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 Purpose of the study: This study aimed to develop a Circuit Basketball learning 

model for seventh-grade junior high school students and examine its feasibility, 

practicality, and effectiveness in improving cognitive, affective, and 

psychomotor learning outcomes in physical education basketball learning 

activities. 

Methodology: This study employed a Research and Development (R&D) 

method based on the Borg and Gall model. Data were collected through 

observation sheets, questionnaires, interviews, documentation, and learning 

assessment sheets involving 12 students in small-group trials, 34 students in 

large-group trials, one basketball expert, and two physical education learning 

experts. Data were analyzed using descriptive quantitative and qualitative 

analysis techniques. 

Main Findings: The results showed that the Circuit Basketball learning model 

achieved a “very good” feasibility category with an average expert validation 

score of 89.6%. Small-group trials produced an average score of 80 in the “good” 

category, while large-group trials achieved an average score of 86 in the “very 

good” category. The model improved students’ participation, motivation, 

confidence, teamwork, and basketball basic skills during learning activities. 

Novelty/Originality of this study: The novelty of this study lies in the 

integration of basketball game modification and circuit training principles into 

a structured and student-centered learning model specifically designed for 

beginner-level junior high school students. The developed model combines 

technical skill practice, enjoyable movement activities, simplified rules, and 

modified facilities to create more effective and engaging basketball learning 

experiences. 
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1. INTRODUCTION 

Physical Education, Sports, and Health  is an integral part of the educational process that plays an important 

role in developing students’ physical, cognitive, social, and emotional competencies. Through well-designed 

physical education learning, students are expected not only to improve their physical fitness but also to develop 

discipline, teamwork, responsibility, and problem-solving skills [1]-[3]. Previous international studies have shown 

that quality physical education contributes significantly to students’ holistic development and promotes lifelong 
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healthy lifestyles [4], [5]. In the Indonesian educational context, PJOK is also positioned as a strategic subject for 

fostering balanced psychomotor, cognitive, and affective development among students. Therefore, the 

implementation of effective and innovative physical education learning models becomes essential to support 

meaningful learning experiences in schools. 

One of the important characteristics of Physical Education, Sports, and Health learning is the use of 

movement-based activities as the primary learning medium. Learning through movement experiences allows 

students to develop motor skills, physical fitness, and social interaction simultaneously [6], [7]. However, 

successful movement learning requires instructional approaches that are adapted to students’ developmental 

characteristics and learning needs. Several studies have reported that physical education learning often remains 

teacher-centered and overly focused on technical mastery using rigid and conventional methods [8], [9]. Such 

conditions tend to reduce students’ enthusiasm and participation during learning activities, particularly among 

beginner-level learners who have limited prior experience in sports. Consequently, students often experience 

difficulties in mastering basic movement skills and become less motivated to actively participate in learning. 

The challenges of Physical Education, Sports, and Health learning are particularly evident in basketball 

instruction at the junior high school level. Basketball is considered one of the most complex sports for beginner 

students because it requires coordination, agility, movement control, teamwork, and mastery of various basic 

techniques such as dribbling, passing, and shooting [10]. Previous studies have shown that many junior high school 

students experience difficulties in understanding and performing basketball techniques correctly due to the 

complexity of movements and the use of standard game rules [11]. In addition, limited facilities and infrastructure, 

such as inadequate courts and insufficient equipment, often hinder the effectiveness of basketball learning in 

schools. As a result, students tend to become passive, less confident, and less enthusiastic during basketball 

learning activities. 

To address these learning problems, innovative and adaptive learning models are needed to create more 

enjoyable and student-centered basketball learning environments. One approach that has attracted considerable 

attention in physical education learning is the use of game modification and circuit-based learning activities. 

Modified games are believed to increase students’ enjoyment, movement opportunities, and active participation 

during learning activities [12]. Similarly, the circuit training approach has been widely recognized as an effective 

method for improving motor skills, physical fitness, and movement repetition in physical education contexts [13], 

[14]. Through circuit-based learning, students can engage in varied and structured activities that reduce boredom 

and increase learning motivation. Therefore, integrating basketball learning with circuit training principles may 

provide a more suitable learning environment for beginner-level students at the junior high school level. 

