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	ABSTRACT

	Futsal is a sport that has been growing rapidly in various countries, including Indonesia. However, despite the dynamic development of futsal, the achievements of futsal clubs under the Kuningan Regency Futsal Association (AFKab Kuningan) have not yet been able to compete at the regional level. Observations during training sessions and matches reveal that the futsal playing skills of AFKab Kuningan member players still require improvement. This community service activity aims to implement Video Feedback (VFB) in the futsal training process to enhance players' playing skills. The program comprises five stages: socialization, training, technology application, mentoring and evaluation, and program sustainability. The results of the community service activities demonstrate an improvement in the playing skills of futsal club players in AFKab Kuningan. The application of Video Feedback (VFB) technology has proven to be effective in enabling players and coaches to conduct direct evaluations of the game, leading to improvements in technique, tactics, and overall team coordination. Through VFB, coaches can deliver more specific feedback, while players gain a better understanding of their weaknesses and potential.
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1. Introduction 
Futsal is a sport that is growing rapidly in various foreign countries, including in Indonesia, with various massive competitions and tournaments at various levels. However, despite the rapid development of futsal, in reality the achievements of futsal clubs that are members of the Kuningan Regency Futsal Association (AFKab Kuningan) have not been able to compete at the regional level (West Java Province), let alone at the national level. If we look at the aspect of the high enthusiasm of the people of Kuningan Regency, it can be seen from the various levels of education holding futsal tournaments in their respective schools. In addition, there are several organizing committees outside the school institution, such as the futsal tournament managed by Viking Kuningan every six months starting from Elementary School students to between Colleges, futsal games are competed.
[image: ]
Figure 1. Gallery of the Inter-Elementary/Middle/High School Futsal Championship in Kuningan Regency
[bookmark: _Toc2]Since the establishment of the Kuningan Regency Futsal Association (AFKab Kuningan) on February 28, 2020, until now the futsal clubs under the auspices of AFKab have not been able to achieve success at the local or national level. It can be seen that every time a championship is held, especially in the West Java Province archipelago league, the best Kuningan futsal club representatives still have difficulty competing in the preliminary round. As a result, the Kuningan representative futsal club could not proceed to the next round. This problem is certainly a material for evaluation by the association and club, so that in the following year they can improve both in terms of competition quality, player selection, coaching, and the touch of science and technology that can improve the management and achievements of athletes and clubs. In 2023, AFKab Kuningan representatives Toko Kecil as Champion and Rahayu as Runner Up have not been organized by the province.
AFKab Kuningan has 13 official voter clubs as participants in the Kuningan Futsal League (KFL). The futsal competition held by the federation uses a half-competition system. The match equipment such as the referees assigned are professionals who have obtained legality in the form of a license. The coaches from each club in the KFL are coaches who have obtained a minimum national level license certificate. The KFL competition is an annual agenda of the federation as one of the work programs that must be held. The purpose of the federation from the KFL is to enliven the atmosphere of regional competition in order to be able to produce quality players and professional clubs so that they can continue to compete at the West Java regional level and at the National level.
The target of KFL is to channel the champion and runner-up clubs representing the Kuningan Regency Futsal Association to compete in the West Java Nusantara League (provincial level). If the club can compete and become a champion in the West Java Nusantara League, it will continue to participate as a participant in the National Nusantara League. Furthermore, the club and players' achievements in the National Nusantara League will be promoted to the National Futsal League. However, the results of the identification of several partner problems that we found include the futsal playing skills of AFKab Kuningan members still need to be improved, this is the result of observations during training and during matches. Players are not right in making decisions, for example the ball that is being controlled by a player that should be passed because the situation at that time the teammate is free without guard and the position is strategic, but the ball is still carried until it can be taken by the opposing player. The basic technical skills of the Kuningan futsal club players are also still low, seen from the game when trying to pass the ball it is still easy to be taken by the opponent, shooting the ball into the opponent's goal is still easy to be caught by the goalkeeper.
[bookmark: _Hlk184031467][bookmark: _Toc292564711]Based on these problems, an innovation in the application of technology is needed to support futsal playing skills, especially for futsal club players under the Kuningan Regency Futsal Association (AFKab). The results of the research that has been conducted (Hadiana, Wahidi, & Agustan, 2020020;  Hadiana et al., 2020;  Wahidi et al., 2021) show that VFB has a significant impact on improving futsal playing skills and motivation. So that the community service activities that we do implement VFB in every futsal training process for all AFKab Kuningan member clubs. The purpose of this community service activity is to apply video feedback technology in order to improve the skills of futsal players in futsal clubs under the auspices of AFKab Kuningan.

