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	This examination is advancement research that expects to configuration learning media that contains appraisals in hand to hand fighting contests, particularly combative techniques and particularly aiding the field of sports science, particularly in the field of refereeing and sports accomplishments in North Sumatra. An application that contains assessments in both legal and illegal pencak silat competitions is the form of the developed media. These assessments are presented in the form of videos and match scoring. Additionally, the application includes a useful assessment of fundamental martial arts and martial arts techniques for use in classes. This thought emerged when specialists wanted to expect to discover that was more viable and proficient, as well as valuable for selecting contender for combative techniques and hand to hand fighting officials. The distribution of training materials for martial arts referees can also benefit from this application, particularly in the field of refereeing. The information displayed in this study is a correlation of the viability of the learning model for every mark of the evaluation of the new learning model (in the wake of utilizing the application) more successful than the old learning model (prior to utilizing the application). The new learning model has an efficiency of 85.71 percent, while the old learning model has an efficiency of 60 percent. The old learning model's average effectiveness of implementation indicators was 50%, while the new model's average effectiveness was 70%.  Therefore, it can be concluded that the new learning model is superior to the old learning model (previous to using a drill machine) after using a drill machine.
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INTRODUCTION
The world of education today is closely related to the rapid advancement of Information technology In addition to educational developments, technology is also very important in influencing. The development of more diverse learning. Advances in information technology can improve the quality of education, so it is hoped that education will always adapt to Technological advances to improve the quality of human resources (Vai et al., 2019). Technological advances that can improve the quality of Education by increasing human resources are inseparable from the learning process in the 21st century. In this century, advances in technology and information are developing very rapidly, impacting all areas of human life, one of which is education (Harahap & Sinulingga, 2021). Education can be implemented requiring a learning process that is carried out interactively, inspiring, fun, challenging, motivating students to actively participate, and providing sufficient space for initiatives, creativity, and independence following the talents, interests, and physical and psychological development of students. With the creation of a conducive learning climate, it is hoped that it can create an active, creative, effective, and meaningful atmosphere among students during the learning process. Learning media are the key role of success in learning communication. 
Learning media have a central role in the learning process thanks to technological advancements in a variety of fields, such as information and communication technology. Learning media also play an important role in making learning activities more effective and efficient. Ricky et al. claim that (in Ricky et al. 2021) The use of technology in education continues to evolve over time, as does the evolution of educational materials. The use of educational materials, which previously relied solely on printed media like books, has also evolved as a result of advancements in information technology, particularly Android. The fundamental components of teaching materials are programs and software that can be used to retrieve data, provide insight, and can also be downloaded using a computer or laptop as the primary device (Juansyah, 2015). Changes in information technology have provided alternatives in the form of learning materials that can be accessed by teachers and students in the form of visual materials.The presence of learning media is very important For teachers in the learning process to achieve the goal of carrying out learning activities on An ongoing basis (Jusrianto et al., 2019). The challenge of education in Indonesia now that needs to be developed is media-based learning. The media in question is mobile learning by utilizing gadgets and internet networks as learning resources. In physical education, there are several categories of sports that are taught, one of which is Pencak Silat. Pencak Silat is a legacy of Indonesian ancestors who are engaged in martial art. Pencak Silat can be interpreted as self-protection from all kinds of dangers. Pencak Silat culture has been passed down by ancestors to the people of Indonesia, not only in their own country but Pencak Silat has been accepted by the international community. Pencak Silat in educational sports is more emphasized on the development of physical skills, especially on basic attitudes and movements. 
The findings of the study by Vai et al., (2019), which was titled "The development of multimedia-based pencak silat learning media at the high school/MA level," demonstrate that the developed media can be used for learning. Experts in the material's field evaluated the study, giving it an average score of 4.0, placing it in the "good" category. The competent evaluation of the media falls into the good category with an average score of 4.34 (Pebriano et al., 2020). The small group responses of students received an average score of 4.35, placing them in the good category. Previous research findings state that audiovisual media can improve students' understanding of learning materials. Audiovisual media can also  improve student learning outcomes (Lamb et al., 2018).
