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Research problem is the lack of ability of grade XI students at SMA Negeri 1 Kabila in 

performing smash in badminton game. This research aims at improving ability of  grade XI 

students at SMA Negeri 1 Kabila in performing smash through problem solving learning 

model. 

It applies classroom action resaarch. The data are collected troungh student’s activity 

observation sheet and evaluation material taught in each cycle . then the date are analyzed 

both quantitatively and qualitatively. The research findings show that in prior observation, 

students average value is 45,03 then increases to 67,74 in cycle I and becomes 75,81 in cycle 

II. 

Thus, this research is considered as complete due to students score averall reaches the 

performance indicator of  70%. This research is based on the action hypothesis which states 

that if problem solving model is applied, students’ ability in performing smash that if 70% of 

students as minimum completeness criteria gain the score of 70 in performing smash in 

badminton game through problem solving model, then this research is concluded. 
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