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This article discusses the method of learning that uses immediate and delayed feedback in relation to the
degree of agility as well as its effect on the mastery of basketball dribbling of elementary school students. The
method was experimental with 2x2 factorial design. The sample was 40 students. The instrument to measure
agility is Shuttle run 4x10m and to measure dribbling skill control dribbling test was applied. After going
through the results of processing and data analysis using Anova and Tukey Model Advanced test, it can be
concluded that the method of learning by determining the type of feedback becomes important because it
affects the learning outcomes where in this study, overall, the method of learning with immediate feedback is
better than delayed feedback on basketball dribbling skills. However, the method of learning by determining
feedback is influenced by the degree of agility at which the high level of agility of the immediate feedback is
better. However, immediate feedback and delayed feedback do not have a significant difference in the low

agility group.

1 INTRODUCTION

Feedback is considered an important teaching
function and researchers in sport pedagogy have
shown interest in verifying this importance to
achievement in physical education (Lee et al, 1993).
In the field learning activities, feedback is a very
important component for the success of student
learning (practice). Feedback can be delivered
verbally (oral) and written. Feedback can be done
immediately after the practice takes place without
having to wait for the next practice (immediate
feedback), or it can be given at a certain time interval
after the student through multiple feedbacks.
However, the processing of information and memory
capabilities of learners, especially the age of the
children is still limited, so it is doubtful that young
students can receive and store very much information
during multiple feedback presentations. It is also
doubtful that learners can be very effective in
correcting subsequent actions in more than one way,
especially with feedback on motion pattering
(Schmidt and Lee, 2013).

Much of the research in terms of learning is
concerned with the function of feedback information
that refers to its role in providing information about
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individual performance in relation to the purpose of
the learning task (Wulf and Shea, 2004). Some recent
findings suggest that the benefits of general feedback
are motivational and can foster self-confidence and
students can recognize their strengths and weaknesses
(Schmidt and Lee, 2005). The principle of feedback
is to inform students clearly, specifically, personal
and honest about how to improve their performance
(Bloxham and Boyd, 2007; Allin and Turnock, 2007).
If there is no corrective feedback, students may
wonder whether the response is true or false (Epstein
etal., 2001).

Specifically, immediate feedback has the benefit
of improving verbal mastery and motor skills,
generating efficient retention, and improving
classroom management and improving student
interaction in the classroom, as well as improving
student performance. (Anderson et al., 2001; Dihoff
et al., 2010; Haryoko, 2011). A learning procedure in
the field that does not use immediate feedback may
lead to misunderstanding of Mutch students (Mutch,
2003). Direct and delayed feedback has the same
level of effectiveness Robin (Dihoff et al., 2010).
Although delay feedback has not been supported in
some studies but delayed feedback is as effective as
immediate feedback (Haryoko, 2011).
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Some of the above opinions still seem to be
disagreements about the effects of feedback strategies
(immediate feedback and delayed feedback) on
process quality and learning outcomes. Robin (Dihoff
et al., 2010) states that although there is sufficient
agreement that learning should be facilitated by
feedback, it is questionable as to what kind of
feedback is most effective. In accordance with the
explanation, the authors want to prove which type of
feedback is more effective on learning the type of
skill in improving students’ dribbling skill. So, based
on the above background, the author is interested to
examine the problem. The research tittle is
formulated as follows: The effect of Feedback and
Agility on Elementary School Students’ Basketball
Dribbling Skills.

2 METHODS

2.1 Participants

The population in this study is 80 sixth grade students
of Al Ma'soem Elementary School. The reason for
taking this population is the learning of a large ball
(bolabasket game) at the sixth grade elementary
school level. The sampling technique used in this
study is the upper and lower groups with a total of 40
people taken by 27% of the upper group and 27% of
the lower group.

2.2 Instrument
2.2.1 Shuttle Run 4x10m

Shuttle runs are used to assess a person's ability to
measure speed, control the body and change direction
between marked lines. In this study the testee must
move the beam with a distance of 4x10m.

2.2.2 AAPHERD Basketball Skills Test

AAPHERD Basketball Skills Test is used to measure
basic basketball skills consisting of dribbling test,
defensive test, passing test and shooting speed test
(Komarudin, 2016).Because in this study the
dependent variable is dribble, so researchers adopt
this instrument only the dribbling test only.

2.3 Procedures

The Sample did the pretest of agility test. The result
was used to divide the sample into two groups; high
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group and low group. The specified samples were
divided into four groups based on the agility test, i.e.
a) high student agility group was given immediate
feedback, b) group of students with low agility was
given immediate feedback, c¢) high student agility
group was given delayed feedback and d) group of
students of low agility level were given delayed
feedback.

The length of the study was six weeks with
frequency of twice a week training referring to Selder
and Rolan's research results in Magill (1994)
comparing the feedback effect with videotape and
verbal feedback, where the differences between the
two different treatment groups appeared after six
weeks . The training duration of each meeting is
seventy minutes (two hours of lesson) in accordance
with the learning setting of Physical Education of
Sports and Health in Elementary School.

