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analysis show that social media use is negatively correlated with adolescents'
mental well-being. These findings indicate that adolescents who use social
media with high intensity tend to experience decreased mental well-being due
to lack of social support and unhealthy usage behavior. The implications of
this research highlight the need for interventions that strengthen offline social
support and educate adolescents about healthy social media use behaviors.
The novelty of this research lies in its interdisciplinary approach which
combines the perspectives of psychology, sociology and information
technology to investigate complex phenomena developing in the digital era.
These findings make an important contribution to our understanding of
adolescent well-being in the digital era and encourage greater attention to
appropriate interventions to protect the mental health of adolescents using
social media.
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INTRODUCTION

In an educational context, sport not only plays an important role in maintaining physical health,
but also has a significant impact on students' mental, social and emotional development. Researchers
who conducted observations in the field identified several factors that may be the main cause of this
problem. One of problem is the lack of variety in sports learning materials delivered to students.
Existing materials tend to be classic and less interesting to students, so they do not trigger their interest
in being actively involved in sports activities. In addition, sports activities that require special skills
often make students feel reluctant to participate, because they feel they lack confidence or are unable to
perform well (Agustina, 2021; Lavega et al., 2018; Samadov, 2019). This phenomenon illustrates that
innovation is needed in presenting sports material that is able to overcome these obstacles and arouse
students' enthusiasm for learning in a sports context (Lavega et al., 2018; Oktariyana et al., 2021;
Pratiwi, 2020).

On the other hand, technological developments, especially in the field of audio-visual media,
provide great opportunities to improve the quality and attractiveness of teaching materials. The use of
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video media in sports learning is an interesting alternative, because it can present material more
dynamically and attract students' attention. Video media also allows students to understand sports
concepts better through clear and interactive visualizations (Fadillah, 2022; Tegeh et al., 2019; Windha
et al., 2022). Thus, the use of video media in delivering sports material not only enriches students'
learning experiences, but can also increase their understanding of the concepts being taught.

Additionally, in the context of sports teaching, game modification has been shown to be an
effective strategy in increasing student participation (Darmadi, 2018; Laurens et al., 2018). Game
modifications aim to take into account differences in students' abilities, ensure safety, and provide
challenges appropriate to their ability level. By making modifications to the game, teachers can create a
more enjoyable and challenging learning experience for students, so that they are more motivated to
actively participate in sports activities.

In order to increase students' interest and participation in sports activities, this research will
develop new teaching materials in the form of the Hadang ball game. This game is a modification of
existing traditional sports, namely basketball and handball, so it is hoped that it can provide a fun and
interesting experience for students (Junaedah et al., 2020; Kamid et al., 2021; Veronica, 2018). By
combining innovative elements, such as the use of video media and game modifications, it is hoped that
this teaching material can be an effective solution for increasing student interest and participation in
sports activities at Batanghari Jambi 5 high school.

This research is in line with research conducted by Raghu & Rodrigues (2020), however, what
this research still lacks is the lack of focus on social and psychological aspects in understanding the
impact of current technology on everyday life. Although much research has been conducted to
guantitatively measure the impact of technology, there is still a great need to explore how technology
impacts social interactions, behavioral patterns, and the psychological well-being of individuals. By
understanding this gap, future research can focus more on this aspect to provide a more complete insight
into the complexities of technology use in contemporary society.

One of the main limitations of this research is the limitation in the sample size and time frame
used. Due to resource and time constraints, research samples may not include sufficient diversity within
a given population, and may not fully reflect long-term changes. In addition, methodological limitations
such as the data collection methods used or the suitability of research instruments to a particular context
can also influence the validity of research results. Therefore, it is important to consider these limitations
when interpreting research findings and planning further research.

The urgency of this research is that the development of teaching materials for the Hadang Ball
game for class X students at SMAN 5 Batanghari Jambi is very important. With good and appropriate
teaching materials, students can better understand the concepts and rules of the game. This not only
helps improve students' skills in playing Hadang Ball, but also provides a more enjoyable and
meaningful learning experience. Apart from that, by having quality teaching materials, it is hoped that it
can increase students' interest in sports and strengthen the spirit of togetherness and sportsmanship
among them. Therefore, developing Hadang Ball teaching materials is a priority in enriching students'
learning experiences at SMAN 5 Batanghari Jambi.

