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Abstract. This study aims to (1) produce a football talent scouting application product for 
students aged 11-14 years, (2) find out the use of soccer talent scouting applications using the 
android-based sport search method. This research is a development research with the Borg and 
Gall approach model through 8 stages, namely: (1) potential and problems, (2) information 
gathering, (3) product design. (4) Design validation. (5) Design revisions, (6) small-scale trials, 
(7) revisions of small-scale trials, (8) large-scale trials, and (9) Final Products. The subject of 
this study was a soccer school coach (SSB) in Medan City with licenses D, C, and B. The trials 
carried out included two stages, namely small group trials with 10 coaches and large group 
trials with 25 coaches. The results of this study are (1) a football talent scouting application 
product to identify and evaluate the potential for soccer talent of students aged 11-14 years, (2) 
The feasibility level of this product is known through a validation assessment of material and 
media experts. For the validation of the first material expert, the level of achievement is 90.00% 
in the Very feasible category and the second material expert validation is the level of 94.00% 
in the Very Eligible category and validation of the media expert at the level of 96.15% in the 
Very Eligible category. This product also went through a small group trial phase with an 
achievement rate of 77.67% in the Eligible category. Meanwhile, at the trial stage for this large 
group of products, the achievement rate was 87.27% in the Very Eligible category. Thus, it can 
be concluded that this talent scouting application product is suitable / very feasible to use. 
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1 Introduction 

In the current industrial era 4.0, the development of science and technology (IPTEK) in the world 
and also Indonesia is very rapid, various human activities in daily life have been greatly helped by 
advances in technology, including in the field of sports, which have been helped in the process of 
training and competitions.  
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In the city of Medan which is the capital of North Sumatra Province (North Sumatra) and also one 
of the big cities in Indonesia. The use of technology in the world of football coaching is still very 
minimal. This is one of the inhibiting factors for trainers in the grassroots age group in achieving 
maximum performance in North Sumatra in particular. Ideally, today's modern coaches should be 
required to be more responsive to developing technology in soccer. 

The results of observational studies and interviews as well as needs analysis that have been carried 
out by the author from April to June 2021 for coaches aged 11-14 years at 14 (fourteen) soccer 
schools (SSB) Medan City, are as follows: 

a. The SSB student admission system in Medan City is 100% using general requirements such as 
family cards, diplomas, birth certificates, and passport photos. 
b. The SSB student admission system in Medan City that uses special requirements such as aptitude 
or skill tests is only 14%. 
c. The knowledge and understanding of the SSB coach in Medan City on the test instrument in 
scientific football talent scouting is very lacking. 
d. 100% of Medan City SSB coaches use and are able to operate Android phones, but are not used 
in football coaching science and technology. 
e. As many as 100% of the KU 11-14 SSB Coaches in Medan City need/need a digital-based soccer 
scouting talent test. 

Talent scouting (talent scouting) in the sport of football in the city of Medan has not been identified 
as a whole, only looking at the technical and skill aspects, whereas to obtain maximum talent there 
are other aspects such as Anthropometry and Biomotor. Based on the results of the observations and 
interviews above, the authors are interested in developing an Android-based football talent scouting 
application which is named the Indonesian Football Talent Identification Application 
(AIBANESIA). 

2 Method 

This study uses the Research and Development method from the theory of Borg and Gall (2003), 
this model was chosen because the procedure developed by Borg and Gall is more complete because 
it has two main objectives, namely: (1) producing certain products, and (2 ) test the effectiveness of 
the product in achieving the objectives to be achieved. 

The development procedure used in this study refers to the steps of the research and development 
(R & D) model of the theory of Borg & Gall (2003) proposed by Sugiyono (2013) which conveys 
that there are ten steps in research and development research. The following is an image of the 
research design flow for developing an Android-based soccer talent scouting application. 
 



 

 

 
 
 

 
 
 
 
 

Fig. 1. Steps to use the Research & Development Method 
 
According to Sugiyono (2013: 297) to be able to produce certain products, research that is needs 
analysis is used and to test the effectiveness of these products so that they can function in the wider 
community, research is needed to test the effectiveness of these products. Based on this opinion, in 
the context of this research, the aim is to develop an Android-based soccer talent scouting 
application so that coaches understand the soccer talent scouting test instrument and make it easier 
to select/select, evaluate, student talent effectively and efficiently. 
 
2.1 Research Subjects and Objects 
The subjects of this study were 2 Sports Lecturers, 3 Material & Media Experts, and 35 soccer 
coaches certified with D, C, and B licenses who were representatives of each soccer school (SSB) 
in the Medan City area. 

2.2 Data Collection Instruments and Techniques 

Research Instruments. To produce a quality development model, an instrument is needed that is 
able to explore the data needed to collect data in this study. There are two instruments used, the first 
to assess the application and the second to assess the material. Instruments in the form of 
questionnaires for material experts, media experts, and for trainers. 
 
