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Abstrak 

 

Tujuan dari penelitian ini adalah untuk mengetahui pengaruh dari media 

pembelajaran digital game based learning (DGBL) terhadap motivasi belajar dan 

keterampilan gerak dasar shooting bola basket siswa kelas XI SMAN 1 Cianjur. 

Metode penelitian yang digunkan dalam penelitian ini adalah Eksperimen dengan 

menggunakan desain The Randomized Pretest-Posttest Control Group Design. 

Populasi penelitian yang digunakan adalah siswa siswi dari SMAN 1 Cianjur, 

dengan sampel menggunakan purposive Sampling, yang diambil dua kelas secara 

acak. Instrumen yang digunakan adalah instrument Sport Motivation Scale (SMS-

II) yang dikembangkan oleh Pelletier, dkk (2013) yang bertujuan untuk motivasi 

belajar dan basketball shooting accuracy test (Pojski & Preliminary, 2010) untuk 

keterampilan gerak dasar shooting bola basket. Dari penelitian ini dapat 

disimpulkan bahwa terdapat pengaruh positif pada motivasi belajar siswa dan 

tidak terdapat pengaruh pada keterampilan gerak dasar shooting bola basket pada 

penggunaan media pembelajaran digital game based learning. 

 

Kata kunci : digital game based learning, motivasi, shooting basketball 
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Abstract 

 

The purpose of this study was to determine the effect of digital game based 

learning (DGBL) learning media on learning motivation and basic motion skills 

in basketball shooting for grade XI students of SMAN 1 Cianjur. The research 

method used in this study was an experiment using the Randomized Pretest-

Posttest Control Group Design. The study population used was students from 

SMAN 1 Cianjur, with samples using purposive sampling, which were taken two 

classes randomly. The instrument used was an instrument developed by Pelletier, 

et al (2013) aimed at learning motivation and basketball shooting accuracy tests 

(Pojski & Preliminary, 2010) for basic basketball shooting skills. From this study 

it can be concluded that there is a positive influence on student motivation and 

there is no influence on the basic motion skills of shooting basketball on the use of 

digital learning media based learning games 

 

Keyword : digital games based learning, motivation, shooting basketball 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

mailto:hakiky@upi.edu


DAFTAR ISI 

 Halaman 

ABSTRAK …………………………………………......…………………………. 

ABSTRACT ………………………………………......…………………………... 

KATA PENGANTAR ……….........……………………………………………… 

UCAPAN TERIMA KASIH …………………………………………………...... 

DAFTAR ISI ……………………………………………………………….....…. 

DAFTAR TABEL …………….........…………….......................................…… 

DAFTAR GAMBAR …........................................................................................... 

DAFTAR LAMPIRAN………..……….............................................................. 

 

BAB I     PENDAHULUAN  

1.1 Latar Belakang Penelitian ………………………………………… 

1.2 Rumusan Masalah Penelitian...............….….…….............……… 

1.3 Tujuan Penelitian ……………………….……………………..... 

1.4 Manfaat Penelitian ..……………………………………….…….. 

1.5 Struktur Organisasi ………....……………..…………………...... 

 

BAB II    KAJIAN PUSTAKA. 

2.1 Media Pembelajaran..................................................................... 

2.1.1 Pengertian Media Pembelajaran.......................................... 

2.1.2 Fungsi dan Peranan Alat Peraga dan Media dalam Pelajaran 

2.2 Digital Game Based Learning....................................................... 

2.3 Motivasi Belajar............................................................................. 

2.3.1 Pengertian dan Fungsi Motivasi........................................... 

2.4 Keterampilan Gerak Dasar Shooting Bola Basket.......................... 

2.4.1 Bola Basket........................................................................ 

2.4.2 Keterampilan Gerak Dasar Shooting............................... 

2.4.3 Shooting .......................................................................... 

2.5 Penelitian yang Relevan ............................................................. 

2.6 Kerangka Pemikiran   ...................................................................... 

2.7 Hipotesis Penelitian ...................................................................... 

i 

ii 

iii 

iv 

vi 

ix 

xi 

xii 

 