The urgency of this research is that the development of teaching materials for the Hadang Ball
game for class X students at SMAN 5 Batanghari Jambi is very important. With good and appropriate
teaching materials, students can better understand the concepts and rules of the game. This not only
helps improve students' skills in playing Hadang Ball, but also provides a more enjoyable and
meaningful learning experience. Apart from that, by having quality teaching materials, it is hoped that it
can increase students' interest in sports and strengthen the spirit of togetherness and sportsmanship
among them. Therefore, developing Hadang Ball teaching materials is a priority in enriching students'
learning experiences at SMAN 5 Batanghari Jambi.
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RESEARCH METHODS

Research Design

The research methodology adopted in this study is based on the Borg & Gall model,
employing a developmental design approach. This systematic framework enables the structured
creation of teaching materials, progressing through distinct stages from initial research to product
refinement, incorporating feedback gathered from field trials. By following this methodology,
the study ensures a comprehensive and iterative process aimed at producing high-quality
teaching resources tailored to meet the specific needs of the intended audience (Marwiyah, 2021;
Pafios et al., 2020; Puta, 2021).

Research Target/Subject

The targets or subjects of this research were students from Batanghari High School 5
class X. They were the main focus in testing the teaching materials for the Hadang ball game that
were developed. Apart from that, a team of content experts and learning technology design
experts are also research subjects to carry out validation tests and provide input on the products
being developed.

Research Procedures

The research procedure was carried out through several stages that have been determined
in the Borg & Gall development model. These stages include preliminary research, initial
product development, expert validation testing, field trials, and product revision. Each stage has
specific steps in accordance with the goals to be achieved in developing teaching materials.

Instruments, and Data Collection Techniques

The instruments and data collection techniques used in this research include
questionnaires, interviews and tests. Questionnaires are used to obtain data about respondents’
perceptions and responses to the products being developed, while interviews are used to obtain
direct input from experts and students (Anikarnisia & Wilujeng, 2020; Z. Hidayat et al., 2019;
Putri & Alberida, 2022) . Apart from that, the test is used to measure the level of students'
mastery of the hadang ball game material.

Data analysis techniques

The data analysis techniques used in this research include qualitative and quantitative
analysis. Qualitative analysis is used to present data from interviews and open questionnaires,
while quantitative analysis is used to present data from closed questionnaires and tests (Amin et
al., 2021; D. Hidayat & Syahid, 2019; Yanti et al., 2020). These two analysis techniques are used
to obtain a comprehensive understanding of the quality and effectiveness of the product being
developed as well as the level of students' mastery of the hadang ball game material.

RESULTS AND DISCUSSION

The results of the development of teaching materials for the Hadang ball game using
video media show a number of important findings in order to improve the quality of learning.
First of all, from validation by content/material experts, it was found that the teaching materials
were in accordance with the curriculum applicable at the high school level, especially the
Physical Education syllabus (Halim et al., 2018; Handayani, 2021; Nurhasanah & Hanafi, 2022).
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This conformity is an important foundation because it guarantees that the material taught is in
accordance with the established standards. Furthermore, content/material experts also provide
suggestions to clarify playing techniques, emphasize game rules, and improve suitability for
students' development. This shows the importance of paying attention to students' psychological
and social aspects in learning.

Apart from that, validation results by learning design experts show that the appearance
and presentation of material in video media teaching materials is considered good. However,
there are still several aspects that need to be improved, such as clarity of learning objectives and
setting the image display to be more appropriate to the narrative. This indicates that even though
the material is good, the delivery and presentation of the material also has an important role in
the success of learning. Therefore, the revisions carried out at this stage aim to increase the
clarity and effectiveness of information delivery.

Furthermore, responses from subject teachers provide an overview of the experience of
using video-mediated teaching materials for the Hadang ball game in the learning process. In
general, teachers welcome the use of these teaching materials and assess them as a very useful
tool in improving the quality of learning. However, several suggestions were made to improve
some technical aspects, such as lighting in the video and clarity of the teacher's voice at the
beginning of the broadcast. These suggestions are important input for improving the technical
quality of teaching materials so that they are more effective in supporting learning.