2. Method
This community service activity consists of five stages: socialization, training, technology application, mentoring and evaluation, and program sustainability (Roure et al., 2019; Meer et al, 2023; Adams et al, 2024). At the socialization stage, the Community Service implementation team conveys to partners (AFKab Kuningan administrators and futsal club coaches) about the use of video feedback technology to support futsal playing skills. The training stage of the Community Service implementation team provides training on the use of video feedback technology in the futsal training process to all AFKab club coaches. The technology implementation stage of the Community Service implementation team applies video feedback technology in the training process to players in all AFKab Kuningan futsal clubs. The stages of mentoring and evaluation of the PKM implementation team provide mentoring to partners during the community service activity process, and together with partners evaluate the impact of implementing the video feedback program in improving futsal playing skills. The stages of the sustainability of the Community Service implementation team program together with partners follow up on this community service program which makes partners one of the student research laboratories, and assigns students to carry out scientific development collaboration as an Independent Learning Campus (MBKM) activity.
The digital cameras installed in the four corners of the field are professional video cameras. This digital camera is used to record the training process and during futsal matches assisted by a USB cable to connect to a laptop. The results of the video recording are displayed via an infocus as feedback from the futsal playing skills during the training to the players. During training, feedback is provided every 10 minutes after the players complete a game situation drill. Each session consists of six repetitions, including a warm-up and cool-down period, to maximize the players’ understanding and retention of feedback. One training session consists of 6 repetitions of games situations equipped with a warm up before the main training and a cool down movement after the main training. Players are required to reflect on their performance by answering the following questions: (1) 'Is your decision-making during the futsal game, such as controlling or passing the ball, appropriate?'. (2) 'Are the skills you performed, such as passing, ball control, dribbling, and shooting, efficient? The players then receive video feedback on their performance after completing the 4th repetition of the games situation by viewing it directly from the infocus display on the screen. The coach stops the video/image playback right when the player is making a decision and when the player executes several skills in the futsal game. The coach then discussed the responses from several players before providing technical advice on how to achieve the training goals. After the feedback session, the players attempted one repetition of the 5th game situation without video feedback, then received video feedback for the second time on the 6th game situation repetition. This time, the coach asked the players an additional question: “Did you perform better after watching the video recording of the futsal skills you demonstrated during the game?”. This video feedback procedure was repeated up to 10 meetings with partners at the training and technology application stages.
The implementation of this video feedback technology is the result of a study (Hadiana, Wahidi, & Agustan, 2020;  Hadiana, Wahidi, Sartono, et al., 2020;  Wahidi et al., 2021) by utilizing video recordings during the futsal training process which were then shown to the players to provide feedback on specific movements that had been done during the training process (Mehmet Fatih Yiğit, 2021). For more clarity, the implementation of the use of video feedback in community service activities can be seen in the following picture:
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Figure 2. Implementation of Video Feedback Technology in Futsal

3. Results of Analysis and Discussion
During the socialization activities, the community service team focused on analyzing the current state of futsal achievements in Kuningan Regency, highlighting challenges such as stagnant athlete performance and manual administrative processes. These discussions aimed to identify obstacles and introduce technology-based solutions to enhance player achievements and organizational efficiency (Potdevin et al., 2018; Pot et al., 2014).

3.1.  Socialization Stage
In the opening session, the community service team presented the results of the analysis of the futsal team's performance in various local and regional tournaments. Data indicated that Kuningan Regency's achievements remain stagnant, with a relatively low win rate compared to neighboring regions.
This is influenced by several factors, including limited adequate training facilities, lack of use of modern technology in skill development, and conventional training patterns. One problem that is of particular concern is the minimal use of structured performance analysis methods, such as video feedback, which has been proven effective in improving the technical and tactical skills of players (Prilop et al., 2020; Koekoek et al., 2018; Palao et al., 2015).
This socialization ended with an interactive discussion between the community service team and the management of the Kuningan Regency Futsal Association. The management conveyed their aspirations regarding the need for improved training facilities and athlete development, and fully supported efforts to modernize administration to be more efficient and professional. A joint commitment to make changes for the better was taken, with the hope of encouraging increased futsal achievements in Kuningan Regency in the future. Here we present a picture of the implementation of the Community Service team's socialization to AFKab Kuningan partners.
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Figure 3. Socialization of the Implementation of Community Service Activities

In the socialization activity, the Community Service team also conveyed the purpose of this activity. The purpose of this Community Service is to provide real contributions to the development of futsal sports in Kuningan Regency through a modern technology and management approach. This socialization focuses on two main objectives that are expected to bring significant changes to improving the quality of futsal games in Kuningan Regency (Pyle, B., & Esslinger, 2014; Prilop et al., 2020).
Through this socialization, the community service team introduced how to use Video Feedback as an effective tool in improving the performance of futsal players. The implementation of this technology is expected to not only improve individual player playing techniques, but also improve team tactical understanding. The downstreaming of the results of this research aims to ensure that Video Feedback technology can be widely applied in futsal clubs in Kuningan Regency, thus having a positive impact on the achievement of athletes in various competitions (Seidel et al., 2011; Weber et al., 2018).

