than the cooperative learning model, with a post-test mean 

difference of 2.889 [6]. 

Choosing the right learning model for students is believed to be able to help convey messages 

correctly, effectively, efficiently, can create and enrich learning experiences, be able to present a 

picture of an event as close or real as possible, and be able to increase student activity and skills. 

This is so that the learning objectives can be achieved properly. Variations in the learning model 

can use video to make understanding easier for students. The use of video-based sepak sila 

learning models for physical education students is needed. This aims to achieve learning 

objectives. Daryanto, Media Video aims to help the learning process be better for mass learning, 

individually or in groups. Mass learning, the benefits of video media are very real. Perez, Video a 

is used for teachers to reflect and train. Therefore, video analysis can support one's reflection and 

teaching can be improved [7]. 

Based on the problems that exist in the field, the researchers are interested in conducting 

research on the Sepak Sila Technique Learning Model Based on the Video Course of Sepak 

Takraw. 

 

2   Method 

This research is a research and development research. These steps were adapted into the 

following for design research and development procedures:  

a. Information gathering in the field 

Literature review and field studies are carried out first at this stage. Learning is 

carried out by tracing the learning model literature, basic techniques of precepts, learning 

approaches using video, and science, technology, engineering and mathematics (STEM). 

Literature in the form of journals, research results, and football handbooks. 

 

b. Analyze the information that has been collected 

Needs analysis is carried out by studying the available resources in the study 

program which is planned to be a research site in the Faculty of Teacher Training and 

Education, Universitas Sriwijaya. Needs analysis in the soccer precepts learning model in 

the course Sepak Takraw. 

 

c. Early product development (Draft Model) 

The third stage is the making of the initial draft of the product in the form of a 

video-based basic technique of learning model, after the next analysis process is the 

product stage that can be useful and help lecturers in learning and learning activities. 

(a) Expert Validation 

The fourth stage of Expert Validation, before a small-scale trial is carried out on the 

initial product, the product must receive validation from material experts, namely: (a) 

Sepak takraw learning expert and (b) media expert. The validation process can get input 

on the initial product. 

The eligibility categories according to Arikunto [8] are:  
Table 1. Eligibility Categories 

Score in percentage Eligibility Category 

<40%  Not good / unworthy 

40%-55%  Not Good / Not Feasible 

56%-75%  Good Enough / Decent Enough 

76%-100%  Good / Worth it 

 



 
    

3   Results and Discussion 
The purpose of this study was to create a model for learning basic techniques of sila based on 

video of the sepak takraw course for students of the unsri faculty of physical education. The 

research product was in the form of a video-based learning model of basic soccer techniques.  

3.1   Results 

  Research learning of sepak sila technique based video for sepak takraw course is validated by 

experts in their fields, namely a media expert, an expert on football material. 

a. The Results of Media Expert's Validation 
 

Table 2. Results of the Media Expert Validation Stage I 

Code Σ Score 

Maximum 

(%) Category 

APB 41 56 73.2 Decent enough 

 
Percentage = Total/Score Maximum 

      = 41/56X100 

     = 73.2 

The first stage of validation obtained a percentage of 73.2 so it was stated that according to the 

media expert, the category was "quite feasible". 

 

b. The Results of Sepak Takraw Expert's Validation 
 

Table 3. Validation Results of Sepak Takraw Game Expert Stage I 
 

No Code Σ Score 

Maximum 

% Category 

1 APB 20 28 71.4 Decent enough 

 

            Percentage = Total/Score Maximum 

             = 20/28X100 

             = 71.4 

The first stage of validation obtained a percentage of 71.4 so that it can be stated that 

according to the Sepak Takraw expert, the video-based soccer learning model is in the “quite 

feasible” category. 
 

c. The Average Percentage Result of the Assessment 
 

Table 4. The Average Percentage Result of the Assessment 

 

No Validation Results 

1 Media Expert's  73.2 

2 Sepak Takraw Game Expert 71.4 

3 Average Percentage Result 72.3 

 

Based on the results of the 2 experts in stage I the average percentage was 72.3. So, the 

research product in the form of a video-based sepak sila learning model is quite feasible to be used 

in learning Sepak Takraw. 
 

3.2    Discussion 

 Based on the results of the validation by media experts and sepak takraw game experts, the 

average percentage was 72.3. This shows that the video-based sepak sila learning model is quite 

feasible to use in learning sepak takraw. The research product in the form of a video-based 

learning model with implementation instructions and the target of students was correct. Roche & 

Gal-Petitfaux, in their research shows the potential effects of using 360° video in teacher 



 
    

education. The two main results that can be seen are: 1) The use of 360° videos allows the pre-

service teacher to live an immersive experience. 2) The use of 360 ° video must be used with a 

wide-angle or point of view to understand the situation in depth [9]. Semarayasa revealed that the 

use of video is used in the learning process because it can provide more space for students to 

become independent learning and improve their independent learning abilities. In addition, it can 

assist students in achieving maximum competencies and skills. Through videos, they can develop 

awareness to assess strengths and weaknesses. These useful insights are provided not only for the 

students themselves, but also for the teachers / trainers [10]. Major, a consistent finding is that 

video is effective when used as part of teacher professional development. Since studies largely use 

thematic qualitative analysis, however, this consensus needs further examination [11]. 

 Models for learning can have a positive impact on students in learning. The learning model 

using video can provide student learning motivation and improve learning outcomes. Therefore, 

the video-based football learning model can be used for learning Sepak Takraw. 
 

4   Conclusion 
Learning using video can provide good benefits for students in understanding the learning 

material, namely the soccer precepts technique. The results of the stage I media expert validation, 

the percentage was 73.2. The results of the validation of sepak takraw for the first stage of 

obtained a percentage of 71.4 in the fairly decent category. Based on the results of expert 

validation, the average percentage of the assessment was 72.3. The implication of this research is 

that the research product is quite feasible to use. 
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