In the Indonesian educational context, several studies have attempted to implement modified learning 

activities and circuit-based approaches in PJOK learning. However, most of these studies still focus on general 

physical fitness training or general sports activities rather than specifically addressing basketball learning for junior 

high school students [15]-[17]. Moreover, basketball instruction in many schools still relies heavily on 

conventional teaching methods emphasizing technical drills without sufficient modification based on students’ 

characteristics and abilities. This condition indicates that there is still a need for innovative basketball learning 

models capable of integrating technical skill development, physical activity, enjoyment, and student participation 

into a comprehensive learning system. Therefore, the development of a Circuit Basketball learning model becomes 

important to support more effective and meaningful basketball learning experiences for students [18]. 

The Circuit Basketball learning model developed in this study combines the principles of circuit training 

with basketball game modifications specifically designed for seventh-grade junior high school students. The model 

consists of several activity stations focusing on basic basketball skills, including dribbling, passing, shooting, 

agility, coordination, and teamwork [19], [20]. In addition, modifications are applied to the rules, equipment, and 

learning activities to ensure that the learning process is more accessible, enjoyable, and suitable for beginner 

learners. This learning model is expected to improve students’ cognitive understanding, affective attitudes, and 

psychomotor skills simultaneously while creating a more active and student-centered learning atmosphere [21].  

Several previous studies have investigated modified sports learning and circuit-based approaches in 

physical education contexts. Canpolat  and Norman reported that modified games effectively increased student 

participation and enjoyment in sports learning activities [22]. Furthermore, Adank et al. found that circuit training 

programs contributed positively to students’ motor skill development and physical fitness improvement [23]. 

Another study conducted by Marhanes et al. revealed that circuit-based learning improved students’ motivation 

and activity levels in physical education classes [24]. However, these previous studies mainly examined game 

modification and circuit training separately without specifically integrating both approaches into a basketball 

learning model for junior high school students. In addition, previous studies generally focused on physical 

conditioning and general sports instruction rather than contextual basketball learning for beginner-level learners. 

Therefore, a research gap still exists regarding the development of a basketball learning model that combines game 

modification and circuit-based learning adapted to students’ developmental characteristics and school learning 

conditions. 
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The novelty of this study lies in the development of a Circuit Basketball learning model specifically 

designed for seventh-grade junior high school students by integrating basketball skill learning with circuit training 

principles and modified game activities. Unlike conventional basketball instruction, this model combines technical 

practice, physical movement activities, enjoyable learning experiences, and simplified game rules into a structured 

and student-centered learning system. The model also adapts basketball learning activities to students’ 

developmental stages, learning needs, and school conditions, making it more practical and applicable in physical 

education learning. Therefore, this study contributes to enriching innovative learning models in PJOK, particularly 

in basketball instruction at the junior high school level [25]. 

The implications of this study are expected to contribute both theoretically and practically to the 

development of physical education learning. Practically, the developed Circuit Basketball model can serve as an 

alternative learning strategy for teachers to create more engaging, active, and enjoyable basketball learning 

activities. The model may also help teachers overcome limitations related to facilities, infrastructure, and varying 

student skill levels through flexible learning modifications [26]. Theoretically, this study contributes to the 

development of innovative physical education learning literature by integrating game modification and circuit-

based learning approaches into basketball instruction. Furthermore, the study may provide references for future 

researchers interested in developing creative and student-oriented learning models in physical education contexts 

[27]. 

The urgency of this study is closely related to the need for improving the quality of basketball learning in 

junior high schools. Many students still experience low motivation, low participation, and difficulties in mastering 

basketball basic skills due to the dominance of conventional teaching methods and limited learning innovation. If 

these conditions continue, students may lose interest in physical education learning and fail to achieve optimal 

learning outcomes. Therefore, developing an innovative, enjoyable, and student-centered basketball learning 

model becomes highly important to support effective physical education learning. Through the implementation of 

the Circuit Basketball model, students are expected to become more active, confident, motivated, and skilled 

during basketball learning activities. Hence, this study is considered important as an effort to improve the quality 

of basketball instruction and physical education learning in junior high schools. 