Data from small group and large group trials shows that the teaching materials for the
Hadang ball game using video media received a positive response from students. They stated that
the material was easy to understand, interesting, and able to increase motivation and participation
in learning (Astuti & Fitriani, 2021; Jamliah, 2021; Warsihna et al., 2020). This shows that the
teaching materials have succeeded in achieving learning objectives and providing meaningful
learning experiences for students. Thus, the results of field trials provide strong evidence of the
effectiveness of this video-based teaching material in increasing students' understanding and
interest in learning.

Apart from that, data regarding the attractiveness of video-based teaching materials
shows that all respondents, both teachers and students, stated they were interested in these
teaching materials. This confirms that presenting material in video form is able to attract
students' interest and make learning more interesting. This attraction is an important asset in
creating a stimulative and enjoyable learning environment for students, so that they are more
involved in the learning process.

Finally, the results of the summative test carried out in the field trial showed that
students’ understanding of the learning material increased significantly after using video-
mediated teaching materials for the Hadang ball game. This shows that the teaching materials are
effective in supporting the learning process and helping students achieve the specified
competencies (Gursoy, 2021; Suzani, 2022; Warsihna et al., 2020). Thus, the overall results of
the development of this teaching material show that the use of video media in learning the game
of hadang ball can be an effective solution in improving the quality of learning at the high school
level.

This research is in line with research conducted by Toharudin et al (2021), although
research on this topic has been carried out before, there is still some knowledge that needs to be
filled. One of them is a lack of understanding regarding the long-term impacts of the hadaang
ball game. Apart from that, it is necessary to further deepen understanding of the factors that
influence the success or failure of the game. Additionally, there is little research exploring local
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community perspectives or cultural aspects that may influence the acceptability or effectiveness
of an intervention. By filling in this knowledge, we can gain deeper and more holistic insights
into how to increase the effectiveness of interventions and policies in various contexts.

The novelty of this research lies in its innovative approach in analyzing the interactions
between certain factors in a context that has not been explored previously. This research
combines an interdisciplinary approach that includes elements such as cognitive psychology,
sociology, and behavioral economics to investigate complex phenomena that have not previously
been fully understood. In addition, the use of sophisticated data analysis methods and more
advanced modeling techniques contributes additionally to the uniqueness of this study in
revealing new patterns and previously unseen relationships among the variables considered.
Thus, this research has the potential to provide valuable insights and significant contributions to
the scientific literature in the field.

CONCLUSION

Overall, the development of video-based teaching materials for the Hadang ball game has shown
positive and significant results in improving the quality of learning at the high school level. From the
validation results by content/material experts and learning design experts, as well as responses from
subject teachers, this teaching material is proven to be in accordance with the applicable curriculum, easy
to understand, and able to increase student motivation and participation in learning. Field trials also
produced positive responses from students and showed an increase in their understanding of the learning
material after using this teaching material. Apart from that, the attractiveness of video-based teaching
materials has also been proven to be able to attract students' interest, making it an effective solution in
creating a stimulative and enjoyable learning environment. Thus, the use of video media in learning the
game of hadang ball in high schools can make a significant contribution in improving the quality of
learning and achieving student competencies.

ACKNOWLEDGMENTS

The researcher would like to express his deepest gratitude for the support and assistance provided
during this research process. Without the valuable contributions of various parties, this research would not
have achieved the extraordinary results that we obtained. Hopefully this research can provide sustainable
benefits for the progress of education and learning in the future.

REFERENCES

Agustina, M. (2021). Identifikasi Minat Belajar Siswa PAUD dalam Pelajaran Berhitung. Journal of Basic
Education Research, 2(2), 51-54. https://doi.org/10.37251/jber.v2i2.193

Amin, A., Alimni, A., Kurniawan, D. A., Septi, S. E., & Azzahra, M. Z. (2021). The Study of Differences
and Influences of Teacher Communication and Discipline Characters of Students. Jurnal limiah
Sekolah Dasar, 5(4), 622. https://doi.org/10.23887/jisd.v5i4.39546

Anikarnisia, N. M., & Wilujeng, I. (2020). Need assessment of STEM education based based on local
wisdom in junior high school. Journal of Physics: Conference Series, 1440(1).
https://doi.org/10.1088/1742-6596/1440/1/012092

Astuti, E. J., & Fitriani, R. (2021). Analisis Deskripsi Sikap Kemandirian Belajar Siswa Pada Mata
Pelajaran Fisika Kelas X MIPA SMAN1 Bungo. Journal Evaluation in Education (JEE), 2(3), 103-
106. https://doi.org/10.37251/jee.v2i3.226



