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In this pandemic period, a teacher must use effective media in the learning 
process to increase student understanding and motivation. This study aimed to 
see differences in student motivation and understanding in learning football 
material before and after using android media. This research is quantitative 
research with a pre and post-test design group. The population in this study was 
the eighth class of VIII SMPN 1 Cimahi, Cimahi Regency, the academic year 
2020-2021 in August. The sample in this study was in the eighth class of SMPN 
1 Cimahi. Statistical analysis used a parametric test if it fulfilled the classical 
assumptions. The results showed increased student motivation and 
understanding of football material before and after implementing learning 
using Android media. Through these results, the teacher can use Android to 
learn, especially during a pandemic like now. 

Abstrak 

Di masa pandemik ini seorang guru harus menerpakan media yang efeketif 
dalam proses pembelajaran sehingga pemahaman dan motivasi siswa dapat 
meningkat. Tujuan dari penelitian ini adalah untuk melihat perbedaan 
motivasi dan pemahaman siswa dalam belajar materi sepakbola sebelum dan 
sesudah menggunakan media android. Penelitian ini merupakan penelitian 
kuantitatif dengan desain pre and postes design group. Populasi dalam 
penelitian ini adalah kelas VIII SMPN 1 Cimahi Kabupaten Cimahi tahun 
pelajaran 2020-2021 pada bulan Agustus. Sampel dalam penelitian ini di 
kelas VIII A SMPN 1 Cimahi. Instrumen penelitian menggunakan angket 
motivasi dan tes pemahaman siswa. Analisis statistik menggunakan uji 
paramterik jika memenuhi asusmsi klasik. Hasil penelitian menunjukan 
bahwa terdapat peningkatan motivasi dan pemahaman siswa dalam materi 
sepakbola sebelum dan sesudah melaksanakan pembelajaran dengan 
menggunakan media android. Melalui hasil ini guru dapat menggunakan 
android sebagai alternatif dalam melaksanakan pembelajaran khusunya pada 
masa pandemic seperti sekarang ini 
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INTRODUCTION  

One of the successes of a person in learning is determined by his motivation in education. 

Motivation is related to a person's ability to do something on impulse with a supportive environment 

(Keegan et al., 2010). Students who have good motivation have a good attitude, and this is shown 

when they are given the assignment to do something from the teacher (E. Kim, 2018) (Y. Kim et al., 

2017). People who have high motivation will be enthusiastic about doing their work compared to 

students who do not have high enthusiasm. Therefore, motivation affects students in achieving the 

desired achievement (Spittle & Byrne, 2009). 

In physical education subjects, student motivation is essential in learning. Students can use 

motivation to develop their abilities in studying the material to quickly practice what is understood 

(S. Kim et al., 2020). Through motivation, students get used to the spirit of learning. Motivation can 

be used by someone to reduce tension when competing in a sporting event (Vlachopoulos et al., 

2000)(Wallhead et al., 2014). Reducing uncertainty in the case that he can control his emotions 

when competing in a state of readiness and with a low level of anxiety (Sepriadi, 2019). 

 Motivation is divided into two types, and some motivations arise from within (intrinsic) and 

some from outside (extrinsic). (Vlachopoulos et al., 2000)(Spittle & Byrne, 2009) (S. Kim et al., 

2020). Internal motivation is encouragement from someone to do something of their own accord. In 

other words, he has his motive for doing it (Heilat & Seifert, 2019)(Ednie & Stibor, 2017). In terms 

of learning, the strongest intrinsic motivation underlies a person is because that person wants to 

excel in that field (Houser, 2006). While external motivation is the motivation that arises from 

outside, for example, he has a good environment. He is motivated by his friends to do something to 

get the best results. (Chen et al., 2019)(Heilat & Seifert, 2019). Both intrinsic motivation and 

extrinsic motivation need to be considered by teachers to have good results in physical education 

subjects. Motivation is a strong impetus for someone to achieve something. Motivation is essentially 

a person's awareness of having the nature of his responsibility. The motivation that exists in a person 

will appear when he has high aspirations to achieve his goals. It is why motivation is so important in 

the context of achieving specific goals. 

Football is a game that relies on team cohesiveness and the maturity of the coach in carrying 

out instructions during matches. Nevertheless, in football, the psychology of the player determines 

the success in every game. One of the essential elements that players must have in a football match 

is motivation to compete (Kiliç et al., 2015)(Chrysidis et al., 2020). Through solid motivation, a 

player can play well on the field. To grow motivation, teachers need to be wise in responding because, 

in a pandemic situation like today, an exciting learning process can determine student motivation in 

learning. (Katz et al., 2009)(Mavropoulou et al., 2019). Through good motivation, students will have 

good independence too (Wolters & Benzon, 2013).  One of the lessons that teachers can do in a 

pandemic situation like today is to use well-designed media in an android application. 

Android can display various media in the learning process. Educators can use multimedia 

which is a combination of multiple media, both teachers and lecturers, to increase students' 

motivation in learning (Y. Kim & Kim, 2013) (Rodiyana et al., 2020)(Swadesi & Kanca, 2019a). 