The treatment was conducted in the immediate
feedback group via verbal in students who had high
agility and low agility with the material adjusted for
an increase in the type of skill. While in the delayed
feedback group, the students who have high agility
and low agility in the form of giving feedback in the
form of video recording (playback) and professional
video. The recording is shown to students as feedback
with the correct search superimposed over student
search (Schmidt, 2013). Video recording solves many
issues in Movies: Feedback on performance
(performance) can be seen after just a few seconds of
recording backwards, and this replay will capture the
details of the movement very well. And the material
given to the delayed feedback group is the same as the
immediate feedback group material so as not to lose
weight on one of the groups.

After twelve meetings, the sample performs a
posttest. The data was analyzed in SPSS 23.

3 RESULTS

The data has been analyzed through homogenity and
normal distribution test. It was revealed that the data
were normally distributed and homogenous. Normal
distribution was done to dribbling score from all the
sample. It was done to confirm the data normal
distribution. Homogenity test on the other hand was
carried out to identify the homogenity level of the
data.

The normal distribution was done through
Shapiro Wilk Test in 0.05 significance level by using
SPSS version 23. Shapiro Wilk Test was used as the
sample is less than fifty. For the homogenity test,
Levene test was applied in 0.05 significance level by
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using IBM SPSS 23. and the result showed that the
data were normally distributed and homogenous.

Furthermore, the hypothesis was tested using
Two-way ANOVA. The test was intended to
discover the effect of agility and feedback on the
dribbling skills. the hypothesis testing was done in
0,05 significance level and the critical value is 3,55.
The result of the test is presented in Table 1.

Table 1: The Summary of Two-way ANNOVA.

Type Il
Source Sum of |df Mean F Sig.
Square
Squares
Corrected 06,908+ |3 [s65,66  [2391  D,000
Model
Intercept  {100000,00 |1 (100000,0 |2762,85 [0,000

Agility 156,687 1 (156,68 4,329 0,046
Feedback 629,361 1 (629,36 17,388 0,000

Agility™ 010050 |1 [181095  |50.034 D011
Feedback

Error 1303002 |36 [36.19

Total 103900,00 |40

Corrected 3900000 |39

Total

Based on table 1 in feedback the F observed is
17,388 with sig. 0,000 in feedback. It implies that sig
< 0,05.it means that sig < 0,05. It leads to the
conclusion that Ho was rejected and Ha was accepted.
It can be concluded that there is a difference in
dribbling skill between immediate and delayed
feedback.

Furthermore, to identify the interaction between
feedback and agility, based on table 1 in agility and
feedback. It shows that F is 50,034 with sig. 0,011. It
implies that sig < 0,05. It leads to the conclusion that
Ho was rejected and Ha was accepted. It can be
concluded that there is an interaction between
dribbling skill and immediate and delayed feedback.

After the ANOVA test, Post Hoc test was then
used. Post Hoc test was used as a further test to see
the significance of the difference. Ost Hoc test was
done along with in Tukey Test to identify which
categories from feedback variable that have
significant differences. The Post Hoc test was done in
0.05 significance level.

Table 2: The Summary of Post Hoc test with Tukey.

() kl_ub () kl_ub Mean Sig.
Difference
(-9
Kel_tinggi_U | Kel_tinggi_UB | 21,39" 0,000
BSegera Tertunda
Kel_rendah_ Kel_rendah_UB | -5,52393 0,188
UBSegera Tertunda

*. The mean difference is significant at the 0.05 level.

Table 2 shows that high agility have mean
difference of 21,39 with sig. 0,000. It implies that sig
< 0,05. It leads to the conclusion that Ho was rejected
and Ha was accepted. The third hypothesis testing
showed that there is a difference in dribbling skill
between those who get immediate feedback and those
who get delayed feedback in students with high
agility.

Table 2 shows that high agility have mean
difference of -5,552393 with sig. 0,188. It implies that
sig > 0,05 It leads to the conclusion that Ho was
accepted and Ha was rejected. It can be concluded
that there is no difference in dribbling skill between
immediate and delayed feedback in students with low

agility

4 DISCUSSION

Overall, the highest average score is in the immediate
feedback. This is in accordance with the provision of
a quick understanding or immediately after the
appearance will have a positive effect on appearance
(Magill, 1994). The advantages of immediate
feedback have been firmly demonstrated to increase
the mastery of verbal materials and the skills of motor
skills (Anderson et al., 2001). The results of this study
also confirmed Kulik and Kulik (1988) who reported
that immediate feedback was more effective than
delayed feedback to apply. It was supported by Rink
(1985) in Propst and Koesler (1998) saying that “If
the feedback is delayed beyond the point of
remembering the behavior, then individuals do not
benefit from that feedback.” This means that if
feedback is delayed beyond the point of remembering
behavior, then the individual does not benefit from
the feedback.