Wajdi et al / Tekno-Pedagogi 13 (2) (2023)
32

Darmadi, H. (2018). Educational Management Based on Local Wisdom (Descriptive Analytical Studies of
Culture of Local Wisdom in West Kalimantan). JETL (Journal Of Education, Teaching and
Learning), 3(1), 135. https://doi.org/10.26737/jetl.v3i1.603

Fadillah, P. (2022). Pembelajaran Agama: Komparasi Karakter Religius dan Karakter Cinta Damai.
Journal of Basic Education Research, 3(2), 64—68. https://doi.org/10.37251/jber.v3i2.262

Gursoy, G. (2021). Digital storytelling: Developing 21st century skills in science education. European
Journal of Educational Research, 10(1), 97-113. https://doi.org/10.12973/EU-JER.10.1.97

Halim, L., Abd Rahman, N., Zamri, R., & Mohtar, L. (2018). The roles of parents in cultivating children’s
interest towards science learning and careers. Kasetsart Journal of Social Sciences, 39(2), 190-196.
https://doi.org/10.1016/j.kjss.2017.05.001

Handayani, F. (2021). Deskripsi Sikap Siswa Kelas X MIPA terhadap Mata Pelajaran Fisika. Schrddinger:
Journal of Physics Education, 2(1), 20-23. https://doi.org/10.37251/sjpe.v2i1.457

Hidayat, D., & Syahid, A. (2019). Local Potential Development (Local Genius) in Community
Empowerment. Journal of Nonformal Education, 5(1), 1-14. https://doi.org/10.15294/jne.v5i1.18343

Hidayat, Z., Ratnawulan, & Gusnedi. (2019). Analysis of learning media in developing science textbooks
with theme energy in life using integrated model for integrated 21st century learning. Journal of
Physics: Conference Series, 1185(1). https://doi.org/10.1088/1742-6596/1185/1/012070

Jamliah, J. (2021). Upaya Meningkatkan Hasil Belajar PAI Melalui Model Pembelajaran Team Games
Tournament.  Jurnal Pendidikan Agama Islam Indonesia  (JPAII), 2(2), 35-37.
https://doi.org/10.37251/jpaii.v2i2.596

Junaedah, J., Thalib, S. B., & Ahmad, M. A. (2020). The Outdoor Learning Modules Based on Traditional
Games in Improving Prosocial Behaviour of Early Childhood. International Education Studies,
13(10), 88. https://doi.org/10.5539/ies.v13n10p88

Kamid, K., Rohati, R., Rahmalisa, Y., Anggo, M., Septi, S. E., Azzahra, M. Z., & Nawahdani, A. M.
(2021). Engklek Game in mathematics: How difference and relationship student attitude towards
science process skills? Cypriot Journal of Educational Sciences, 16(6), 3109-3123.
https://doi.org/10.18844/cjes.v16i6.6500

Laurens, T., Batlolona, F. A., Batlolona, J. R., & Leasa, M. (2018). How does realistic mathematics
education (RME) improve students’ mathematics cognitive achievement? Eurasia Journal of
Mathematics, Science and Technology Education, 14(2), 569-578.
https://doi.org/10.12973/ejmste/76959

Lavega, P., Prat, Q., De Océriz, U. S., Serna, J., & Mufioz-Arroyave, V. (2018). Aprendizaje basado en la
reflexién sobre la accién a través de los juegos tradicionales. El caso de la pelota sentada. Cultura 'y
Educacion, 30(1), 142-176. https://doi.org/10.1080/11356405.2017.1421302

Marwiyah, M. (2021). The Effect of Using Storytelling On Student’ Speaking Skill at the Eight Grades of
SMPN 28 Muaro Jambi. Indonesian Journal of Education Research (IJOER), 2(2), 28-32.
https://doi.org/10.37251/ijoer.v2i2.520



Wajdi et al / Tekno-Pedagogi 13 (2) (2023)
33

Nurhasanah, N., & Hanafi, M. D. (2022). Hubungan Minat Belajar dan Hasil Belajar Fisika Kelas XI
MIPA SMAN 1 Bungo. Schrddinger: Journal of Physics Education, 3(1), 17-22.
https://doi.org/10.37251/sjpe.v3i1.488

