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	This research produces a new media product in the form of an android application for floor gymnastics learning based on blended learning. The research method used is the R&D research method through 10 stages including: (1) Preliminary study, (2) Research planning, (3) Initial product development, (4) Initial (limited) field trials, (5) Revision of field test results limited, (6) Wider field tests, (7) Revision of field test results, (8) Due diligence, (9) Revision of due diligence results, (10) Dissemination and dissemination of the final product. This research was conducted at the Faculty of Sports Science, Medan State University. This research was conducted in August 2023. The research samples included language experts, media experts, learning experts and small and large sample students. For a small sample of 20 people and a large sample of 75 people. The research instruments used were expert observations, interviews, documentation and observation sheets. Data analysis in this development research used the t-test analysis technique. The approach used in this study is a qualitative approach. The results of the research from the first and second language experts: the language used in the media is very appropriate with a total score of 81% with revisions. From the first and second media experts: Then the media used with a total score of 83% is in a very appropriate category with revision. Second media experts Then the media used is appropriate with a total score of 90% in the very feasible category. From the first and second learning experts: Then the learning used has a total score of 81% with a very feasible category with revision. Second learning expert Then the learning used a total score of 90% with a very feasible category. The small sample obtained a total score of 79% in the appropriate category by revising. Large samples get a score of 90% with the category very feasible to use. The conclusion from this study is that the learning media used are very feasible .
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INTRODUCTION
Physical Education, Sport and Health are basically part of the reconstruction of the national education system as a whole. In this case the level of progress in Physical, Sports and Health Education in education units has a very important role to create effective learning and goes well (Junaedi, 2016)
Education is considered the main means of acquiring, applying and developing science and technology. Education includes learning activities and the acquisition of values inside and outside formal educational institutions (Weniati & Rochmawati, 2022). Science and technology are learned from various sources of information, used for various purposes, and developed through practice and research (Aritonang & Safitri, 2021). Human resources that are strong and necessary in building themselves and their environment are formed and produced through education. Also in the educational process, humans learn from, about, and with technology itself (S. R. Siregar & Ramadhani, 2021). The increasingly rapid developments of the era force educators to improve strategies in learning and teaching. Fulfilling the competency needs of students makes teaching staff have to be creative in formulating learning strategies and finding the right sources in fulfilling learning media (Burhanuddin, 2022).
Medan State University, which is a producer of educational staff, has several faculties that cover various study programs, one of which is the faculty of sports science with the study program of physical education, health and recreation. In the health and recreation physical education study program there is a floor gymnastics course. Floor gymnastics is a practical subject with a duration of 16 face-to-face meetings with a lot of material including: Split, cartwheel, tiger jump, front roll, back roll, round off, cartwheel, handstand, keep, stand, presshand stand, hanspring, back hanspring / backflip, balance. From so much material with a volume of 16 meetings there are problems in competency achievement, so it is necessary to find solutions to these problems (Wahyudi & Winanto, 2018).
Research and development methods are research methods used to produce certain products, and test the effectiveness of these products. 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, it is necessary to develop longitudinally (gradually can be multi years) (Sugiono, 2011).  The Research & development method which is commonly called (R&D) has the same meaning as the development research method. educational research and develop and validate educational products. Research & development is a research approach to produce a new product or improve an existing product (Albiladi & Alshareef, 2019).
Traditionally, learning includes teachers, studies, and textbooks. The content to be learned is contained in the textbook, and it is the responsibility of the teacher to "input" the contents of the textbook to students (Budiyono Saputro, 2020) . A more recent view of the learning process is that learning is a systematic process of providing learning resources so that the learning process occurs in students. Learning is a discipline that pays attention to efforts to improve and improve the learning process. The main goal is to prescribe optimal strategies to encourage initiative and facilitate learning.
Learning is an effort to organize the external environment or facilitate so that learning occurs in students (learners). Efforts to manage the environment are carried out through the provision of learning resources. Lecturers are not the only source of learning, because students can learn from various other learning sources through: experts, practitioners, students, the community, journals, magazines, newspapers, internet, CD ROM, television, bide, radio and so on (Suwarti et al., 2022).
In general, strategy has the meaning of an outline of a course to act in an effort to achieve predetermined goals. In relation to teaching and learning, strategies can be interpreted as general patterns of teacher-student activities in the embodiment of teaching and learning activities to achieve the goals outlined. There are four basic strategies in teaching and learning which include the following: (a) Identifying and establishing specifications and qualifications for changes in the behavior and personality of students as expected. (b) Choosing a teaching and learning approach system based on aspirations and views of society (Jamaluddin et al., 2018). (3) Select and determine the procedures, methods and techniques of learning, teaching which are considered the most appropriate and effective so that they can be used as a guide by the teacher in carrying out teaching activities. (4) Establish norms and minimum limits of success or standards of success so that teachers can use them as guidelines in evaluating the results of teaching and learning activities which will then be used as feedback for improving the overall instructional system concerned (Sitepu et al., 2019).
Learning is generally interpreted as changes in individuals that occur through experience, and not because of the growth or development of the body or the characteristics of a person from birth (Trianto, 2012).  Learning is a process of interaction between students and educators and learning resources in a learning environment. Learning is assistance provided by educators so that the process of acquiring knowledge and knowledge can occur, mastering skills and character, as well as forming attitudes and beliefs in students. (Dini Rosdiani, 2013)
(Parlindungan Pardede, 2012) describes blended learning as "It represents an opportunity to integrate the innovative and technological advances offered by online learning with the interaction and participation offered in the best of traditional learning". The term blended learning was originally used to describe courses that tried to combine face-to-face learning with online learning. When the term blended is becoming popular, more and more combinations are referred to as blended learning. In research methodology, the term mixing is used to indicate a combination of quantitative and qualitative research. There are also those who say that learning is an eclectic approach, namely combining various approaches to learning (W. N. Sari et al., 2023).
Dwiyogo (2017) Through blended learning all learning resources can facilitate the learning process for people who learn to develop. Blended learning can combine face-to-face learning with computer-based learning. means learning with a learning technology approach with a combination of face-to-face learning resources with instructors or those loaded on computer media, cell phones or mobile phones (Zainal Aqib, 2013).  The main purpose of blended learning is to provide opportunities for various characteristics of students to be able to learn independently, sustainably, and develop throughout life.













