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ABSTRACT 

This study was to develop a Volleyball Smash Skill Learning Model for College Students. The target 

in this study is students in Banten Province. The research method used is the research and 

development of the Borg and Gall model. The data collection technique used is in the form of expert 

validation results and effectiveness tests through experiments with paired t-test statistical data 

analysis. The results of research and development of the Volleyball Smash Skill Learning Model for 

Students show that the Volleyball Smash Skill Learning Model is worthy of Students. Based on the 

results of the effectiveness test, it shows that the Volleyball Smash Skill Learning Model For College 

Students is effective. This is shown by the results of the T-Test and N-Gain Score on volleyball smash 

skills which show a significant improvement. Therefore, Volleyball Smash Skill Learning Model For 

College Students is effective to improve volleyball smash skills.  
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1 INTRODUCTION  

The basic techniques in volleyball consist of service, bottom passing, top passing, block and smash. 

"The basic techniques of volleyball games are, serve, passing, smash, and block. The serve is divided 

into two, namely, the lower serve and the upper serve, passing is also divided into two, namely the 

bottom pass and the upper pass." (Nur, S., Manurizal, L., &; Putra, 2022). Basic techniques in 

volleyball games have a very important role, this is because it is to maintain the quality of the game 

and develop player achievements. Mastery of basic volleyball techniques is one of the elements that 

determine the victory or defeat of a team in a match in addition to elements of physical, tactical and 

mental conditions. The most important technique in the game of volleyball is smash, a movement 

that every volleyball player must master. So smash in a volleyball game is a form of a series of 

movements made by a player with the aim of crossing the ball towards the opponent while turning 

off the opponent's game and getting points. The smash technique is the most difficult technique in 

volleyball because it requires good physical condition and maximum coordination of motion. Smashes 

require strong power and precise timing. Getting it all is not easy and it takes repeated learning to 

perfect the smash technique. The smash technique is the core or end of an attack that a team builds 

to get points and is also the most often done to get points. 

The smash learning model is a learning used by lecturers or teachers to provide different material to 

students or also to students to avoid boredom and boredom in learning. Every lecturer / teacher in 

preparing a learning program must think about variations in the provision of learning menus. Because 

the learning model is very important to maintain the interest and activeness of students or students 

in following the process of learning activities. The stages for smashing are as follows: Start, Repulsion, 

Ball Blow, Landing Attitude, Judging from the understanding Smash can be defined as a way to play 

the ball effectively and efficiently to get optimal results, but still stick to the rules of the game that 

have been applied.  

So smash in a volleyball game is a form of a series of movements made by a player with the aim of 

crossing the ball towards the opponent while turning off the opponent's game and getting numbers 

and an attack technique that is done by hitting the ball and aims to place the ball into the opposing 

team's area without being blocked or returned by the opponent,  So that it kills the opponent and of 

course adds value or points from the team. Previous research on volleyball in universities, so far has 

been mostly done to analyze the influence of learning, basic techniques for playing volleyball without 

looking at the series of initial attitude movements, implementation attitudes and final attitudes, 
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physiological aspects, strenght and conditioning, tests and measurements and biomechanics related 

to playing strategies. Such as research conducted by (Nur, S., Manurizal, L., & Putra, 2022) on the 

Contribution of Arm Muscle Explosive Power and Hand Eye Coordination to the Accuracy of Volleyball 

Smashes of Sports Coaching Education Students of Universitas Riau. Research conducted by (Sumarna, 

D., &; Muhani, 2022) discusses the Effect of Drill Training on the Accuracy of Volleyball Smashes. 

Research conducted by (Hadiana, Aris, 2020) Media Development of Volleyball Smash Tools for FIK 

Students of Medan State University in 2019. Research conducted by (Endang Pratiwi, Hegen Dadang 

Prayoga, 2019, entitled Analysis of reaction speed in UNSIKA volleyball athletes. Previous research 

shows that there has been no comprehensive research on physical education learning in universities 

on volleyball material related to the volleyball smash learning model for students. 

1. RESEARCH OBJECTIVES 

This research and development in general is to produce new products that will later be applied in 

learning activities to make it easier for lecturers to provide volleyball smash learning materials to 

students and make it easier for lecturers to achieve the expected volleyball smash learning results. 