This study was carried out with the intention of increasing students' competence and, more specifically, the benefit of an institution, particularly in the area of refereeing at the pencak silat teacher's selection of competent referees for the advancement of pencak silat sports accomplishments. As a result, researchers want to create media products that can assist students and Prove Professionals in studying martial arts referee training material  (yoo et al. 2018). The application made contains the essential guidelines for scoring pencak silat, scoring in matches and recordings that make sense of focuses in matches, both legitimate and unlawful (Nelson & Haris, 2021).
Masriadi and Erlinda (in Malasari & Yulisatria, 2023) state an application is "a program that is fit to be involved that is made to complete a capability for clients of utilization administrations as well as the utilization of different applications that can be utilized by an objective to be tended to". An application is computer software designed to carry out particular tasks. As stated by Juansyah (in Rohayati, Hodiyah, & Marwan, 2022)"a program that is ready to be used that is made to carry out a function for users of application services as well as the use of other applications that can be used by a target to be addressed" is what's meant to be meant when we talk about an application (Kasih  et al., 2022).
Utilization of learning media is an essential component of learning. Every learning activity that piques the interest of the teacher needs to incorporate the utilization of media. Given the restricted offices and framework during the time spent executing getting the hang of utilizing the medeka learning educational program, consequently I as a speaker should make a novel, new thing to assist understudies with understanding the material while concentrating freely (Nelson et al., 2022). According to Susanto et al., the use of learning media in the teaching and learning process has the potential to elicit new desires and interests, inspire students, enhance learning activities, and even have a psychological impact on students. 2021). A tool or medium used to convey messages to students is called learning media. Learning media using Android applications is one of them. Students may have a better understanding of the material when they practice learning with Android applications (Sinulingga, 2019).
Android is one of the most widely used information systems in the world today (Batubara et al., 2022). In Kompas Tekno, 2015, The Edge day to day announced that Google made 1.4 billion operating system clients in 2015. From the earlier year, when Google declared that the Android working framework had been utilized by one billion dynamic clients around the world, this figure had expanded by 400 million. dynamic client. Leuw and others in Adi, 2019 detailed: 1) That Google and the Open Handset Alliance developed Android, an open-source smartphone and tablet operating system based on Linux. As an operating system, Android was developed as an open-source platform for application development (Setiaji et al., 2022). In the field of education, the concept of learning media based on android applications, typically in the form of educational applications or applications that contain learning materials and materials, is novel (Putra & Nurrochmah, 2022). On Android fueled cell phones and different gadgets, these application items can be downloaded from Google Play or Play Store. According to Christianto & Dwiyogo (2021), learning media that come in the form of applications that can be downloaded or installed on Android-based smartphones are essentially learning media that are based on Android.
According to Syaiful Bahri and Aswan Zain (in Riani et al., 2021), learning is carried out in a manner that has educational value, and educational value has an impact on the interactions between teachers and students. One of them is the most common way of rehearsing sports and wellbeing actual training learning. As per Rosdiani (in Lanos & Lestari, 2022), Sports and Wellbeing Actual Training is an educational cycle that utilizes proactive tasks, purposefully organized inside the overall system construction of the school to make and further foster people normally, neuromuscularly, perceptually, mentally, and intellectually (Subekti et al., 2021a).
Materials used in lectures at Medan State University's Department of Physical Education, Sports, and Recreation, one of which is a lecture on physical fitness activities (Subekti et al., 2021b). To be healthy and able to engage in productive activities, one must be physically fit. Physical fitness development is a very strategic part of schools' physical education programs because it helps students learn and encourages student participation (Suwiwa et al., 2016).
METHODS 
This research is development research which is a process or steps to develop a new product or improve existing products, which can be accounted for. This study uses qualitative and quantitative approaches and uses the Research & Development (R&D) development research method with the chosen development design referring to the development proposed by Borg and Gall (Noviani & Fajri, 2022). 
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Figure 2. Research and Development Design
By using this development research, it is hoped that it can help in dealing with teaching problems in creating student competence (Aulia & Kurniawan, 2021). This stage is carried out with Application based teaching through distribution to lecturers and students. However, this study is limited to the Development stage, this is done to get Application based teaching that is truly valid and feasible to use, before it is used by lecturers and students of Infor- mation Technology Education in the wider population