Motivation for students in terms of the learning process is an intense desire to understand the 

material being studied. Strong motivation in students is formed when the environment in these 

students encourages the creation of good motivation. Android is a widely used platform in Indonesia, 

and it is noted that Indonesia is one of the most prominent Android users in the world. The 

underlying reason Android is commonly used in Indonesia is that its use is considered easy in terms 

of learning (Kugler et al., 2011)(Herjanata & History, 2017). 

Android can be designed by teachers in the online learning process whose process can be 

repeated by students to learn without being limited by time and can be carried out anywhere 

(Wicahyani et al., 2018)(Hoerunnisa et al., 2019). Android, being easy to use, can add animation 

elements in it so that the process of understanding material for students can run well because of the 
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dynamic nature of learning and easy to apply. (Sri Mulyani, 2018)(Fister et al., 2014). Understanding 

football material, of course, requires suitable media to learn it. This is because there is a strong 

impetus for students to learn well. Android media, in this case, becomes a strong impetus in terms 

of students learning soccer material. It should be interpreted that the android media made it easier 

for students to learn anytime and anywhere so that its use can be done without knowing time limits. 

This concept will make it easier for students to learn well because they can repeat the learning 

material that the teacher has given. 

Android can improve students' understanding ability in physical education has been studied 

by (Prima Ngandhika et al., 2018; Swadesi & Kanca, 2019b). The results of both studies state that a 

well-designed android effectively improves students' understanding of physical education subjects. 

The exciting thing from this research is that in addition to looking at students' knowledge, it also 

looks at motivation during learning using Android. This study gets a more detailed picture of 

students' understanding and encouragement in learning to use Android. This research is more 

directed at the students' ability to understand the essential subject of football in 8th-grade junior 

high school. The material does various movement skills ranging from kicking, holding, dribbling, 

and shooting the ball. Through this research, it is expected that students' ability to understand the 

material can increase and students' motivation in learning also increases. 

METHOD 

This research is a type of quantitative research with a pre and post-test design group. The 

population in this study was class VIII of SMPN 1 Cimahi, Cimahi Regency, for the 2020-2021 

academic year in August. The sample in this study was in class VIII A of SMPN 1 Cimahi. This study 

collaborated with physical education and health teachers for class VIII A at SMPN 1 Cimahi. The 

research instrument consisted of tests and non-tests. The test grid consists of an understanding of 

the understanding and history of football and the basic techniques of playing football. 

In comparison, the non-test motivational grid consists of a strong desire to achieve, 

encouragement, expectations, and rewards in learning. The test consists of students' understanding 

of football and non-test material, namely students' motivation after learning with android media. 

The statistical test used is the parametric statistical test, namely the paired-sample t-test if it meets 

the formality requirements, and the Wilcoxon test if it does not meet the classical assumption test 

requirements. The hypotheses tested consisted of 2 trials of motivation and student understanding, 

the pairs of hypotheses were as follows: 

Pair of hypotheses I 

Ho: there is no difference in students' learning motivation before and after carrying out learning 

using android media 

H1: there are differences in students' learning motivation before and after carrying out learning using 

android media 

Hypothesis II 

Ho: there is no difference in students' understanding of football material before and after carrying 

out learning using android media 

H1: there is no difference in students' understanding of football material before and after carrying 

out learning using android media 

FINDINGS AND DISCUSSION  

The previously used Android was designed in advance by the researcher and consulted with 

the VIII grade teacher. Android developed already meets validation standards. Validators come from 

sports teachers and lecturers in the field of sports, especially soccer. Then the media was also 

previously validated by media experts, so the appearance of the media also met the criteria. It is done 

so that learning is more effective and can increase students' understanding and motivation. The 

design of the android application is as follows: 
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Figure 1: Created Android View 
(Source: author's document) 

After everything is considered ready and the researcher has coordinated with the SMPN 1 

Cimahi teacher, the application is distributed through Google Classroom, usually used by the 

teacher. Before students learn with the android media, a pretest is first conducted to understand and 

motivate students to learn. Then after the test results are obtained, the teacher distributes the 

application designed to students. During 4 x meetings, students understand football material, 

namely basic techniques ranging from dribbling, kicking, and holding the ball in a soccer game. All 

students are required to understand the material in the application. The material presented is 

material with soccer which is packaged starting from the history and basic techniques of playing 

football. The material is presented through android media that the researcher has made. 