 

 

2. RESEARCH METHOD 

 

2.1. Research Design 

  This study employed a Research and Development (R&D)  [28] approach aimed at developing a Circuit 

Basketball learning model for basketball instruction among seventh-grade junior high school students. The 

research design referred to the Borg and Gall development model, which emphasizes systematic stages beginning 

from needs analysis to product testing and final revision. The R&D approach was selected because it is appropriate 

for producing an innovative learning product that is feasible, practical, and effective for implementation in physical 

education learning. The development process focused on modifying basketball learning activities through a circuit-

based approach adjusted to students’ developmental characteristics, learning needs, and school conditions. 

  The Circuit Basketball model was designed to integrate basketball basic skills training with enjoyable 

and student-centered learning activities. The learning activities consisted of several stations containing modified 

drills for dribbling, passing, shooting, agility, and teamwork exercises. Through this approach, students were 

expected to actively participate in learning while improving their cognitive, affective, and psychomotor 

competencies simultaneously. 

 

2.2. Research Subjects/Sample 

  The population of this study consisted of all seventh-grade junior high school students. The research 

sample involved 12 students for the small-group trial and 34 students for the large-group trial selected through 

random sampling techniques. In addition, the study involved one basketball expert and two physical education 

learning experts as validators of the developed product. 

  The selection of participants was based on the consideration that seventh-grade students are beginner 

learners in basketball instruction and require adaptive and enjoyable learning models suited to their developmental 

stage. The validators were selected based on their expertise and experience in basketball learning and physical 

education instruction. Their involvement was intended to assess the feasibility, practicality, and suitability of the 

developed learning model before implementation in the classroom setting. 

 

2.3. Data Sources and Data Collection Techniques 

  The data sources in this study consisted of primary and secondary data [29]. Primary data were obtained 

directly from students, basketball experts, and physical education learning experts during the implementation of 

the research process. Secondary data were obtained from related literature, previous studies, journals, and 

documentation supporting the development of the Circuit Basketball learning model. 
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  Several data collection techniques were employed in this study, including observation, questionnaires, 

interviews, and documentation. Observation was conducted to identify the initial conditions of basketball learning 

and students’ responses during the implementation of the learning model. Questionnaires were distributed to 

experts and students to obtain data regarding the feasibility, attractiveness, practicality, and acceptance of the 

developed model. Interviews were conducted to gather additional information and suggestions from validators and 

teachers regarding the implementation of the learning model. Documentation techniques were used to collect 

supporting data in the form of photographs, field notes, and learning activity records during the research process. 

 

Table 1. Data Collection Techniques and Research Purposes 

Technique Purpose Respondents 

Observation Identify learning conditions and student activities Students 

Questionnaire Assess feasibility and attractiveness of the model Experts and students 

Interview Obtain suggestions and evaluation Experts and teachers 

Documentation Record learning activities and research evidence Research process 

 

  Based on Table 1, it can be seen that multiple data collection techniques were used to obtain 

comprehensive and valid research data. The combination of observation, questionnaires, interviews, and 

documentation strengthened the accuracy and credibility of the research findings. 

 

2.4. Research Instruments 

The instruments used in this study consisted of observation sheets, questionnaire sheets, interview 

guidelines, and learning assessment sheets. Observation sheets were used to record students’ activities, 

participation, enthusiasm, and responses during the learning process. Questionnaire sheets were used to assess the 

feasibility and practicality of the Circuit Basketball model from both expert validators and students. The 

questionnaires employed a Likert scale consisting of several assessment categories ranging from “very poor” to 

“very good.”. 

Interview guidelines were used to obtain qualitative information regarding the strengths and weaknesses 

of the developed model from validators and teachers. Meanwhile, learning assessment sheets were used to evaluate 

students’ cognitive, affective, and psychomotor achievements during the implementation of the model. The 

psychomotor assessment focused on students’ mastery of basketball basic skills, while affective assessment 

evaluated discipline, teamwork, and responsibility during learning activities [30]. 

 

Table 2. Assessment Criteria of the Research Instruments 

Percentage (%) Category 

81–100 Very Good 

61–80 Good 

41–60 Fair 

21–40 Poor 

0–20 Very Poor 

 

  The use of these assessment criteria aimed to simplify the interpretation of research data and determine 

the feasibility level of the developed learning model. 

