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ABSTRACT 

This research aimed to produce a game-based badminton smash training model for beginners (novice players). The 

research used the research and development (R&D) methods of Borg and Gall. The research subjects were 30 novice 

players in PB. Jaya Raya Jakarta. Data collection techniques were carried out by observation, documentation, interviews, 

and tests. Data analysis was carried out qualitatively and quantitatively. The model development was done through 

limited trials, extensive trials, and effectiveness tests. The results of the research were: (1) The game-based badminton 

smash training model can improve the accuracy of novice players; and (2) The game-based badminton smash training 

model was more effective and efficient in increasing achievement, interest, and motivation for novice players in training. 
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1. INTRODUCTION 

Nowadays, interest in sports activities are not only for 

individuals or small groups of people, but it becomes an 

integral part of national development as an effective 

means for increasing human resources and has economic 

and political impacts that will bring social and lifestyle 

changes. The development of achievement sports both 

organized by the nation and the private sectors was an 

illustration of concern and support in advancing national 

sports achievements in order to compete at the national 

level. Guidance on achievement sports organized by the 

state and the private sector is an illustration of caring and 

supporting advancing sports achievements [1]. One of the 

sports that is able to compete at the international level is 

badminton, although it currently does not dominate the 

world's badminton achievements. This is happened due 

to the development and progress of Science and 

Technology (IPTEK), even now Indonesian women's 

badminton achievements are lagging behind. 

Badminton is an easy game to play considering the 

light racket and the ball running straight and regularly 

without turning [2]. Therefore, a badminton player who 

wants to become an accomplished player must learn and 

master the techniques and tactics as well as possible. 

Badminton is a game that can be played by one person 

against one person or two people against two people. 

Basic technique is the main thing that must be mastered 

and understood by every player in playing badminton” 

[3]. A badminton player needs to master and understand 

the basic components and basic techniques of playing 

badminton. Basic technique is the main thing that must 

be mastered and understood by every player in playing 

badminton. The basic techniques of hitting in badminton 

include: serve, underhand, lob, dropshot, smash, neting, 

and drive [4]. 

Badminton can become a culture and belong to the 

nation as well as become an example for other sports in 

Indonesia. Badminton is also one of the popular sports 

for people; the number of badminton clubs scattered 

throughout the nation indicates that badminton is very 

popular. The government and private support in the 

development of badminton is very large. It is also 

supported by school and college curriculum programs 

and there are many badminton clubs that are developing 

in the hope for achievement regeneration [5]. The main 

factor in improving badminton achievement is "the 

coaches and the players" because the abilities of coaches 

and players cannot be separated like two sides of a coin 

that have value in the achievement process. Talented and 

highly motivated players help in the achievement 

process. The tasks and roles of coaches are very complex 

too because they must always be able to adapt to the latest 

developments and always have innovation and be 
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creative in doing trainings. They also demanded 

accomplishment challenges. The basic bio motoric 

components in every sport, especially badminton, are 

strength, endurance, speed, flexibility, and coordination. 

The basic bio motoric components in badminton are the 

main strength, endurance, speed, flexibility and 

coordination [6]. These physical condition components 

need to be trained so achievement can be accomplished 

or improved. Physical conditioning trainings play 

important role in maintaining and improving physical 

performance abilities. 

In addition to the physical aspect, the basic techniques 

in badminton are a vital factor for achieving 

accomplishment in sport. Individual basic skills are very 

important to the success of achievement. There are some 

basic skills in badminton, which are basic techniques for 

overhead stroke and the underhand stroke. Badminton 

has complex and dynamic movement characteristics. To 

be able to do the movement, a player requires good skills 

and coordination when hitting the shuttlecock and its 

placement. Badminton belongs to sports group games. 

The badminton game can be played indoor or outdoor, 

with the field being delimited by lines in a certain length 

and width. Badminton has complex and dynamic 

movement characteristics, to do so requires skill and 

good coordination skills when hitting the shuttlecock and 

its placement [7]. 

Some of these basic techniques are very vital to get 

achievements in badminton. However, the basic 

technique that is able to score points is the smash. Smash 

is the most important skill in badminton. Other basic 

skills are indeed supportive in playing badminton but to 

win the game and score achievements, smash is definitely 

needed. The basic technique that is able to score points is 

smash, this is the most important skill in badminton [8]. 

Other basic skills do support the game and score a 

victory”. 