 
 

 

Data collection technique. The types of data obtained from this research are quantitative data and 
qualitative data. According to Endang Mulyatiningsih (2012: 38) quantitative data is data in the form 
of numbers or data that has been rated. While qualitative data is data in the form of sentences or 
pictures. Quantitative data in the form of assessments, collected through questionnaires or product 
trial questionnaires, during testing activities, were analyzed by descriptive quantitative analysis. 
Percentage is intended to determine the status of something then interpreted with qualitative 



sentences. The questionnaire used in this study is an assessment questionnaire. Based on the number 
of opinions or answers, the researcher then percentages each answer with the formula: 

After presenting in percentage form, the next step is to describe and draw conclusions about each 
indicator. The suitability of aspects in the development of an Android-based football talent scouting 
application can use the following table: 

Table 1. The suitability of aspects in the development of an Android-based football talent scouting 
application 

 
 
 
 
 
 

 
 
 
 
 

 
 
                     Source: Suharsimi Arikunto (2009) 
 

2.3 Data analysis technique 

Data analysis technique is a step to find out the results of the research conducted. Data analysis 
includes all activities, classifying, analyzing, using and drawing conclusions from all data collected 
in action. After the data is collected, the data will be processed. The data collection carried out in 
the study used two techniques, namely preliminary study instruments and model development 
instruments and field trials. Quantitative data from the validation of material experts, media experts 
and respondents was then converted into qualitative data on a scale of 4 using the conversion 
reference of Djemari Mardapi (2007: 84) in the following table: 
 
 
 
 
 



Table 2. Quantitative data from the validation of material experts, media experts and respondent 
 
 
 
 
 
 
 
 
 
 

3 Results and Discussion 

3.1 Development Results 

The development of a product called AIBANESIA (Indonesian Talent Identification Application) 
based on Android as a tool for making product media. The following is a product display that 
researchers have successfully developed 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig 2. Display 
 
 
 



 
The AIBANESIA display has 4 (four) menus, namely 1) Profile Menu, 2) Menu About Sport Search, 
3) Implementation Instructions Menu, and 4) Talent Test Menu, as shown below 

3.2 Expert Judgment Validation Results and Analysis 

At this stage, validation of the product that has been developed by two experts / Expert Judgment is 
carried out, namely Dr. Imran Akhmad, M.Pd and Mr. Dr. Indra Kasih, M.Or. This Expert Judgment 
is a lecturer in Research Methodology course as well as a related expert in the field of Strangth and 
Conditioning (SC) as well as a lecturer in Information and Communication Technologies (ICT) 
course. There are 2 aspects assessed by Expert Judgment, namely the Material Aspect and the Media 
Aspect. 

The data was obtained by providing the initial product of an Android-based soccer talent scouting 
application and a questionnaire assessment sheet to Expert Judgment. Expert Judgment observes the 
application and then provides an assessment and input on the application in writing or orally. The 
assessment to the expert includes the quality of the Android-based soccer talent scouting application 
which is seen from the visual aspect and comments or suggestions in general and conclusions. 
The results of the analysis of expert judgment 1 are the total score achieved with an average score 
of 3.28 and an achievement rate of 82% in the "Very Eligible" category, while expert judgment 2 is 
the total score achieved with an average score of 3.12 and an achievement rate of 78% with the 
"Eligible" category. 

3.3 Results and Analysis of Material and Media Expert Validation 

At this stage, validate the products that have been developed, by two material experts and 1 media 
expert, namely Dr. Komaruddin, M.A, Sugianto, SE, and Mohamad Fathur Rohman, ST. 

The validation analysis of the material expert 1 at this stage is 90% with the "Very Eligible" 
category, and the analysis of the translation of the material expert 2 at this stage is a total score of 
94% with the Very Eligible category. While the validation analysis of media experts at this stage is 
96%, an average of 3.8 with the "Very Eligible" category. 
 
3.4 Results and Analysis of Small-Scale Trials 

In this small group trial phase, 10 trainers were randomly selected proportionally based on the 
qualifications of trainer licenses D, C, B, and A to represent the population. The data is obtained by 
giving a questionnaire to the coach and an android-based soccer talent scouting application product 
that has revised judgment instruments, material experts and media experts. The coach will provide 
an assessment of the questionnaire and provide input or suggestions on the application. The 
evaluation given to the coach includes the quality of the android-based soccer scouting talent 
application which is seen from the Useful aspect and the Interesting aspect and comments or 
suggestions in general and conclusions. 

The small group trial was carried out on February 7, 2022. Data from the small group trial The 
coach's assessment of the android-based soccer talent scouting application had an achievement rate 
of "77.67%" with the "Eligible" category. 



3.5 Results and Analysis of Large-Scale Trials 

In this large group trial phase, 25 trainers were randomly selected proportionally based on the 
qualifications of D, C, B, and A license trainers to represent the population. The data is obtained by 
giving a questionnaire to the coach and an android-based soccer talent scouting application product 
that has revised judgment instruments, material experts and media experts. The coach will provide 
an assessment of the questionnaire and provide input or suggestions on the application. The 
evaluation given to the coach includes the quality of the android-based soccer scouting talent 
application which is seen from the Useful aspect and the Interesting aspect and comments or 
suggestions in general and conclusions. 

The large group trial was carried out on February 15, 2022. Data from the large group trial The 
coach's assessment of the android-based soccer talent scouting application had an achievement rate 
of "82,27%" in the "Very Eligible" category.  

4 Conclusion 

The product resulting from this research is the Indonesian talent identification application 
(AIBANESIA) which has been developed in accordance with current football needs and in 
accordance with input and advice from material experts and media experts, the products that have 
been developed have gone through several stages of manufacture including are the stages of the 
material and material collection process, the product manufacturing process, the material expert 
validation process, the media expert validation process, small-scale trials and large-scale trials. 

Based on the validation process carried out by material experts who have assessed the AIBANESIA 
application product in terms of the Feasibility Aspect of the material included in the "Very Eligible" 
category for use, while in the validation process media experts who have assessed products that have 
been developed based on the Media Feasibility Aspect are included in the validation process. in the 
“Very Eligible” category. Small group and large group trials were conducted on SSB trainers in 
Medan City on the AIBANESIA application covering usefull aspects (useful) and interesting aspects 
(interesting) included in the "Very Eligible" category. 

The application of soccer talent scouting with the Sport Search method has the ability to identify, 
distinguish the potential and talent of soccer students aged 11-14 years, so that it is effectively and 
efficiently used by coaches in the talent identification process. 
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