Figure 1. Learning Components Based on Blended Learning
Hanief (2016) states that, "Gymnastics is a body exercise that is created systematically and regularly and every movement benefits the people who do it, in order to achieve the desired goals". The handspring movement is a bouncy movement that is performed in a handstand attitude with the pelvis pushed in front of the body to form an arc and landing using two feet simultaneously. (Dodik et al., 2018).  Gymnastics is a sport that requires flexibility and good coordination between the limbs. Gymnastics consists of 3 types, namely: basic gymnastics, agility gymnastics and rhythmic gymnastics (Prasetyo, 2020). Agility gymnastics can be done without tools and with tools. Agility exercises that are performed without tools are called floor exercises, while dexterity exercises using tools are called tool exercises. In floor gymnastics, there are various forms of movement, both carried out by bending and twisting the body, as well as forms of balance. (Prasetya, 2016).
Floor gymnastics is “one of the gymnastics family. In accordance with the term floor, the movements/forms of the exercise are carried out on the floor. So, it is the floor/mattress that is the tool used” (Wening Nugraheni, 2019).  Sari, Sugiarto, & Purnami (2016) floor exercises are "movement exercises with various variations of movements, including forward rolls, backward rolls, elastic rolls, tiger jumps, cartwheels, and hand elastics". (Sari et al., 2016). The back roll movement is "rolling backwards, the position of the body must still be rounded, namely the legs are folded, the knees remain attached to the chest, the head is lowered until the chin is attached to the chest."
METHODS
This research is a type of research development or Research and Development (R&D). (Sugiono, 2011), the R&D research method is a research method used to produce certain products, and test the effectiveness of these products by going through 10 stages including: (1) Preliminary Study, (2) Research planning, (3) Initial product development, ( 4) Initial (limited) field trials, (5) Revision of limited field test results, (6) Wider field trials, (7) Revision of field test results, (8) Due diligence, (9) Revision of due diligence results, ( 10) Dissemination and dissemination of the final product. This research is done at the Faculty of Sports Science, Medan State University (A. Y. S. Siregar & Widowati, 2022). The time of this research was conducted for one semester , namely in the range between April - June 20 2 1 . The population of this study were students of the Physical Health and Recreation Education Study Program who were taking volleyball courses from classes A, B, C, D, E, totaling 155 and making up the population in this study. The sample of this research is 75 people with random sampling technique. The small sample is 20 people and the large sample is 55 people and the comparison sample is 30 people. For the sample of media experts and floor exercise material experts, there were 6 people.
Data Collection Techniques and Data Analysis Techniques
The collection of data used in this blended learning study is qualitative data, because the data used is expressed in sentences and not in numbers. Meanwhile, quantitative data is obtained by converting qualitative data into quantitative data by giving a score to the qualitative data. The collection of research data uses a questionnaire in the form of closed statements, statements that expect short answers or expect respondents to choose one alternative answer from each of the available statements (Madri et al., 2023).
3. RESULT AND DISCUSSION
Language Expert Test
Language Expert Test (First)
Table 1. Language Expert Test 1
	Linguist Assessment Results (First)