Research and Development of volleyball smash learning models for students specifically has several 

objectives including: Getting in-depth information about the learning process of smash skills in 

students in college, Improving the learning process and learning outcomes of volleyball smash skills 

in students in college, Developing volleyball smash skill learning models, Creating a safe learning 

atmosphere,  Comfortable and fun when learning smash skills with learning models., Provide 

information to students to be more active in following the learning process. The ultimate goal of this 

development research is to produce products in the form of books and applications that contain 

learning models of volleyball smash skills for students, so that they can complement the existing 

learning assistance, namely so that learning in students can: 

1. METHODOLOGY 

This research is a development research, which is developing a model of learning volleyball smash 

skills, both individually and in groups. Planning and preparation are factors that determine the 

success of a development. The preparation and development are made as well as possible with the 

hope that they can be complete and clear guidelines and guidelines. The characteristics of the 

volleyball smash skill learning model that will be created or applied are the volleyball smash skill 

learning model is adjusted to the characteristics of students, this learning model is designed to vary 

so that the learning process becomes more interesting and the process of learning volleyball smash 

skills makes it easier for students to digest the material. The main target of this research is to develop 

a volleyball smash skill learning model that can help students make it easier to absorb volleyball 

smash skills learning material. 

Research on the development of this volleyball service model uses a research and development model 

(Research and Development) from Borg and Gall which consists of ten steps in research, namely 

among others (Borg &; Gall, 2004. 

 
The target of this study is to make a learning model of volleyball smash skills, therefore planning and 

preparation are needed in order to provide clear instructions and guidance in the implementation of 

research later in learning, planning and preparing learning models are factors that determine the 
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success of a program. Therefore, the development of a smash learning model with a learning model 

that will be compiled and developed in the form of modifications to several learning models consisting 

of 24 learning model items. The objects in this study are students from 3 campuses in Banten 

Province, namely; Prima Gaha University campus, Jalan Trip, Jamaksari No. 1A, Kaligandu, Serang 

District, Serang City, Banten 42111. 2). Sultan Ageng Tirta Yasa University Campus (UNTIRTA), Jalan 

Ciwaru Raya Cipare, Serang District, Serang City, Banten 42117. 3) STKIP Setia Budhi Rangkasbitung 

Campus, Jalan Budi Utomo No. 22 L, Muara Ciujung Education Complex, Rangkasbitung District Team, 

Lebak Regency, Banten. 

The smash technique has a high level of difficulty so that technical skills and mastery depend on age, 

physical ability and duration of learning. The learning models developed aim to improve smash skills 

in students so as to minimize technical errors and increase accuracy when doing smashes 

 Volleyball Smash Test Results Pretest and Posttest 

 

Testee 

Experimental Group  

 

 

Testee 

Control Group 

Pretest 

 

Posttest 

 

Pretest 

 

Posttest 

 

1 89 95 1 88 91 

2 87 95 2 87 90 

3 86 95 3 86 88 

4 86 95 4 87 89 

5 87 95 5 84 86 

6 85 93 6 85 91 

7 85 91 7 87 90 

8 86 92 8 86 89 

9 88 92 9 87 88 

10 90 95 10 90 92 

11 87 93 11 84 90 

12 85 92 12 88 90 

13 85 93 13 85 90 

14 86 95 14 88 89 

15 87 92 15 87 88 

16 87 91 16 86 88 

17 85 93 17 84 89 

18 88 95 18 88 90 

19 90 95 19 84 88 

20 88 95 20 85 86 

21 89 95 21 89 91 

22 85 92 22 84 86 

24 86 93 24 88 89 

24 88 93 24 85 86 

25 91 95 25 86 89 

26 87 90 26 87 88 

27 87 91 27 88 89 

28 88 92 28 86 90 

29 87 92 29 85 87 
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30 87 93 30 86 88 

31 90 95 31 88 89 

32 87 92 32 87 90 

33 89 95 33 86 91 

34 85 93 34 86 89 

35 91 95 35 84 90 

36 86 91 36 85 87 

37 85 92 37 84 87 

38 87 93 38 86 92 

39 86 92 39 85 88 

40 87 93 40 83 90 

41 89 95 41 83 89 

42 83 88 42 87 88 

43 89 95 43 88 91 

44 88 92 44 89 93 

45 88 95 45 86 87 

∑ 727 991 ∑ 682 811 

X 16,15 22.02 X 15.15 18.02 

SD 1,78 1.57 SD 1.69 1.68 

 

