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that 23 students or 66.7% had difficulty mastering
the material given by the lecturer. 30 students or
93.3% stated that the number of face-to-face
learning was still lacking, and 32 students or 100%
expressed an innovative desire for lectures with
digitizing tools for learning Pencak silat. Learning
media will be designed with learning devices using
learning technology by utilizing Android-based
digitalization devices. Therefore, this study will
unravel the problems that occurred by transforming
Pencak siﬁezlrning towards android-based mastery
learning in the sports coaching education study
program in the final achievement of lectures, namely

competence.
Learning Concept Transformation

An education process is a form of education that is
carried out consciously and planned, so that students
can actively develop their potential, according to the
context of the times they face, especially in this era
of globalization, the world of education must
reconstruct thinking, toward thinking that is more
transformative and has a global perspective. The
success of education is a measure of the success of a
country because with good quality education it will
form a good quality of resources. Thus, the world of
education must get more attention from relevant
stakeholders, namely the government as
policymakers, the community, and education
practitioners, such as lecturers, teachers, and
m]ems (RenataWidya Nanda, 2017). The
development of information and communication
tech y is moving so fast, reaching all sectors of
life. Information and communication technology
quickly and revolutionary has changed the mindset
and human civilization. As for our question now,
how do we use technology in a positive, wise, and
responsible way, especially in the field of learning;
both formal and informal. Therefore, learning can be

anytime, anywhere, with anything by transforming

from conventional to digital. (Isriani Hardini, 2013).
Several davelopment models in research, one of
which is the ADDIE model developed by Dick and
Carry in 1996 to design a learning system. In the
product development step, the ADDIE research
development model is C(ﬁdemd to be more
rational and more complete. This model can be used
for various forms of product development in
learning activities such as models, learning
strategies, learning methods, media, and teaching

materials. (Salamah et al., 2020)
Pencak Silat

Pengak Silat is a self-defense system inherited by
our ancestors as the culture of the Indonesian nation
so it needs to be preserved, fostered, and developed.
Indonesia is a country that is the center of the
traditional martial arts of Pencak Silat. Pencak Silat
1s one of the cultural sports, and the heritage of the
Indonesian nation's ancestors that is used to defend
themselves against the challenges of the
environment that has developed in pre-historic times
(Iskandar, 1992: 8: Rizki A Daulay & Albadi
Sinulingga, 2016). Pencak silat is one of the martial
arts sports in Indonesia. Pencak silat can be played
individually, in pairs, or teams. Mastering martial
arts 1s a very necessary master the basic techniques
of Pencak silat. Hearing about Pencak Silat, ordinary
people must be interested in one of these sports,
because Pencak Silat comes from the culture of the
Indonesian nation, therefore its development was
born from the taste and talent of ﬁ people in
Indonesia. (Waskita et al.,, 2018). The rules of
Pencak silat are the basic rules on ways to implement
or practice Pencak silat. This rule contains moral
teachings as well as values and aspects of Pencak
silat as a unit. Thus, the basic rules of Pencak silat
contain ethical, logical, aesthetic, and athletic
norms. This rule can be interpreted as a basic rule

that regulates the implementation of Pencak silat
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ethically, technically, aesthetically, and athletically

as a unit. (Erwin Setyo Kriswanto, 2015)
Media

Media is everything that can be used to channel
messages that can stimulate the occurrence of a work
process. Media is a tool (hardware) and materials
(software) combination that can be used as
messages, people, materials, tools, techniques, and
the environment. The advantages of the media
include: 1) clarifying the presentation of the
message. 2) overcome the limitations of space, time,
and memory 3) objects can be large and small. 4)
motion can be fast/slow. 5) Past events. Complex
object. 6) complex can be wide/narrow. 7) address
the nature of the participants. 8) creating shared
experiences and  heterogeneous  participant
perceptions (Zainal Aqib, 2013). Humans can
essentially lcelmﬁmugh 6 levels (Veron A.
MAgnesen) 1.e., 10 percent of what we read, 20
percent of what we hear, 30 percent of what we see,
50 percent of what we see and hear, 70 percent of
what is said 90 percent of what we said and done. In
this simple and online era, the print-out media has
gradually shifted. Print media may seem not very
important because most activities can be done online
using only a smartphone. The existence of
smartphones has changed people's perspectives
because a person can access various needs through
applications that have been installed ﬂu the
smartphone. Smartphones have enormous potential
to help the training or learning process, even in the
future smartphones will be able to answer the
problem of access to learning resources. (Anas &

Adi, 2018).
The Presence of Technology in Learning

The presence of technology and communication

(ICT) has a significant influence on changes in

various sectors of people's lives. Computers and the
internet, for example, are the primary technologies
supporting these changes in the field of education.
Since the advent of the information age, there have
also been many changes. Technological penetration,
offering the effectiveness and efficiency of human
activity encourages various innovations in society.
We always try to keep up with the development of
communication technology, by including it as one of
the major needs of the family. (Prawiradilaga, 2013).
The emergence and use of technology in this century
1s a significant development that affects teaching
and learning, including the Pencak Silat lecture
process. Education is faced with a new dimension
that is dominated by information technology which
requires teachers or lecturers to improve their
methodologies, skills, creativity, and innovation to
help students achieve learning goals easily (Anggal

etal., 2020).