On the other hand, the reality is inversely proportional 

to the players’ skills on the field. From the observation to 

several sports clubs in region, it is shown that basic smash 

technique training only focuses on improving the smash 

techniques, without paying attention to the physical 

conditions supporting the smash techniques. In addition, 

the trainings carried out were only based on the coaches’ 

memories about what he did when they were players 

(athletes). It was worsen as the trainings were done 

without any training program. This certainly had bad 

impacts on the badminton players’ ability to develop their 

skills. It meant the reality showed that the basic technique 

skills of badminton players in doing smash were 

mediocre. It can be said that the basic technique practice 

of badminton smash had not been programmed properly 

and did not use good and varied training methods and 

also did not pay attention to the physical components that 

support badminton smash skills. Therefore, the 

badminton players’ skills to do smash were still poor. The 

pattern of attacking mostly did not use smash. It indicated 

that the badminton smash training model had not been 

programmed properly. 

2. METHOD 

The purpose of this research was to train smash skills 

in badminton with the targets were PB Jaya Raya Jakarta 

beginner players. The Research and Development 

method from Borg and Gall was used, with time details 

as follows: (a) Needs analysis; (b) Planning model 

development; (c) Designing training development model; 

(d) Expert validation and model revision; (e) Small group 

trial and revision; (f) Field trial and revision. Planning 

and preparation were made in order to provide clear 

instructions and guidance in the implementation of 

research later in the training. Planning and preparation of 

training models were factors that determine the success 

of a program. In connection with that, the game-based 

smash training model program which compiled and 

developed was in the form of modification and creativity 

in badminton training. 

3. RESULTS 

Based on the data collected, there were several 

program designs that need to be revised before 

conducting small and large group trials. Product revision 

is intended to make the developed program design more 

perfect. 

After conducting a small group trial and revising the 

product development, the field trial was done and was 

revised. Therefore, to find the effectiveness of the 

program, it is necessary to do t-test. Before analyzing the 

data, it is necessary to test the normality of the pre-test 

and post-test results of game-based badminton smash 

training model using the Liliefors test (α = 0.05). A 

summary of the normality test calculation results is 

shown in the table below: 

Table 1. Test of normality 

Group N Lcount Ltable Evidence 

1 30 0,052 0,114 Normal 

2 30 0,011 0,114 Normal 

 

The result of normality test was shown in table 1: the 

value of Lcount obtained from pre-test and post-test data 

was smaller than Ltable at the real level = 0.05. Thus, it 

can be concluded that all pre-test and post-test data were 

normally distributed. 

Before conducting further data analysis, it was 

necessary to test the effectiveness of the program by 

using t-test with SPSS ver. 25, it can be seen in the table 

2. 
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Table 2. Test of effectiveness 

 t df Sig.(2-tailed) 

Pair Pre-test 

– Post-

test 

21,974 29 .000 

 

Based on the output table above, it can be seen that 

the results of t-count = 21.974, df = 29, and p-value 0.000 

< 0.05. It can be concluded that there was a significant 

difference in the results of pretest and posttest data. Thus, 

it can be stated that the game-based badminton smash 

training model for beginners was effectively used to 

improve badminton smash skills on the players. 

4. DISCUSSION 

From the results of the needs analysis and the 

findings, it can be seen that the training process generally 

ran according to the program. Nevertheless, the 

researchers still saw many shortcomings, especially 

during training due to the lack of enthusiasm of 

participants in the beginner category. The student athletes 

felt bored with the training model given by the coach 

because the program was less creative in providing 

badminton smash material. This reinforced the 

importance of developing a game-based badminton 

smash training model for beginners. 

The game-based badminton smash training model 

will be maximally success if the player hit hard and 

straight to the diagonal area. In badminton game, 

unexpectedly half smash stroke at the right time is often 

more successful in beating the opponent. In general, this 

stroke is fast and hard because it uses a lot of energy, it 

will drain the energy that makes the player's standing 

position unsteady [9]. The stroke has full power, but 

usually the shuttlecock is less directed. This smash 

should be done along the line or fully aimed at the 

opponent's body. What needs to be considered is the 

player’s position. It must be changed: from a forward 

facing position to the right or attack to the right, so 

making a cut stroke will be easier and profitable. 

The smash in badminton is one of the strokes that 

often result in direct score. This blow requires both fast 

and sudden hand swing motion and also produces a hard 

stroke that drops the shuttlecock steeply [10]. The power 

used in doing smash is very large, so careful calculation 

is needed to make this stroke. 

From the results it can be seen that the game-based 

badminton smash training model was effectively used if 

the smash was done using slice racket. According to 

Poole, the shuttlecock should be stroke down with 

greatest fall possible angle. This fall angle is more 

important than the speed of the shuttlecock, so the player 

must try to stroke it at the maximum height [11]. 

5. CONCLUSION 

After analyzing and discussing the data, it can be 

concluded that the hypothesis was proven where the 

game-based badminton smash training model for 

beginners was able to help coaches and athletes to 

improve smash skills effectively and efficiently. 

Therefore, the use of game-based badminton smash 

training is effective to be used. 
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