In the table above can be seen the average pretest  and posttest values. The average posttest score 

is greater than the average posttest score. This shows that the average  volleyball smash ability 

increases after using the learning model. After the researcher knew the average pretest  and posttest 

results, next, to determine the effectiveness of  the volleyball smash ability increased after using 

the   learning model, the N-Gain percent test and T test were carried out using the independent 

sample t test. The results of the N-Gain Percent test are obtained as follows: 

 

N-Gain Percent Test Results 

 

No Class N-Gain Percent Interpretasi 

1 Ekperimen 69,59 Cukup Efektif 

2 Kontrol 28,57 Tidak Efektif 

 

Based on  the N-gain Percent results, it shows that the average N-gain percent score for the 

experimental class (  Volleyball smash learning model   ) is 69.59% included in the "Quite effective" 

category. With a minimum N-gain percent value of 33.33% and a maximum N-gain percent of 90%. 

While for the average N-gain percent for the control class was 28.57% included in the "Ineffective" 

category. With a minimum N-gain percent value of 9.09% and a maximum N-gain percent value of 

60%. So with that it can be concluded that the use of  the volleyball smash learning model is  effective 

to improve the results of volleyball smashes. While the results of volleyball smashes without using a 

learning model are not effective. Based on the results of this effectiveness, according to Nieveen's 

opinion quoted by (Trianto, 2007), that the model is said to be good if it meets the criteria, namely 

one of logical theoretical rational validity. Likewise, the same opinion according to (Widdiharto, 

2004) states that a good learning model, one of which is to have logical theoretical rational 

characteristics and learning goals to be achieved. From the test results above show that it has a 

significant improvement after being given to learn  volleyball smash skills, so that it can be used and 

applied to . 
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Tests of Normality 

 

Kelas 

Kolmogorov-Smirnova Shapiro-Wilk 

 Statistic df Sig. Statistic df Sig. 

N-Gain 

Persen 

Eksperimen .130 45 .055 .943 45 .029 

Kontrol .120 45 .104 .936 45 .015 

 

Based on the table above shows that the experimental class's N-Gain percent significant values are 

0.055 > 0.05 and 0.104 > 0.05 control class then the hypothesis is accepted. This indicates that N-

Gain  volleyball smash capabilities are experimental grade and control is normally distributed.  

Next, researchers conducted an average difference test. This test uses an independent sample t 

test with a significant level of 0.05. The test results of the average difference in N-Gain of  

volleyball smash ability are as follows: 

Independent Samples Test 

 

Levene's Test 

for Equality 

of Variances t-test for Equality of Means 

F Sig. t df 

Sig. (2-

tailed) 

Mean 

Differenc

e 

Std. Error 

Difference 

95% Confidence 

Interval of the 

Difference 

Lower Upper 

NGain_Pe

rsen 

Equal 

variances 

assumed 

.565 .454 -12.541 88 .000 -

41.01920 

3.27076 -

47.5191

5 

-

34.5192

6 

Equal 

variances 

not 

assumed 

  

-12.541 87.544 .000 -

41.01920 

3.27076 -

47.5196

2 

-

34.5187

9 

 

Based on the table above, it is known that the value, Sig (2-tailed) is 0.000 < 0.05. obtained tcalculate 

score  = 12.541 with df = 88. obtained ttabel = 1.98729, then  the increase in the volleyball smash 

skill ability of the  experimental group is higher than the increase in the smash ability of the volleyball 

of  the control group. Thus it can be concluded that the use of  the volleyball smash learning model 

is  effective for improving the results of volleyball smash  skills  for college students. 

3.3 DATA ANALYSIS TECHNIQUES  

The data analysis technique in this study used descriptive quantitative data analysis techniques. The 

method of calculating data analysis is to find the relative frequency of the percentage, with the 

formula (Sugiyono, 2011) as follows: 

P=F/N×100% 

P = Percentage sought 

F = Frequency 

N = Number of Respondents 

  

2 RESULTS AND DISCCUSION 

Based on the test results, it can be concluded that the volleyball smash skill learning model  is feasible 

to use and Effective in improving abilities. However, the products produced by researchers certainly 

have advantages and disadvantages. Therefore, to achieve the perfect product, the researcher will 

give some suggestions: 

1. Lecturers need to provide control and master the material well in the learning 

process. Lecturers must have excellent supervision skills in learning techniques. The sport of 

volleyball uses movements that allow injury to . So if anyone abuses this method, an injury occurs. 