Learning using electronic media or known as e-
glming (electronic learning) is a learning method
using electronic media that connect to the internet
(World Wide Web that connects all computer units
around the world) and intranet (network that can
connect all computer units dthin a company) to
deliver the learning material. If you have a computer
connected to the Internet, you can already participate
in e-learning. In this way, the number of learners
who can participate can be much greater than the
conventional way of learning in the classroom (the
number of students is not limited to the size of the

classroom) (Elyas, 2018).
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The use of technology in education for the needs of
applicable learning media must require an effort
whose aim is to facilitate the teaching and learning
process, such as interactive and innovative learning
media from a PC (Personal Computer/Laptop) in
this leaming media, the goal is as a learning aid, in

form of interactive software/applications.
Android is an operating system made for mobile
devices whose screens can be touched such as

smartphones (Ricky, 2021).
Android

Changes in technology information will bring a new
paradigm to teaching materials. Especially in
technology and information products thmhzwe
provided alternatives in learning materials that can
be accessed by teachers and students in visual form,
add insight and can also be downloaded by using a
computer/laptop as the main device. The use of
technology in learning media must require an effort
which aims to facilitate the teaching and learning
process, such as interactive and innovative learning
media from a PC (Personal Computer)/Laptop. The
goal in this learning is to be a learning lﬁl‘ in the
form of interactive software/applications. Android is
an operating system made for mobile devices whose
screens can be touched such as smartphones (Ricky,
2021).

Android is a Linuﬁ)ased mobile device operating
system, which provides an opportunity for
developers to develop as expected, the operating
system underlying Android is licensed under the
auspices of GNU, General Public License Version 2
(GPLv2), commonly known as Copyleft, This
copyleft term is a license that any improvement by
third paniwnust continue to fall under the terms,
Android application developers are allowed to
distribute  their applications under whatever

licensing scheme they want (Rahmanto & Utama,

Program

2018). Regarding technology at a glance, there are
interesting things about the technology that is
sarently developing very rapidly, namely Android.
Android is a mobile device on an operating system
for cellular phones based on Linux (Putra et al.,
2021). Technological developmems provide
convenience in accessing learning media. Leamning
media can now be accessed using computers or other
devices that can be used to display the media.
Making learning media is also easier. Various
software is available to create learning media. This
software support can make learning media more
interesting and can be easily produced. Learning
media must be able to be used in mass, easily
reproduced and used in various places. Learning
media in the form of multimedia are easily made
copies. To use multimedia, a device that supports the

media is required. (Marwan, 2018).
Learning Outcome Competencies

Competence is an ability possessed by a person with
cognitive, affective, and psychomotor dimensions
which can be manifested in attitude, speech, and
behavior. Efforts need to be made to improve the
competence of Education Technology graduates by
providing supportive courses for each competency
and carrying out educational field practices
following educational technology competencies.
Therefore, it can be concluded that competence is
related to a person's ability to do something. (Purwa

Ningrum, 2017)

The learning model for students must be
competency-based. It is intended to: speed up
graduation, speed up the underprivileged, be able to
go in and out of campus and get the desired
certificate, know abilities, and produce according to
company standards. The learning model for students
must be competency-based. It is intended to speed

up graduation, speed up the underprivileged, be able
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to go in and out of campus and get the desired
certificate, know abilities, and produce according to
company standards. Overall, the development
design model for competency-based and production-
oriented practical learning is a unified system that is
systematic with the learning sequence according to
the students' learning needs. The prilcticaﬁkills
learning approaches mentioned above include
active,  creative,  constructive,  innovative,
collaborative, cooperative, and productive learning.
The important characteristics of each of these
approaches are integrated to produce a model that
allows students to develop creativity to produce

products based on their understanding of the concept

being learned.

Method

The type of research used in this research isresearch
and development (R&D). This study used the
Instructional Developmelwstilute (ADDIE) model
(Grabowski, 2003, p. 3) which consists of several
stages, Analysis,

Design, 3 Development,

Implementation, and Evaluation. The data analysis

technique in this research uses quantitative
descriptive analysis and qualitative descriptive
analysis. Quantitative data analysis 1sguged to
analyze data validation value scale, initial field test,
main field test, and operational field test. Qualitative
data analysis is used to analyze observational data
and input or suggestions given during validation,
initial field testing, main field testing, and
dissemination. Based on the results gained fr()mﬂc
pre-test and post-test, the effectiveness of the test
was then carried out using the Paired Sample T-Test
using the SPSS program. 16 For Windows.
(Triprayogo et al., 2020)

Result

SMALL GROUP SAMPLE DATA

Indicator Variables Of Pencak Silat Basic Materials

Results of a Small-Scale Trial Questionnaire
Conducted by CLASS A regarding the Basic
Materials of Pencak Silat

Aspects Assessed Score Obtained Maximum Score-

Category Percentage

No Aspects Assessed Earned Score M;T::: m Perc('a;:)tage Category
1 | Basic Material 276 300 92% Very Decent
2 | Basic Material Presentation 284 300 959 Very Decent
3 Movement Material 288 300 06% Very Decent
4 | Movement Material Presentation 288 300 96% Very Decent
Total 1136 1200 95% Very Decent
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presemzlli()n‘ movement material, movement
material presentation. From the four indicators, the
total average of all indicators is 93% with very
decent category to be used. From the distribution of
statement questionnaires given to a large sample of
Pencak Silat experts with indicators of basic
material presentation, movement material,
movement material presentation. From the four
indicators, the total average of all indicators is 98%
with very decent category to be used. From the
distribution of the statement questionnaires given to
the sample Pencak Silat learning experts with
indicators of basic material presentation, movement
material, movement material presentation. From the
four indicators, the total average of all indicators is
96% with a very decent category to be used. From
the distribution of statement questionnaires given to
a large sample of Pencak Silat learning video experts
with indicators of basic material presentation,
movement material, movement material
presentation. From the four indicators, the total

average of all indicators is 96% with a very decent

category to be used.

Recommendation

From the results of the small and large group test, it
1s stated that learning pencak silat using Android-
based is very f[easible to use. For pencak silat
teachers, they can transform from conventional
learning to Android-based learning. For other
researchers, they can develop this research into

better learning.
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