 

1 

6 

6 

7 

7 

 

 

10 

10 

11 

12 

14 

14 

17 

17 

18 

18 

20 

21 

23 



 

 

BAB III   METODE PENELITIAN 

3.1 Metode dan Desain Penelitian.......................................................... 

3.1.1 Validasi Desain Penelitian  ............................................... 

3.2 Partisipan ............... ……………..……….………….…………… 

3.2.1 SMAN 1 Kabupaten  Cianjur ................................................ 

3.3 Populasi dan Sampel Penelitian....………….……………………. 

3.3.1  Populasi ............................................................................. 

3.3.2     Sampel ................................................................................ 

3.4 Instrumen Penelitian ....................................................................... 

3.4.1 Pengukuran Motivasi ......................................................... 

3.4.2     Tes Keterampilan Dasar Shooting Bola Basket   ..........… 

3.5 Prosedur Penelitian ...................................................................... 

3.5.1 Scenario Penelitian ............................................................. 

3.5.2    Tahap Persiapan Penelitian ................................................. 

3.5.3     Tahap Pelaksanaan Penelitian ......................................... 

3.5.4     Tahap Akhir Penelitian ................................................... 

3.6 Analisis dan Pengolahan Data ...................................................... 

3.6.1 Uji Normalitas Data ......................................................... 

3.6.2 Uji Homogenitas Data...................................................... 

3.6.3 Uji Hipotesis Data ........................................................... 

 

BAB IV    HASIL dan PEMBAHASAN  

4.1 Hasil Penelitian................................................................................ 

4.1.1 Deskripsi Data ................................................................. 

4.1.2 Uji Normalitas .................................................................  

4.1.3 Uji Homogenitas ............................................................. 

4.2 Uji Hipotesis ........................................................ .......… 

4.3 Temuan Penelitian……...………………………………............. 

4.3.1 Hipotesis 1 ....................................................................... 

4.3.2 Hipotesis 2 ...................................................................... 

 

 

 

25 

26 

     29 

29 

29 

29 

29 

30 

30 

32 

35 

36 

40 

41 

41 

42 

43 

43 

44 

 

 

45 

45 

46 

47 

47 

50 

50 

52 



 

BAB V     SIMPULAN, IMPLIKASI DAN REKOMENDASI  

5.1 Simpulan …………………………...…………………....……... 

5.2 Implikasi…….. …………………....………………………………. 

5.3 Rekomendasi................................................................................ 

DAFTAR PUSTAKA …………………………...…………………………….. 

LAMPIRAN-LAMPIRAN.................................................................................. 

 

 

54 

54 

55 

56 

61 

 

 

 

 

 

 

 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



DAFTAR PUSTAKA 

 

Aarsand, P. (2012). The ordinary player: Teenagers talk about digital games. 

Journal of Youth Studies, 15(8), 961–977. 

https://doi.org/10.1080/13676261.2012.685150 

Admiraal, W., Huizenga, J., & Heemskerk, I. (2014). International Journal of 

Inclusive Gender-inclusive game-based learning in secondary education, 

(December), 37–41. https://doi.org/10.1080/13603116.2014.885592 

Alderman. (1974). Psychological behavior in sport.Philadelphia. W. H. Saunders 

Company. 

Anderson, S. L. (2018). Crafting Courses as Game Spaces : Examining Video 

Games Classes in Communication Crafting Courses as Game Spaces : 

Examining Video Games Classes in Communication. Communication 

Studies, 00(00), 1–18. https://doi.org/10.1080/10510974.2018.1539022 

Azwar, S. (2010). Motivasi Dalam Belajar. 

Https://Www.Google.Co.Id/?Gws_rd=cr&ei=iDZnWJD4McLbvgTzhKW4D

g#q=buku+motivasi+belajar+pdf, 1–8. 