 

2.5. Data Analysis Technique 

  The data obtained in this study were analyzed using descriptive quantitative and qualitative analysis 

techniques. Quantitative data derived from questionnaires and assessment sheets were analyzed by calculating the 

percentage scores for each assessment aspect [31]. The percentage calculation used the following formula: 

 

𝑃 =  
𝑓

𝑁
𝑋 100%  …(1) 

 

Where: 

P = Percentage score 

f = Obtained score 

N = Maximum score 

 

  The analysis results were then categorized into feasibility levels based on the assessment criteria. 

Qualitative data obtained from interviews, observations, and suggestions from validators were analyzed 

descriptively to support the interpretation of quantitative findings and improve the developed product. The 

effectiveness of the Circuit Basketball model was determined by comparing the results of small-group and large-
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group trials in terms of cognitive, affective, and psychomotor learning outcomes. The model was considered 

feasible and effective if it achieved at least the “good” category in all assessment aspects. 

 

 

2.6. Research Procedure 

  The research procedure was conducted systematically through several stages adapted from the Borg and 

Gall development model. The first stage involved conducting a needs analysis to identify problems and obstacles 

in basketball learning activities. At this stage, observations and interviews with teachers and students were carried 

out to determine learning needs and classroom conditions. 

  The second stage involved planning and designing the Circuit Basketball learning model. The researcher 

designed learning activities, modified game rules, developed training stations, and prepared learning instruments 

according to students’ characteristics and school conditions. The third stage consisted of developing the initial 

product followed by expert validation involving basketball experts and physical education learning experts. 

 

 

3. RESULTS AND DISCUSSION 

 

3.1. Results of Circuit Basketball Model Development 

This study produced a learning product in the form of a Circuit Basketball model designed to improve 

student engagement, basic basketball skills, and learning motivation among seventh-grade junior high school 

students. The model was developed based on the needs analysis results, which indicated that basketball learning 

in schools still tended to use conventional teacher-centered approaches and provided limited opportunities for 

students to learn actively through varied movement activities. In addition, limited facilities and infrastructure, as 

well as students’ low self-confidence in performing basic basketball techniques, were identified as factors 

inhibiting successful learning outcomes. 

The developed product consisted of several training stations based on the circuit training approach that 

were modified according to the characteristics of junior high school students [32]. Each station was designed to 

train basic basketball skills gradually, including dribbling, passing, shooting, movement coordination, agility, and 

teamwork. This learning model also modified the court size, game duration, playing rules, and equipment usage 

to make the activities simpler and more suitable for beginner-level students. The development process was 

conducted through expert validation, small-group trials, product revisions, and large-group trials until a feasible 

and effective learning model was obtained. 

The expert validation results indicated that the Circuit Basketball model had a high level of feasibility in 

terms of material content, instructional design, and field implementation. Physical education learning experts 

stated that the model was capable of creating a more active and enjoyable learning atmosphere, while basketball 

experts considered that the modifications of techniques and game rules were appropriate for the developmental 

stage of seventh-grade students. Based on the validators’ assessments, the model obtained a “very good” category 

and was considered feasible for implementation in basketball learning at the junior high school level. 

 

        Table 1. Expert Validation Results of the Circuit Basketball Model 

Assessment Aspect Percentage Category 

Material suitability 88% Very Good 

Learning feasibility 90% Very Good 

Suitability of game modification 92% Very Good 

Ease of implementation 87% Very Good 

Attractiveness of the model 91% Very Good 

Average 89.6% Very Good 

 

Based on Table 1, the Circuit Basketball model achieved an average percentage of 89.6% and was 

categorized as “very good.” This finding indicates that the developed model fulfilled the feasibility criteria for use 

in basketball learning for junior high school students. 

 

3.2. Small-Group Trial Results 

The small-group trial was conducted with 12 seventh-grade students to identify the initial effectiveness 

and practicality of the developed model before it was implemented in a larger group. During the learning process, 

students showed high enthusiasm and active participation at each training station. The modified learning activities 

encouraged students to become more confident in performing basketball techniques because the learning 

atmosphere was less rigid and more enjoyable compared to conventional learning approaches. 