	

	No
	Rated aspect
	Earned Score
	Max Score
	Percentage
	Category

	
	
	
	
	(%)
	

	1
	Use of language in the Video
	245
	300
	82%
	Very Worth it

	2
	Language layout settings
	235
	300
	78%
	Worthy

	3
	Language Pronunciation in Videos
	255
	300
	85%
	Very Worth it

	4
	Language tone
	241
	300
	80%
	Worthy

	Total
	976
	1200
	81%
	Very Worth it



From the data collection carried out by linguists with the indicator The use of language in the video with a percentage of 82% is very feasible, 78% appropriate language layout settings, 85% very appropriate language pronunciation, 80% appropriate language tone. Then the language used in the media is very feasible with a total score of 81% with revisions (Suryadani et al., 2022).
Language Expert Test (Second)

Table 2. Language Expert Test (Second)
	Linguist Assessment Results (Second)

	

	No
	Rated aspect
	Earned Score
	Max Score
	Percentage
	Category

	
	
	
	
	(%)
	

	1
	Use of language in the Video
	1080
	1200
	90%
	Very Worth it

	2
	Language layout settings
	1056
	1200
	88%
	Very Worth it

	3
	language pronunciation
	1078
	1200
	90%
	Very Worth it

	4
	Language tone
	1097
	1200
	91%
	Very Worth it

	Total
	4311
	4800
	90%
	Very Worth it



From the data collection carried out on linguists with the indicator Use of language in the video with a percentage of 90% is very appropriate, language layout settings are 88% very feasible, language pronunciation in videos is 90% very feasible, language tone is 91% very feasible. Then the media with the language used is very feasible with a total score of 90%.

Figure 2. Language Expert Test (Second )
Media Expert Test
Media Expert Test (First)
Table 3. Media Expert Test (First)
	Media Expert Test Questionnaire Results (First)

	

	No
	Rated aspect
	Earned Score
	Max Score
	Percentage
	Category

	
	
	
	
	(%)
	

	1
	Video view
	255
	300
	85%
	Very Worth it

	2
	Slomotion display
	245
	300
	82%
	Very Worth it

	3
	Lighting
	251
	300
	84%
	Very Worth it

	4
	Voice
	241
	300
	80%
	Worthy

	Total
	992
	1200
	83%
	Very Worth it



From the data collection carried out by media experts with the indicator Use of language in the video, video display with a percentage of 85% is very appropriate, Slomotion Display is 82% feasible, Lighting is 84% very feasible, Voice is 80% very feasible. Then the media used with a total score of 83% is in a very feasible category with revision.
Media Expert Test (Second)
Table 4. Media Expert Test (Second)
	Media Expert Test Questionnaire Results (Second)

	

	No
	Rated aspect
	Earned Score
	Max Score
	Percentage
	Category

	
	
	
	
	(%)
	

	1
	Video view
	1085
	1200
	90%
	Very Worth it

	2
	Slomotion display
	1078
	1200
	90%
	Very Worth it

	3
	Lighting
	1078
	1200
	90%
	Very Worth it

	4
	Voice
	1100
	1200
	92%
	Very Worth it

	Total
	4341
	4800
	90%
	Very Worth it


From the data collection carried out by media experts with the indicator Use of language in the video, video display with a percentage of 90% is very feasible, Slomotion Display is 90% feasible, Lighting is 90% very feasible, Voice is 92% very feasible. Then the media used is feasible with a total score of 90% with a very decent category (Faridah & Nugroho, 2022).

Figure 3. Media Expert Test (Second)
Learning Expert Test
Learning Expert Test (First)
Table 5. Learning Expert Test (First
		Basic Gymnastics Learning Expert Questionnaire Results (Petama)

	

	No
	Rated aspect
	Earned Score
	Max Score
	Percentage
	Category

	
	
	
	
	(%)
	

	1
	Learning methods
	247
	300
	82%
	Very Worth it

	2
	Assignment
	245
	300
	82%
	Very Worth it

	3
	Evaluation
	239
	300
	80%
	Worthy

	4
	Assessment method
	241
	300
	80%
	Worthy

	Total
	972
	1200
	81%
	Very Worth it


From data collection carried out to learning experts with indicators of Learning Methods with a percentage of 82% very feasible, Assignments 82% feasible, Lighting Evaluation 80% feasible, Assessment method 80% worthy (Destiawan & Adi, 2021). Then learning used a total score of 81% with a very feasible category with revision.
Learning Expert Test (Second)
Table 6. Learning Expert Test (Second)
	Basic Gymnastics Learning Expert Questionnaire Results (Second)

	

	No
	Rated aspect
	Earned Score
	Max Score
	Percentage
	Category

	
	
	
	
	(%)
	

	1
	Learning methods
	1078
	1200
	90%
	Very Worth it

	2
	Assignment
	1077
	1200
	90%
	Very Worth it

	3
	Evaluation
	1078
	1200
	90%
	Very Worth it

	4
	Assessment method
	1100
	1200
	92%
	Very Worth it

	Total
	4333
	4800
	90%
	Very Worth it


From data collection carried out to learning experts with indicators of Learning Methods with a percentage of 90% very feasible, Assignment 90% Very feasible, Lighting Evaluation 90% Very feasible, Assessment method 92% very feasible. So the learning used is a total score of 90% with a very decent category (Kurniawan & Hasan, 2021).