After the implementation of learning is completed for four meetings, a final test is carried out 

as a condition for conducting statistical tests. The test given is the same as when the pretest was 

presented at the beginning of the lesson. The results of the pretest and post-test can be described as 

follows: 

Table 1. Distribution of Students' Motivation Pretest and Posttest Results 

 N Minimum Maximum Sum Mean Std. Deviation 

Motivasi_Pre 32 36.00 67.00 1625.00 50.7812 8.03514 

Motivasi_Post 32 66.00 88.00 2324.00 72.6250 4.96276 

Valid N (listwise) 32      

Based on the table, it can be seen that there is a significant difference in motivation before and 

after learning using android media. The motivation before the average is 50.7, while the motivation 

after the standard is 72.6. It shows that students' motivation has changed after the teacher learned 

to use android media in its delivery. In addition, the results of the pretest and post-test students' 

understanding are as follows: 

Table 2. Distribution of Students' Understanding Pretest and Posttest Results 

 N Minimum Maximum Sum Mean Std. Deviation 

Pemahaman_Pre 32 50.00 80.00 2152.00 67.2500 7.66643 

Pemahaman_Post 32 77.00 100.00 2687.00 83.9688 4.92187 

Valid N (listwise) 32      

These results illustrate that students' understanding has also increased from the previous 

average score of 67.25 to 83.96. It shows that students' understanding increases during learning 
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using android media. To ensure that the hypothesis is accepted or rejected, it is necessary to test it 

with the following steps: 

The classic assumption test that must be met is the normality test for both. The results of the 

classical normalize assumption test using Shapiro Wilk are as follows: 

Table 3. Normality Test Pretest and Posttest Motivation and Understanding  

 Shapiro-Wilk 

 Statistic df Sig. 

Motivasi_Pre .897 32 .005 

Motivasi_Post .914 32 .014 

Pemahaman_Pre .966 32 .405 

Pemahaman_Post .892 32 .004 

 

The test criteria for the normality test is that the sample comes from a population that is 

typically distributed if the significance value is > 0.05; in other conditions, the sample comes from a 

population that is not normally distributed. The results in Table 3 illustrate that only the 

understanding pretest has a significance value > 0.05, 0.405. In contrast, the others are less than 

0.05, thus three things, namely pre and post motivation and post understanding in the normality 

test, do not meet the normality criteria, so the statistical test the non-parametric test used is the 

Wilcoxon test as a substitute for the paired-sample t-test parametric test. The pairs of hypotheses 

tested are as follows: 

Based on the results of data processing and analysis of data analysis and accompanied by 

hypothesis testing, the results of the analysis test are as follows: 

The test criteria reject Ho if the significance value is < 0.05 in other conditions, Ho is accepted. 

The results are as follows: 

Table 4. Hypothesis Testing of Motivation and Understanding 

 Motivasi_Post - 
Motivasi_Pre 

Post and Pre Understanding 

Asymp. Sig. 
(2-tailed) 

.000 
 

.000 

Based on these data, it can be concluded that Ho is rejected for motivation and understanding. 

So that it can be supposed that there are differences in students' learning motivation before and after 

implementing learning using android media; there are differences in students' understanding of 

football material before and after carrying out learning using android media. 

These results illustrate that motivation and understanding have increased because the teacher 

learns using android media. Android media aims to make it easier for students to understand the 

material because it is flexible, easy to use, and repeated (Kuntadi et al., 2019)(Swadesi & Kanca, 

2019a). Students' understanding seems to have increased due to android use, attracting students' 

interest in the learning process. This pandemic situation shows that learning using android media 

can be a stimulus for students to be interested in learning so that students' understanding can 

increase. In this study, we see that the very high number of android users in Indonesia is an 

opportunity for educators to develop accessible and flexible media to make it easier for students to 

understand the material. 

The results of this study are strengthened by research (Kartini, 2020; Lubis & Ikhsan, 2015) 

that using android media can improve students' cognitive abilities and learning motivation. Android 

is designed to be used easily so that its use can be felt by students effectively. It is following the 

opinion that Android is a platform that is widely used in Indonesia. It is noted that Indonesia is one 

of the most prominent Android users in the world. The underlying reason Android is widely used in 

Indonesia is that its use is considered easy in terms of learning (Kugler et al., 2011)(Herjanata & 

History, 2017). The use of Android that is arranged simply on certain materials can make it easier 
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for students to be interested in carrying out learning with these media. It should be underlined that 

intrinsic motivation is essential for educators to improve so that students want to know well (Kuntadi 

et al., 2019) 

Intrinsic motivation arises because there is encouragement from within students to be 

enthusiastic about learning. Some interviewed students found that using Android made students 

passionate about education because it was easy to use. Some students responded that "android is 

easy to learn, android is simple to learn, it can be anywhere." Android media can be a suitable means 

of understanding the material in students. Thus good students will be able to practice what they 

know. This shows a motivation that educators can raise if they use media that can be used effectively 

and efficiently.  

CONCLUSION  

Based on the data processing and analysis results, it can be concluded that there is an increase 

in students' motivation and understanding of football material before and after learning using 

android media. Through these results, teachers can use Android as a supporting alternative in 

carrying out learning, especially during a pandemic like today. This is because android media is a 

suitable media and can be applied in all subjects. The limitations in this study were due to the 

pandemic period of difficulty in controlling students in learning to use Android. Then there were 

several obstacles in terms of smartphones that did not support the application used. 
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