Bajovic, M. (2018). Playing and learning across the concrete and digital realms: a 

new context for the new learners. International Journal of Play, 7(2), 199–

209. https://doi.org/10.1080/21594937.2018.1496002 

Barney, D., & McGaha, P. (2013). Where’s the B. E. E. E? Everyone Can Be A 

Shooter: Shooting Fundamentals and Activities Revisited. Strategies, 19(5), 

34–36. https://doi.org/10.1080/08924562.2006.10591214 

Beckman, T. (2016). The Fear of Falling Behind in Youth Sports, (January). 

Bonanno, P., & Kommers, P. A. M. (2010). Educational Psychology : An Gender 

differences and styles in the use of digital games Gender Differences and 

Styles in the Use of Digital Games. 

https://doi.org/10.1080/0144341042000294877 

Brace, D. K. (2018). Testing Basketball Technique. American Physical Education 

Review, 29(4), 159–165. https://doi.org/10.1080/23267224.1924.10652232 

Brophy, E.J. & Gold, L.T. (1990). Educational psychology, New York: Long 

Man. 

Cao, Y., Ajjan, H., & Hong, P. (2013). college teaching : A structural equation 

analysis, 44(4), 581–593. https://doi.org/10.1111/bjet.12066 

Chen, H. H., & Yang, T. C. (2013). The impact of adventure video games on 

foreign language learning and the perceptions of learners, (October 2014), 

37–41. https://doi.org/10.1080/10494820.2012.705851 



Chung, J., Hwang, S., & Won, D. (2015). The International Journal of the History 

of Sport Globalization , Media Imperialism and South Korean Sport, 

3367(December). https://doi.org/10.1080/09523367.2015.1004887 

Eck, R. Van. (2006). Digital Game-Based Learning : It ’ s Not Just the Digital 

Natives Who Are Restless …. Educause Review, 41(2), 1–16. 

https://doi.org/10.1145/950566.950596 

Erčulj, F., & Štrumbelj, E. (2015). Basketball shot types and shot success in 

different levels of competitive basketball. PLoS ONE, 10(6), 1–14. 

https://doi.org/10.1371/journal.pone.0128885 

FIBA. (2018). 2018 OFFICIAL BASKETBALL RULES BASKETBALL RULES 

&amp; BASKETBALL EQUIPMENT, (October), 98. Retrieved from 

http://www.fiba.basketball/documents/official-basketball-rules.pdf 

Filipe, C., Farias, G., Harvey, S., Hastie, P. A., Filipe, C., Farias, G., … Harvey, 

S. (2019). Effects of situational constraints on students ’ game-play 

development over three consecutive Sport Education seasons of invasion 

games. Physical Education and Sport Pedagogy, 0(0), 1–20. 

https://doi.org/10.1080/17408989.2019.1571184 

Fraenkel, J. R., Wallen, N. E., & Hyun, H. H. (2012). HOW TO DESIGN AND 

EVALUATE RESEARCH IN EDUCATION (Eighth Edi). New York, 

Americas: The McGraw-Hill Companies. 

Gil-Doménech, D., & Berbegal-Mirabent, J. (2017). Stimulating students’ 

engagement in mathematics courses in non-STEM academic programmes: 

A game-based learning. Innovations in Education and Teaching 

International, 3297(June), 1–9. 

https://doi.org/10.1080/14703297.2017.1330159 

Gros, B. (2014). Journal of Research on Technology in Education Digital Games 

in Education, (November), 37–41. 

https://doi.org/10.1080/15391523.2007.10782494 

Greenberg & Baron. (1993). Behavior in Organizations (Fourth Edition). Boston: 

Allyn and Bacon 

Grosch, M. (2013). Media use in higher education from a cross-national 

perspective. Electronic Journal of E-Learning, 11(3), 226–238. 