The speed of success or failure of students to
master a particular type of skill is determined by
precisely the feedback given by the teacher, trainer or
student friend in the practice. This becomes an
interesting discussion to be studied is the information
receiving time. Information feedback may be
provided immediately after the completion of the
appearance or after being delayed for some time
(Dewi and Sitompul, 2016).

Based on the second hypothesis, this study
revealed that there is an interaction between feedback
and agility and dribbling skill. Providing feedback to
students is one way that can be used by teachers or
trainers to encourage positive changes and motivate
the students to think deeply in their learning. With
feedback students will know the extent to which
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learning developments have been produced. In
addition, the level of agility is one of the factors
required in doing physical activity and exercise.

Students who have a high level of agility in
following the learning process that ultimately have an
impact on the achievement of learning outcomes
more optimal skills than students who have low level
of agility (low). Therefore, it can be concluded that
feedback and agility are two interconnected factors
contributing to the dribbling skills in basketball. The
practical finding from the researcher’s observation
suggested that there is an interaction between
feedback and agility in students’ dribbling skill.

The third hypothesis testing showed that there is
a difference in dribbling skill between those who get
immediate feedback and those who get delayed
feedback in students with high agility. Based on the
finding, the difference is caused by the two different
characteristics of feedback and the test of dribbling in
basketball games. The research data showed that
someone is considered good in dribbling if he has
speed and agility in changing direction without
looking at the ball. Agility is the ability to change the
direction and position of the body quickly and
precisely while moving, without loss of balance and
awareness of the position of his body (Harsono,
1988). A good dribble should be able with the right
and left hand is also influenced by the speed and
agility in changing direction without having to see the
ball (Oliver, 2007). So, Agility is an important factor
in dribbling.

This means that someone who has a high level of
agility is expected to be more successful in
completing the task of special motion skills, let alone
supported by providing appropriate feedback or
appropriate. Conversely, students who have a low
level of agility will find it difficult to learn and take
longer to attain their learning outcomes as they are
constrained by their ability. Based on this, it isin line
with the results of this study that immediate feedback
is more suitable to apply to students who have high
agility because the learning process is done
immediately and immediately notified or corrected
what is the lack of movement. Itis also intended that
students can take into account the achievements and
the results of further learning. If the period between
the implementation of the movement and when the
feedback is long enough, it is feared that the
motivation to improve will be lost (Dewi and
Sitompul, 2016).

Testing of the fourth hypothesis shows that there
is no difference in the type of dribbling skills between
immediate feedback and delayed feedback on groups
of students who have low agility. The level of skill
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and environmental difficulties affects skill training.
Dribbling in a basketball game is the basic skill that
needs to be learned.

Immediate feedback is given immediately by
giving correction or motivation so that the students
can perform better when doing the movement.
Delayed feedback on the other hand is given after the
students complete the practice. Delayed feedback is
done via video replay and to compare videos of
professional athlete are played. This is done so that
students have a good picture of what movements so
that students can analyze for themselves what is less
than the movement itself and the shortcomings or
mistakes can be analyzed in depth.

The basic thing that the writer observes from both
feedbacks occurs, among others, because of the
process of learning implementation, which in the
immediate feedback students are required to quickly
understand what the mistakes, so that the group of
students who have high agility becomes an obstacle
in following the learning that uses delayed feedback
because they have to wait for the movement is over
and the new corrected mistakes that eventually make
students feel bored and saturated. In the provision of
delayed feedback there is time to be considered (Dewi
and Sitompul, 2016). Whereas, in students with low
agility, it is seen that they are experiencing a less
supportive constraint on learning activities that use
immediate feedback, as we know the characteristics
of immediate feedback, the students immediately
receive the error instructions and directly correct
them

Teachers must be good at choosing the right
method by displaying the advantages of a method and
minimizing the shortcomings (Sutisna, 2014). This
means that teachers not only understand it but apply
it let alone be sorted according to the level of agility
of students. . It was supplemented by Hastie et al.
(2017) stating that “The grouping of students in terms
of skill level has implications for them in-game
behaviors, ... potentially for their motivation to
persist during play.” Student groupings in terms of
skill levels have implications for behavior in their
game, and potentially for their motivation to survive
during play. Based on the practical findings from the
author's results, it turns out that the type of dribbling
skills in a basketball game of elementary school
students, in groups of students who have low agility
delayed feedback is better than immediate feedback.
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5 CONCLUSIONS

After going through the results of processing and data
analysis using Anova and Tukey Model Advanced
test, it can be concluded that the method of learning
by determining the type of feedback becomes
important because it affects the learning outcomes
where in this study, overall, the method of learning
with immediate feedback is better than delayed
feedback on basketball dribbling skills. However, the
method of learning by determining feedback is
influenced by the degree of agility at which the high
level of agility of the immediate feedback is better.
However, immediate feedback and delayed feedback
do not have a significant difference in the low agility

group.
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