Figure 4. Learning Expert Test (Second)
Small Sample
Table 7. Small Sample
	Results of a Small-Scale Trial Questionnaire Conducted by CLASS F Basic Gymnastics

	

	No
	Rated aspect
	Earned Score
	Max Score
	Percentage
	Category

	
	
	
	
	(%)
	

	1
	Roll forward and back
	235
	300
	78%
	Worthy

	2
	Meroda and round of
	237
	300
	79%
	Worthy

	3
	Forward and back somersaults
	235
	300
	78%
	Worthy

	4
	Back Handsping and Tiger Jump
	241
	300
	80%
	Worthy

	Total
	948
	1200
	79%
	Worthy



From the data collection carried out on small samples with forward and backward roll indicators with a percentage of 78%, Meroda and round of 79%, front and back flips of 78%. Back Handsping and Tiger Jump 80%. So the media used is feasible with a total score of 79% with a feasible category by revising.
Large Sample
Table 8. Large Sample
	Results of a Small-Scale Trial Questionnaire Conducted by ABC CLASS Basic Gymnastics

	

	No
	Rated aspect
	Earned Score
	Max Score
	Percentage
	Category

	
	
	
	
	(%)
	

	1
	Roll forward and back
	1080
	1200
	90%
	Very Worth it

	2
	Meroda and round of
	1056
	1200
	88%
	Very Worth it

	3
	Forward and back somersaults
	1078
	1200
	90%
	Very Worth it

	4
	Back Handsping and Tiger Jump
	1100
	1200
	92%
	Very Worth it

	Total
	4314
	4800
	90%
	Very Worth it



From the data collection carried out on small samples with forward and backward roll indicators with a percentage of 90%, Meroda and round of 88%, front and back flips of 90%. Back Handsping and tiger jumping 92%. Then the media used is appropriate with a total score of 90% in the Very Feasible category by revising (Nurrochmah, 2023).
CONCLUSION
First and second linguists: Then the language used in the media is very feasible with a total score of 81% with revisions. Second linguist then the media with the language used is very feasible with a total score of 90%. First and second media experts: Then the media used with a total score of 83% is in a very appropriate category with revision. Second media experts Then the media used is appropriate with a total score of 90% in the very feasible category. First and second learning experts: Then learning used a total score of 81% with a very feasible category with revision. Expert second learning Then learning used a total score of 90% with a very feasible category. The results of the distribution of the questionnaire given to a small sample with a total score of 79% are in the appropriate category by revising. The results of the distribution of the questionnaire given to the large sample with a total score of 90% are in the Very Eligible category.
Suggestion
From the treatment given to language experts, media experts, learning experts, small and large samples, the media created is very feasible to use. It is suggested that teaching staff for floor gymnastics material can use this media in learning and for future researchers please do further research as an effort to innovate even better learning media.
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Use of language in the Video	
Earned Score	Max Score	Percentage (%)	1080	1200	91	Language layout settings	
Earned Score	Max Score	Percentage (%)	1056	1200	94	language pronunciation	
Earned Score	Max Score	Percentage (%)	1078	1200	95	Language tone	
Earned Score	Max Score	Percentage (%)	1097	1200	94	
Skor Yang Diperoleh	Skor Maksimal	Presentase (%)	



Video view	
Earned Score	Max Score	Percentage (%)	1085	1200	91	Slow Motion Display	
Earned Score	Max Score	Percentage (%)	1078	1200	94	Lighting	
Earned Score	Max Score	Percentage (%)	1078	1200	95	Pensuaraan	
Earned Score	Max Score	Percentage (%)	1100	1200	94	
Skor Yang Diperoleh	Skor Maksimal	Presentase (%)	



Learning methods	
Earned Score	Max Score	Percentage (%)	247	300	92	Assignment	
Earned Score	Max Score	Percentage (%)	245	300	95	Evaluation	
Earned Score	Max Score	Percentage (%)	239	300	96	Assessment method	
Earned Score	Max Score	Percentage (%)	241	300	96	
Skor Yang Diperoleh	Skor Maksimal	Presentase (%)	
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