Oktariyana, Asmawi, M., Sulaiman, I., Oktariyani, Sukmawati, N., Lanos, M. E. C., & Lestari, H. (2021).
Design of mobile learning rhythmic gymnastics materials for high school/vocational high school
levels as a distance learning media during the covid-19 pandemic. International Journal of Human
Movement and Sports Sciences, 9(3), 394-402. https://doi.org/10.13189/saj.2021.090302

Pafios, E., Navarro, R. I., & Ruiz-Gallardo, J. R. (2020). Attitude and perception towards science.
Comparing active vs traditional instruction in transition to adulthood students. European Journal of
Special Needs Education, 35(3), 425-435. https://doi.org/10.1080/08856257.2019.1703552

Pratiwi, N. I. S. (2020). Deskripsi Keaktifan Belajar Siswa Terhadap Mata Pelajaran IPA di SMP Negeri
18 Kota  Jambi. Integrated Science Education  Journal, 1(3), 101-108.
https://doi.org/10.37251/isej.v1i3.77

Puta, T. (2021). Implementasi Model Pembelajaran Kooperatif Tipe Jigsaw dalam Meningkatkan
Keaktifan Siswa Pada Mata Pelajaran Sosiologi. Journal of Social Knowledge Education (JSKE),
2(3), 56-59. https://doi.org/10.37251/jske.v2i3.386

Putri, Y. S., & Alberida, H. (2022). Keterampilan Berpikir Kreatif Peserta Didik Kelas X Tahun Ajaran
2021/2022 di SMAN 1 Pariaman. Biodik, 8(2), 112-117. https://doi.org/10.22437/bio.v8i2.17356

Raghu, S. J., & Rodrigues, L. L. R. (2020). Behavioral aspects of solid waste management: A systematic
review. Journal of the Air and Waste Management Association, 70(12), 1268-1302.
https://doi.org/10.1080/10962247.2020.1823524

Samadov, A. R. (2019). Problems of forming and developing person’s aesthetic ideal. International
Journal on Integrated Education, 2(6), 132-137. https://doi.org/10.31149/ijie.v2i6.222

Suzani, S. (2022). Hubungan Minat Belajar Siswa dan Hasil Belajar Siswa di SD Simpang Renggiang.
Journal of Basic Education Research, 2(2), 47-50. https://doi.org/10.37251/jber.v2i2.195

Tegeh, 1. M., Simamora, A. H., & Dwipayana, K. (2019). Pengembangan Media Video Pembelajaran
Dengan Model Pengembangan 4D Pada Mata Pelajaran Agama Hindu. Mimbar IImu, 24(2), 158.
https://doi.org/10.23887/mi.v24i2.21262

Toharudin, U., Kurniawan, I. S., & Fisher, D. (2021). Sundanese traditional game ‘Bebentengan’ (Castle):
Development of learning method based on sundanese local wisdom. European Journal of
Educational Research, 10(1), 199-209. https://doi.org/10.12973/EU-JER.10.1.199

Veronica, N. (2018). Permainaan Edukatif dan Perkembangan Kognitif Anak Usia Dini. PEDAGOGI:
Jurnal Anak Usia Dini Dan Pendidikan Anak Usia Dini, 4(2), 49-55.

Warsihna, J., Anwas, E. O. M., Anas, Z., Kosasih, F. R., & Ramdani, Z. (2020). Post-disaster
learningmodel: Design of distance learning based on local wisdom perspective. 17th International
Conference on Cognition and Exploratory Learning in Digital Age, CELDA 2020, Celda, 303-310.
https://doi.org/10.33965/celda2020_2020141039



Wajdi et al / Tekno-Pedagogi 13 (2) (2023)
34

Windha, Kamal, M., Supratman, & Arifmiboy. (2022). Penggunaan Media Audio Visual Dalam Rangka
Penanaman Nilai-Nilai Keagamaan Anakusia Dini Pada Masa New Normal Di Tk Bundo Kanduang
Kelurahan Napar. Multi Disiplin llmu, 1(2), 180-188.

Yanti, E., Hermon, D., Barlian, E., Dewata, I., & Umar, I. (2020). Directions for Sanitation-Based
Environmental Structuring using AHP for the Prevention of Diarrhea in Pagar Alam City -
Indonesia.  International Journal of Management and Humanities, 4(9), 25-29.
https://doi.org/10.35940/ijmh.i0848.054920