3.2.  Training Stage
The training activities carried out by the Community Service implementation team aim to support the improvement of training quality, especially futsal playing skills. This activity was attended by all club coaches under the auspices of AFKab Kuningan. In the first session, the Community Service implementation team provided training on understanding the use of video feedback technology in the futsal training process. This session was designed to train coaches to be able to utilize video technology as a tool to analyze player performance more effectively. In this training, coaches were introduced to basic video recording techniques that are relevant to training, such as the right angle and ideal distance to record player movements. The Community Service Team also explained how to utilize video analysis software to break down player movements into detailed parts so that coaches can provide more specific feedback on game techniques, strategies, and tactics (Anggit Wicaksono, 2018).
Through simulations and hands-on practice, coaches had the opportunity to test how video feedback works and learn how to direct players’ attention to areas that need improvement. The results of the training showed high enthusiasm from the coaches. Many found the use of this technology helpful in identifying and correcting player errors, and recognized the great benefits of video feedback in improving players’ understanding of their roles on the field (Ketchum et al, 2022; Middlemas & Harwood, 2018).
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Figure 4. Training on the Use of Video Feedback for Trainers
The training on the application of video feedback technology to all futsal club coaches was held for two days, precisely on August 5 and 6, 2024, from 14.00 - 17.00 WIB. The equipment/tools used in the training activities consisted of video recordings of players' futsal training as joint evaluation materials, a laptop to store video recording files, an HDMI cable to forward video recordings from the laptop to the infocus, and an infocus to display video recordings to the coaches. The evaluation process in the training activities for coaches was given a questionnaire about their perceptions of the need to implement this video feedback technology as one way to improve futsal playing skills.
3.3.  Technology Implementation Stage
The implementation stage of video feedback technology by the Community Service implementation team is a continuation of the training program aimed at improving the quality of training and futsal playing skills in clubs under the auspices of the Kuningan Regency Futsal Association (AFKab). After the coaches received training in using this technology, the Community Service team facilitated the direct implementation of video feedback during training sessions, involving players from all futsal clubs in AFKab Kuningan. In implementing this video feedback technology, the Community Service implementation team helped coaches record player training at important moments, such as basic ball control techniques, shooting accuracy, game patterns, and coordination between players. The recorded videos were then analyzed together with the coaches and players, allowing them to review the movements and decisions made while playing. Through this visual analysis, players can more easily understand each other's strengths and weaknesses, and recognize mistakes that need to be fixed specifically (Fauzi, 2015).
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Figure 5. Application of Video Feedback Technology in Futsal Training
The results of the application of video feedback technology show that players can get more detailed and effective feedback. By using video, coaches provide more targeted guidance on aspects that need to be improved, such as body posture, shooting angles, and movement patterns. In addition, video feedback also helps players understand optimal positions and more effective tactics in coordinating with teammates (Aiken et al., 2012; Fairbrother et al., 2012).
In the evaluation session, many coaches and players felt the real benefits of implementing this technology. Players admitted that it was easier to understand the instructions given, because they could see the situation on the field directly. They felt more motivated to improve their performance because they had a clear picture of the aspects that needed to be improved. For coaches, this technology is an important tool in providing more accurate and data-based instructions, so that the training process becomes more effective and structured (Guadagnoli et al., 2002; Meade et al., 2014).
Overall, the application of video feedback technology in futsal training not only helps improve the quality of individual players, but also strengthens team coordination and understanding of tactics. With continued implementation, it is hoped that this technology can become an integral part of coaching futsal players in Kuningan Regency, so that it can produce athletes who excel and compete at a higher level.
Referring to the purpose of community service activities that the implementation of the application of video feedback technology is to improve the futsal playing skills of club players under the auspices of AFKab Kuningan. So that the focus in the technology application stage is that players get feedback from the video results of the training process displayed on playing skills which include (decision making, execution skills, and support). The data from the measurement results of the futsal playing skills shown by the players specifically will be explained at the mentoring and evaluation stage.
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Figure 6. Providing Feedback via Futsal Training Results Video