Hidayat, Y (2017). Psikologi Olahraga. Bandung:CV Bintang WarliArtika 

Hopkins, L., Hampton, B. S., Abbott, J. F., Buery-joyner, S. D., Craig, L. B., 

Dalrymple, J. L., … Page-ramsey, S. M. (2017). To the point : medical 

education , technology , and the millennial learner. The American Journal of 

Obstetrics & Gynecology, 1–5. https://doi.org/10.1016/j.ajog.2017.06.001 

Jung, I. (2011). The dimensions of e-learning quality: From the learner’s 

perspective. Educational Technology Research and Development, 59(4), 



445–464. https://doi.org/10.1007/s11423-010-9171-4 

Kartikawati,I (2017) Implementasi Penggunaan Media Digital Games Basid 

Learning Terhadap Motivasi Belajar Dan Keterampilan Dasar Sepak Bola. 

Bandung : Program Pendidikan Olahraga. Universitas Pendidikan Indonesia. 

Knight, H. R., Hartman, K. L., & Bennett, A. (2019). Gun Violence, eSports, and 

Global Crises: A Proposed Model for Sport Crisis Communication 

Practitioners. Journal of Global Sport Management, 0(0), 1–19. 

https://doi.org/10.1080/24704067.2019.1576144 

Kow, Y. M. (2018). Digital Introspection Within Learning-on-my-Own Rhetoric 

Among Computer Gamers. Mind, Culture, and Activity, 25(1), 40–52. 

https://doi.org/10.1080/10749039.2017.1329319 

Lai, E. R. (2011). Motivation : A Literature Review Research. Research Reports, 

(April), 43. https://doi.org/10.2307/3069464 

Li, Q. (2013). Digital games and learning: a study of preservice teachers’ 

perceptions. International Journal of Play, 2(2), 101–116. 

https://doi.org/10.1080/21594937.2013.817105 

Lieberman, D. A., Bates, C. H., & So, J. (2009). Computers in the Schools Young 

Children ’ s Learning With Digital Media, (January 2014), 37–41. 

https://doi.org/10.1080/07380560903360194 

Maksum. (2012). Metodologi Penelitian dalam Olahraga. Surabaya: Unesa 

University Press. 

Marston, H. R. (2013). Digital Gaming Perspectives of Older Adults : Content vs . 

Interaction Digital Gaming Perspectives of Older Adults : Content vs . 

Interaction, (August 2014), 37–41. 

https://doi.org/10.1080/03601277.2012.700817 

Mayer, R. E. (2003). ELEMENTS OF A SCIENCE OF E-LEARNING, 29(3), 

297–313. 

Mcgillivray, D., Mcpherson, G., Jones, J., & Mccandlish, A. (2015). Leisure 

Studies Young people , digital media making and critical digital citizenship, 

(August). https://doi.org/10.1080/02614367.2015.1062041 

Meyers, E. M., Erickson, I., & Small, R. V. (2013). Digital literacy and informal 

learning environments: An introduction. Learning, Media and Technology, 

38(4), 355–367. https://doi.org/10.1080/17439884.2013.783597 

Nakano, N., Fukashiro, S., & Yoshioka, S. (2018). The effect of increased 

shooting distance on energy flow in basketball jump shot. Sports 

Biomechanics, 3141, 1–16. https://doi.org/10.1080/14763141.2018.1480728 

Nasaruddin, N. (2018). Media Dan Alat Peraga Dalam Pembelajaran Matematika. 

Al-Khwarizmi: Jurnal Pendidikan Matematika Dan Ilmu Pengetahuan 

Alam, 3(2), 21–30. https://doi.org/10.24256/jpmipa.v3i2.232 



Nolan, J., & Mcbride, M. (2014). Beyond gamification : reconceptualizing game- 

based learning in early childhood environments, 4462. 

https://doi.org/10.1080/1369118X.2013.808365 

Pelletier, L. G., Rocchi, M. A., Vallerand, R. J., Deci, E. L., & Ryan, R. M. 

(2013). Validation of the revised sport motivation scale (SMS-II). 