The observation results showed that students were more active in participating in learning activities, 

especially during dribbling and passing exercises. Students also demonstrated better cooperation and 
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communication during group-based activities. In addition, the use of modified equipment and simplified rules 

reduced students’ fear of making mistakes during practice sessions. These findings indicate that the Circuit 

Basketball model was able to create a student-centered learning environment that facilitated active participation 

and skill improvement. 

Table 2. Small-Group Trial Results 

Learning Aspect Average Score Category 

Cognitive 78 Good 

Affective 82 Very Good 

Psychomotor 80 Good 

Average 80 Good 

 

The data in Table 2 indicate that the average student learning outcome reached a score of 80, which falls 

into the “good” category. The affective aspect obtained the highest score because students showed increased 

enthusiasm, confidence, and cooperation during the learning process. Meanwhile, the psychomotor aspect also 

improved due to repetitive and structured movement activities through the circuit stations. 

The findings of this study support the opinion of Harvey and Jarrett that modified games can improve 

students’ enjoyment and engagement in sports learning activities [33]. Furthermore, the gradual and repetitive 

training process implemented in the Circuit Basketball model aligns with the concept of motor learning, which 

emphasizes repeated movement experiences to improve students’ mastery of basic techniques [34]. 

 

3.3. Large-Group Trial Results 

After revising the product based on the small-group trial results, the model was implemented in a large-

group trial involving 34 seventh-grade students. The implementation results showed that the Circuit Basketball 

model could be applied effectively in a larger classroom setting. Students demonstrated higher motivation and 

participation during the learning process, and the learning activities became more dynamic and interactive. 

The large-group trial revealed significant improvements in students’ cognitive, affective, and 

psychomotor outcomes. Students became more capable of understanding the basic concepts of basketball 

techniques and were more skilled in applying those techniques during game situations. In addition, students 

demonstrated improved discipline, teamwork, and responsibility during learning activities. 

 

    Table 3. Large-Group Trial Results 

Learning Aspect Average Score Category 

Cognitive 84 Very Good 

Affective 88 Very Good 

Psychomotor 86 Very Good 

Average 86 Very Good 

 

able 3 shows that the average score increased from 80 in the small-group trial to 86 in the large-group 

trial. This improvement indicates that the Circuit Basketball model effectively enhanced student learning outcomes 

in basketball learning activities. The psychomotor improvement was particularly significant because students had 

more opportunities to practice movement skills repeatedly through the circuit-based activities. 

The implementation of the Circuit Basketball model also contributed to increased student motivation and 

enjoyment during learning. Students stated that the learning activities were more enjoyable because they involved 

game modifications and varied movement tasks. These findings are consistent with previous studies stating that 

game-based learning and circuit training approaches can increase physical activity levels, student engagement, and 

motivation in physical education classes [35], [36]. 

The results of this study indicate that the development of the Circuit Basketball model successfully 

addressed several learning problems commonly found in basketball instruction at the junior high school level. 

Conventional basketball learning often focuses excessively on technical mastery using standard rules and facilities, 

causing beginner students to experience difficulties and reduced learning motivation. In contrast, the developed 

model provided modified learning activities adapted to students’ developmental characteristics, making learning 

more accessible, enjoyable, and meaningful. 

The successful implementation of the Circuit Basketball model can be explained through the principles 

of student-centered learning and motor learning theory. Through circuit-based activities, students were actively 

involved in repeated movement experiences that improved both technical mastery and physical fitness 

simultaneously. The use of multiple stations also prevented students from becoming bored because each activity 

offered different movement challenges and learning experiences. This condition contributed to increased student 

participation and enthusiasm throughout the learning process. 

In addition, the modification of game rules and facilities proved effective in reducing students’ anxiety 

and fear of failure during practice. Beginner students generally require simpler and more flexible learning 



Mult. Jou. Tour. Hosp. Phys. Ed ISSN: 3062-9551  

Development of the Circuit Basketball Learning Model for Junior High School Students in… (Siti Nur Izzah) 

203 

environments to develop confidence in performing sports skills. Therefore, the use of modified basketball activities 

became an important factor in improving students’ willingness to participate actively in learning activities. 

