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Abstract 

This research is motivated by the lack of interesting learning media innovations 

that exist for learning PJOK, especially athletics and the difficulty of some 

students in understanding the basic athletic movements taught in schools because 

of the lack of student interest in learning PJOK, especially athletics when in class 

or learning theory.  This study aims to develop an Athletic Smart Apps application 

with athletic materials, especially the shooting and javelin throwing branches 

based on Android Studio and Adobe Animate for VII grade junior high school 

students.  This research is a about development research  or Research and 

Development which uses the Borg and Gall development model. The research and 

development stages consist of: (1) Research on existing products, (2) literature 

studies and field studies, (3) planning to make product designs.  (4) Internal 

testing of designs, (5) Revising designs, (6) Making products, (7) Conducting 

limited trials, (8) Conducting product revisions 1, (9) Conducting main field 

trials, (10) Conducting  product revision 2. Validation is carried out by material 

experts and media experts.  The media developed was tested on 35 students of 

class VII-A SMP N3 Huraba Mandailing Natal.  The results of this research were 

obtained: 1. The creation of an application product for the development of an 

athletic instructional instructional media application based on Android Studio 

and Adobe Animate for grade VII students of SMP N3;  2. Feasibility has been 

well tested in terms of material, media and usability factors with the category 

"Very Appropriate" at each testing stage.  The results of the expert validation test: 

1. The material expert validation value is 4.25, which is in the range> 4.0 so that 

it is included in the "Very Appropriate" category;  2. The validation value of 

Media Experts is 4.70 in the range> 4.0 so it is included in the "Very 

Appropriate" category.  The usability factor feasibility test results of 6.24 are in 

the range> 5.5 so that it is included in the "Very Feasible" category.  Thus, 

athletic learning media with android studio and adobe animate-based 

applications are suitable for use as learning media for PJOK athletic sports, 

especially for grade VII junior high school students. 
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Introduction 

Information and communication technology (ICT) has developed so rapidly, 
this development has an inevitable impact.  This impact requires innovation and 
creativity in various ways, one of which is in the world of education.  Therefore it 
is not difficult anymore to find the use of ICT in the world of education. One 
example is that almost all Indonesians already have smartphones and Androids.  
The success of Android is inseparable from its open source nature, which is to 
provide free software source code so that 7 developers can develop, distribute and 
duplicate it without the need to pay for any license.  In addition, Android has 
provided free and paid applications by Android developers to make it easier for 
users.  Currently, many applications are provided through the Play Store and users 
only need to download and install them on a smartphone.  But until now there are 
still few athletic learning media applications available on the Play Store, 
especially in the Indonesian language format.  Therefore, through this final 
project, the writer is motivated to develop learning media based on Android studio 
and adobe animate in the form of an affection for the subject of PJOK in Athletic 
Material for class VII, especially the number of shooting and throwing javelins, 
according to the basic competencies taught in the class  . 

Learning through smartphone media will be more practically done anywhere 
and anytime so that it can make it easier for students to learn.  And knowing the 
background of students (psychological, physical and environmental) which is 
useful for both placement and determining the causes of student learning 
difficulties, which serves as input for the task of Guidance and Counseling (BP).  
The final goal of developing learning is as feedback for teachers which in turn can 
be used to improve the teaching and learning process and remedial programs for 
students. 

 Implementation of learning effectiveness needs to develop learning, 
development is important in teaching and learning activities.  Therefore, in 
carrying out development, especially physical education subjects, it should be 
carried out carefully and carefully and refers to the principles of good evaluation, 
all of which is done in order to obtain information about student learning 
outcomes as a whole regarding cognitive, affective, and psychomotor aspects. 

The results of observations made by the author in several schools in 
Mandailing Natal, especially in Siabu District, obtained information that there 
were difficulties for PJOK teachers in teaching online, for example finding and 
making learning for students who were truly relevant to the material and also the 
teacher had difficulty when  demonstrating several movements due to online 
teaching and learning, this situation causes many students to have difficulty 
understanding the movements taught by PJOK teachers, while students are 
required to be able to master learning while there are still Physical Education 
teachers who have not included cognitive aspects in their development process, 
especially at this time using  the DARING system (online) is still far from the 
maximum.  The teacher still thinks that what can be done at this time is only using 
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online meetings so that there are no affective and psychomotor aspects, while the 
cognitive development we get can only be done in learning theory in class. 

In addition, the teacher evaluation process is not objective yet, this is 
indicated by the existence of the term '' controlling value '/ human value in making 
assessments.  This of course shows that the effectiveness or learning development 
process has not been carried out optimally because it does not show the real 
ability of students and the evaluation process has not been carried out as a whole.  
The information obtained from teachers and students shows the importance of 
developing instructional media that can overcome the problems of learning in 
teaching and learning.  The development of learning media is expected to support 
the achievement of learning objectives at the school. 

Journal of the National and Kapodestrian University of Athens, Faculty of 
Physical Education and Sport Science, Athens, Greece (2011), a study on the 
effectiveness of using technology in the teaching of motor skills has recently 
attracted the interest of researchers for the bulk of the increase in the number of 
scientific journals published in its entirety.  unit or even a problem regarding this 
topic.  In addition, many researchers are experimenting with the development and 
application of visual teaching tools, digital multimedia and virtual learning 
environments for teaching motor skills.  In order to improve the quality of 
physical education learning for sports and health, the author created an Android-
based application. 
 

Conclusion 
From the results of the school's need much the materials that must be 

mastered by students, with this Android-based application students can more 
easily access subjects and materials, so that teaching and learning activities are 
effective, intractive and fun, so than they can have an influence in increasing 
children's cognitive abilities. 

In line with the research results, the existence of Android-based applications 
has an effect on cognitive abilities, it is necessary to conduct a study of the 
learning process in units of SMP / MTS education levels.  An increasingly modern 
situation has led teenage children to grow towards technological advances that 
have entered the digital era.  Android-based Athletic Smart Apps need to be 
further developed in terms of smartphones.  This application can be developed to 
be installed on all operating systems other than Android, namely the Iphone 
Operating system, Windows Phone, and Blackberry 
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