Psychology of Sport and Exercise, 14(3), 329–341. 

https://doi.org/10.1016/j.psychsport.2012.12.002 

Pelletier, L. G., Rocchi, M., Guertin, C., Hébert, C., & Sarrazin, P. (2017). French 

adaptation and validation of the Sport Motivation Scale-II (Echelle de 

Motivation dans les Sports-II). International Journal of Sport and Exercise 

Psychology, (June), 1–18. https://doi.org/10.1080/1612197X.2017.1339729 

Perini, S., Luglietti, R., Margoudi, M., Oliveira, M., & Taisch, M. (2018). 

Computers in Industry Learning and motivational effects of digital game-

based learning ( DGBL ) for manufacturing education – The Life Cycle 

Assessment ( LCA ) game. Computers in Industry, 102, 40–49. 

https://doi.org/10.1016/j.compind.2018.08.005 

Pojski, H., & Preliminary, H. (2010). Reliability and Factorial Validity of 

Basketball Shooting. Pojskić, H. et Al. RELIABILITY AND FACTORIAL 

VALIDITY... Five, 8(1), 25–32. 

Prensky, M. (2001). Digital Natives, Digital Immigrants Part 1. On the Horizon, 

9(5), 1–6. https://doi.org/10.1108/10748120110424816 

Risnawati, Amir, Z., & Sari, N. (2018). The development of learning media based 

on visual, auditory, and kinesthetic (VAK) approach to facilitate students’ 

mathematical understanding ability. Journal of Physics: Conference Series, 

1028(1). https://doi.org/10.1088/1742-6596/1028/1/012129 

Rosell Llorens, M. (2017). eSport Gaming: The Rise of a New Sports Practice. 

Sport, Ethics and Philosophy, 11(4), 464–476. 

https://doi.org/10.1080/17511321.2017.1318947 

Rosenshine, B. (2012). Principles of Instruction, 12–20. 

Rueda, L., Benitez, J., & Braojos, J. (2017). From traditional education 

technologies to student satisfaction in Management education: A theory of 

the role of social media applications. Information and Management, 54(8), 

1059–1071. https://doi.org/10.1016/j.im.2017.06.002 

Russell, T. L. (1999). No Significant Difference Phenomenon. Educational 

Technology & Society, 2(3), 142–143. 

Sadeghi, R., Sedaghat, M. M., & Sha ahmadi, F. (2014). Comparison of the effect 

of lecture and blended teaching methods on students’ learning and 

satisfaction, 2(4), 1–5. 

Sakina Sofia Baharom. (2013). Designing Mobile Learning Activities In The 



Malaysian He Context: A Social Constructivist Approach. Salford Business 

School University of Salford, Salford, UK, 395. 

https://doi.org/10.3389/fnint.2010.00012.3. 

Scholes, L., Jones, C., & Stieler-hunt, C. (2014). International Journal of Inclusive 

Serious games for learning : games- based child sexual abuse prevention in 

schools, (December 2014), 37–41. 

https://doi.org/10.1080/13603116.2013.860195 

Schmidt, R A dan Wrisberg, CA. (2000). Motor Learning and Performance 

(Second Edition). Human Kinetics:USA 

Straub, W.F (1980). Sport psychology, an analysis of athlete behavior. New York: 

Movement Publication. 

Stirling, D. (2014). Motivation in Education, (September). 

Street, M., & Pill, S. (2014). Game Play, (November), 37–41. 

https://doi.org/10.1080/07303084.2013.838119 

Wissel, B. H. (2005). Basketball Shooting Errors and Corrections, 7162. 

Wu, M. L., Richards, K., & Saw, G. K. (2014). Computers in the Schools : 

Interdisciplinary Journal of Practice , Theory , and Applied Research 

Examining a Massive Multiplayer Online Role-Playing Game as a Digital 

Game- Based Learning Platform Examining a Massive Multiplayer Online 

Role-Playing Game a, (November 2014), 37–41. 

https://doi.org/10.1080/07380569.2013.878975 

Zawacki-Richter, O., Hohlfeld, G., & Müskens, W. (2014). Schriftenreihe zum 

Bildungs-und Wissenschaftsmanagement, (1). Retrieved from 

www.mintonline.de 

 

 

 

 

 

 