Therefore, it is important to carry out intensive supervision from lecturers (Musa et al., 2017) 
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Lecturers must master the teaching material and have the latest references. Lecturer knowledge is 

positively related to the process of teaching and learning activities (Sunaryo, &; Yusuf, 2016). The 

importance of improving the quality of education and the quality of educational services that can 

educate and teach while producing and quality graduates (Muhlison, 2014). Lecturers need to increase 

knowledge to enrich the material they want to deliver and not make them experience boredom. 

Increasing interest is very important in the learning process (Budiarti &; Muhammad, 2013). 

2. The learning model must be arranged based on the level of difficulty to facilitate 

lecturers in providing material, lecturers must study the level of difficulty of the learning model 

before teaching. The level of difficulty can be analyzed by trying to study the model related to the 

ability to be taught. The learning process must be carried out with clear stages. The process is better 

to do in a row. That is starting from an easy process then a more difficult learning process. This is 

done to easily understand every volleyball smash movement  . A volleyball smash style-based learning 

model  was created by researchers to help improve volleyball smash style results . So, this model was 

created certainly for the need to convince them that studying this material is more fun. Therefore, 

this model is expected to be a reference for teachers, trainers and also for the students themselves. 

1.  STUDY LIMITATIONS 

After some research, this product has some disadvantages that need to be changed, but there are 

some advantages of this product. That is; Able to improve basic movements and skills.  Based on the 

results of the experiment, such models can be used and can improve smash results  much better. The 

lecturers are expected to teach various fundamental movement skills, techniques, and strategies for 

games and sports, internalization values (sportsmanship, honesty, cooperation), and healthy living 

habits. Its implementation is not through conventional teaching in the classroom which is a theoretical 

study but involves physical, mental, intellectual, emotional, and social elements (Hartati, 2012). 

According to research conducted by (Ariawan &; Hartono, 2014; Bhayangkara, 2018; Djawa, 2017) 

that Games increase interest in performing basic movements.  This model can be done in several 

Game approach models.   

The model contains elements of games and competitions, and most like it. Learning while playing 

competitions is very important to increase interest in learning. According to research conducted by 

(Aria wan &; Hartono, 2014; Bhayangkara, 2018; Djawa, 2017), interest is strongly influenced by the 

pleasant atmosphere in the Game. Lecturers must have good creativity to attract attention in sports. 

In addition to using the Game, increased competitive activity also needs to be done. Competitive 

activities can be carried out by competitions. A competitive atmosphere can increase enthusiasm to 

show their abilities.  pay more attention to competition to perform the techniques taught by the 

teacher, In addition, it can stimulate psychomotor, cognitive, and affective.       

With this model applied, it can quickly move actively. Active movement can improve students' 

psychomotor movements, making students happier to move than still. Lecturers are expected to 

provide places and facilities for students to develop cognitive, affective, and psychomotor abilities 

through fun play activities for students. Thus, stimulation for the overall growth and development of 

students can be achieved appropriately. Through a variety of fun physical activities, students get a 

positive impact, especially on their growth and development can feel comfortable and safe in the 

teaching and learning process.      

Safety and comfort in the learning process are very important to do. A high sense of security in 

learning can increase interest in education. There is insecurity faced for fear of injury. So the method 

of using the Game provides a sense of security for you. In addition, comfort in learning can also be 

realized along with the knowledge of security they experience. A sense of security and comfort 

supports a learning process that is more conducive to . It is expected that a sense of security and 

comfort can be connected with increased competence. Based on research conducted by wisdom 

(2015) If physiological needs and the need for security have been met, then there is a need for love, 

affection, and belonging. So that it will develop student skills that can appreciate lessons and support 

the success of learning  volleyball smash. 

Students can be more active and enthusiastic, so they don't get bored.      
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By applying the model, students tend to prefer learning while playing so that students can master 

the movements better. According to (Fauziah, 2013), physical factors come from during teaching and 

learning activities.  experiencing fatigue or fatigue experienced by the body due to the activities they 

do. Causes the appearance of learning saturation , including lazy learning, neglect of tasks, decreased 

concentration so that some of them pay less attention to lessons. With the application of this model, 

it is expected that it will not experience saturation due to slowness. Lecturers must adjust the age 

capacity of each student. 

This model can help lecturers in delivering skills material.     With this model, lecturers find it more 

helpful in the learning process. This model is easy to do and implement with Game elements. 

As a reference and new knowledge, especially for physical education and sports in schools.  This 

model can provide more benefits in the field of physical education and sports because it has an 

element of movement that is useful and fun. 
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