3.4.  Mentoring and Evaluation Stage
In the mentoring and evaluation stage, the Community Service implementation team carried out intensive activities with partners to support the success of the community service program. This mentoring focused on the use of video feedback in an effort to improve futsal playing skills, which was supported by data collection through observation using the Games Performance Assessment Instrument (GPAI). The team and partners prepared a training schedule and provided technological devices to record and analyze each athlete's game. Through regular observation and feedback sessions, the team and partners were able to identify the technical and tactical abilities of players that needed to be improved. In the program evaluation, the implementation team and partners held a joint reflection session to assess the impact of implementing the use of video feedback on the performance of futsal athletes. Data hasil observasi selanjutnya dihitung menggunakan rumus Mitchell, Oslin, dan Griffin (Griffin, L, L., 2018). Adapun perhitungan keterampilan bermain menurut GPAI adalah sebagai berikut:
1. Decision Making Index (DMI): is the number of correct decisions made divided by the number of correct decisions plus the number of incorrect decisions, DMI = (A / (A + IA)).
2. Skill Execution Index (SEI): is the number of efficient skill executions divided by the number of efficient skill executions plus the number of inefficient skill executions, SEI = (E / (E + IE)).
3. Support Index (SI): is the number of correct support decisions made divided by the number of correct decisions plus the number of incorrect decisions, SI = (A / (A + IA)).
4. Game Engagement (GI): Add together all responses indicating game engagement. GI = DMI + SEI + SI.
5. Sports Game Playing Ability (GP): Sports game playing ability is calculated by adding the scores of all assessed components and dividing by the number of assessed components, GP = (DMI + SEI + SI) / 3
Based on the results of observations using the GPAI instrument, there was a significant increase in futsal players after the application of video feedback technology in aspects of playing skills, such as decision-making skills, execution skills, and awareness of player positions on the field (support). The results of the futsal playing skills of the AFKab Kuningan club players can be seen in the pretest and posttest results presented in table 1 below:
Table 1. Pretest and Posttest of Futsal Players' Playing Skills Using the Games Performance Assessment Instrument (GPAI)
	No
	Club Name
	Futsal Playing Skills

	
	
	Pretest
	Posttest

	1
	A.N FC Ciawi Gebang
	0,64
	0,75

	2
	JNE Futsal Kuningan
	0,73
	0,87

	3
	SWR Vik
	0,65
	0,76

	4
	SPM Klub Futsal
	0,63
	0,73

	5
	Toko Kecil
	0,71
	0,79

	6
	Rahayu Putra
	0,72
	0,85

	7
	Nass Kuningan
	0,68
	0,81

	8
	Mumeda Kalismaya
	0,67
	0,78

	9
	Budi Bahkti
	0,66
	0,75

	10
	Bayuning FC
	0,68
	0,77

	11
	Akatsuki
	0,65
	0,76

	12
	Damar Sakti Futsal
	0,66
	0,78

	13
	Zidni Futsal Klub
	0,67
	0,77

	Total
	8,75
	10,17

	Average
	0,67
	0,78



The following is a statistical description of the futsal player data consisting of 182 people, who are members of 13 futsal clubs in the Kuningan Regency Futsal Association. Based on statistical data from the results of community service activities regarding the implementation of video feedback technology in supporting futsal playing skills, there was an increase in the results in the posttest compared to the pretest. At the pretest stage, the total number of points obtained was 8.75 with an average value of 0.67. After the intervention using video feedback technology, the posttest data showed an increase, with the total value reaching 10.17 and an average value of 0.78. This shows an increase of 1.42 in the total number of points and an average increase of 0.11. The implementation of video feedback technology seems to play a positive role in improving futsal playing skills, as reflected in the increase in posttest scores.

3.5.  Program Sustainability Stage
At the sustainability stage of the program, the Community Service implementation team and partners follow up to make partners a research laboratory for students. With this development, partners not only act as beneficiaries, but also as a place for student field practice and research that is relevant to the field of sports, especially futsal. This agreement opens up opportunities for students to apply scientific concepts through sustainable and research-based activities. The Community Service implementation team also prepares an assignment scheme for students to carry out scientific development collaboration in the form of Independent Learning Independent Campus (MBKM) activities, especially through independent projects and internships. Students are given the opportunity to be directly involved in futsal team management activities and developing training strategies, including using video feedback and website-based digital technology that has been implemented. Through this involvement, students are expected to be able to develop practical skills and in-depth understanding in the fields of coaching and sports management. This sustainability activity not only supports student learning, but also contributes to partners in improving the quality of futsal training and management. With ongoing collaboration, partners act as dynamic laboratories for students, supporting the development of knowledge and practical skills in supporting learning outside the classroom according to the MBKM principles (Krishnapatria, 2021; Vhalery et al., 2022; Simatupang & Yuhertiana, 2021).

4. Conclusion
Community service activities have succeeded in improving the futsal playing skills of futsal club players in the Kuningan Regency Futsal Association. The use of Video Feedback (VFB) technology has proven effective in helping players and coaches conduct direct evaluations of the game, thus facilitating improvements in technique, tactics, and overall team coordination. Through VFB, coaches can provide more specific feedback, while players can better understand their weaknesses and potential.
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