The findings of this study are in line with previous research conducted by Faigenbaum et al., which 

reported that circuit-based physical activity programs can improve motor skills and student engagement in physical 

education learning [37]. Similarly, Morgan et al. explained that modified sports learning activities create more 

enjoyable learning environments and improve students’ motivation to participate in sports activities [6]. In the 

Indonesian context, this study also strengthens previous findings that innovative learning models in physical 

education contribute significantly to improving learning quality and student participation. 

Several previous studies have discussed the implementation of game modification and circuit-based 

learning approaches in physical education. Mola and Bayyeta  reported that modified games were effective in 

increasing students’ participation and enjoyment during sports learning activities [38]. However, the study mainly 

focused on general game modification without specifically integrating circuit-based learning strategies into 

basketball instruction. Furthermore, Al-Haliq explained that circuit training effectively improved students’ motor 

skills and physical fitness [39], yet their study emphasized physical conditioning rather than basketball-specific 

learning activities in school settings. Another study conducted by Saputra et al. found that circuit-based learning 

improved student activity and motivation in physical education classes, but the implementation was not 

specifically designed for basketball learning among junior high school students. Based on these previous findings, 

there remains a research gap regarding the development of a specific Circuit Basketball learning model that 

combines basketball skill learning, game modification, and circuit training principles adjusted to the characteristics 

of beginner-level junior high school students. Therefore, this study contributes to filling the gap by developing and 

implementing a more contextual and student-oriented basketball learning model. 

The novelty of this study lies in the development of a Circuit Basketball learning model specifically 

designed for seventh-grade junior high school students by integrating circuit training principles with basketball 

game modifications. Unlike conventional basketball instruction, this model combines technical skill practice, 

physical movement activities, simplified game rules, and modified facilities into a structured circuit-based learning 

system. In addition, the model emphasizes enjoyable and student-centered learning experiences that suit the 

developmental characteristics of beginner students. Previous studies generally examined either game modification 

or circuit training separately, whereas this study integrates both approaches into a comprehensive basketball 

learning model applicable to physical education learning at the junior high school level [40]. 

The findings of this study provide important implications for physical education learning practices, 

particularly in basketball instruction at junior high schools. The developed Circuit Basketball model can serve as 

an alternative learning strategy for physical education teachers to create more active, enjoyable, and student-

centered learning environments. The model may also help teachers overcome limitations related to facilities, 

infrastructure, and varying student skill levels through flexible game modifications and simplified learning 

activities. Furthermore, the implementation of this model can contribute to improving students’ physical activity 

levels, motivation, teamwork, and mastery of basic basketball skills simultaneously. From a theoretical 

perspective, this study enriches the literature on innovative physical education learning models by integrating 

circuit training concepts with modified sports learning approaches. 

This study has several limitations that should be considered in interpreting the findings. First, the research 

was conducted only in one junior high school with a relatively limited number of participants, which may affect 

the generalizability of the results to broader educational contexts. Second, the study focused only on seventh-grade 

students, so the effectiveness of the Circuit Basketball model for other educational levels has not yet been 

examined. Third, the implementation period was relatively short, meaning that the long-term effects of the model 

on students’ basketball skills, physical fitness, and learning motivation could not be fully observed. Therefore, 

future studies are recommended to involve larger and more diverse samples, longer implementation periods, and 

experimental research designs to further evaluate the effectiveness of the Circuit Basketball model in various 

educational settings. 

 

 

4. CONCLUSION 

  Based on the results of the study, it can be concluded that the development of the Circuit Basketball 

learning model was successfully implemented and proven feasible for use in basketball learning activities for 

seventh-grade junior high school students. The model was developed through a systematic research and 

development process consisting of needs analysis, product design, expert validation, small-group trials, revisions, 

and large-group trials. The expert validation results indicated that the model achieved a “very good” category in 

terms of material suitability, instructional feasibility, implementation, and attractiveness. The implementation 

results showed that the Circuit Basketball model effectively improved students’ cognitive, affective, and 

psychomotor learning outcomes. Students became more active, enthusiastic, confident, and cooperative during the 

learning process. In addition, the use of modified games and circuit-based activities created a more enjoyable and 

student-centered learning atmosphere that was appropriate for the characteristics of beginner-level students. 
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Therefore, the Circuit Basketball model can be used as an innovative alternative learning model to improve the 

quality of basketball instruction in physical education learning at the junior high school level. 
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