FINDINGS AND DISCUSSION
Findings
The second stage of testing was carried out to see the extent to which student learning outcomes differed in the material of refereeing pencak silat (Sasmitha, 2022). The following will display a data table from the results of old learning with learning outcomes using the application :
Table 1. Description of Pretest and Posttest Data
	
	N
	Mean
	Std. Deviation
	Std. Error
	95% Confidence Interval for Mean
	Min
	Max

	
	
	
	
	
	Lower Bound
	Upper Bound
	
	

	L. Old
	34
	6.7143
	1.91851
	.32429
	6.0553
	7.3733
	4.00
	11.00

	P. New
	34
	9.4571
	1.59674
	.26990
	8.9086
	10.0056
	6.00
	12.00

	Total
	68
	8.0857
	2.23116
	.26667
	7.5537
	8.6177
	4.00
	12.00


Based on the data obtained from the learning outcomes of pencak silat, especially the refereeing material based on the results of old learning and new learning outcomes, it was found that the learning outcomes in the old learning were the lowest score of 4 and the highest score of 11. Meanwhile, in new learning, the results of learning ability obtained the lowest score of 6 and the highest score is 12. The mean scores and standard deviations for the old learning are 6.71 and 1.91 respectively, while for the new learning they are 9.46 and 1.60. Diagrammatically, it can be seen that the average and standard deviation of the pretest and posttest are as follows:

Figure 1. Average and Standard Deviation diagram
To prove the significance of the application of application-based learning media development to the learning outcomes of pencak silat refereeing material, it needs to be tested statistically with correlated (related) t-tests (Umul Jihatul, 2021). However, before the requirement to be able to perform these calculations, a prerequisite analysis test must be carried out, namely the homogeneity test and the normality test. Homogeneity test based on old learning and new learning is done with the Levene test. The calculation results can be seen in the following table:
Table 2. Pretest and Posttest Variance Homogeneity Test
	Levene Statistic
	df1
	df2
	Sig.

	1.068
	1
	68
	.305


The null hypothesis, which states that there is no difference in variance between old learning and new learning, can be accepted because the significance value is greater than the significant level of 0.05, as shown in the table above. This demonstrates that new learning and old learning share the same data variance. The Kolmogorov-Smirnov statistical test is used for the normality test, and the results of the calculations are shown in the table below:

Table 3. Normality Test of Old Learning and New Learning
	
	Kolmogorov-Smirnova
	Shapiro-Wilk

	
	Statistic
	Df
	Sig.
	Statistic
	df
	Sig.

	P. Lama
	.102
	35
	.200*
	.946
	34
	.088

	P. Baru
	.127
	35
	.167
	.951
	34
	.119


From the table above it tends to be seen that the Kolmogorov Smirnov importance values are 0.200 and 0.167 individually (old learning and new learning). The null hypothesis, which states that the data are normally distributed for old learning and new learning, can be accepted because the second significant value is greater than the significant level value of 0.05. To put it another way, both the old and new learning data are normally distributed. The results of the prerequisite test were then used as the basis for hypothesis testing, which demonstrated that both the old and new learning satisfied the requirements of parametric test analysis. The following table displays the results of the calculation :
Table 4. Old Learning and New Learning t test
	
	
	Paired Differences
	t
	Df
	Sig. (2-tailed)

	
	
	Mean
	Std. Deviation
	Std. Error Mean
	95% Confidence Interval of the Difference
	
	
	

	
	
	
	
	
	Lower
	Upper
	
	
	

	Pair 1
	Pretest - Posttest
	-2.74286
	.61083
	.10325
	-2.95268
	-2.53303
	-26.566
	34
	.000


Based on the table above, the following will describe the hypothesis test: Hypothesis: there is a significant effect of learning methods using android application media on learning pencak silat. From the table above it can be seen that for the learning factor the significance value is 0.000. This significance value is smaller than the significant level value of 0.05, so reject Ho and accept Ha, which means that there is a significant influence of the learning method using application media on the learning outcomes of pencak silat refereeing material (Mustain & Akbar, 2021). Because of these differences and the average new learning is greater ( ) than the old learning, the media application of pencak silat learning is very influential on the results of refereeing learning in pencak silat lectures, thus hypothesis 1 has been tested for truth.
Discussion
Application-based learning methods are very important for teachers and students, in addition to keeping up with the times, providing application-based learning methods will also help teachers provide learning materials to students. This examination was led as well as fostering a science and innovation item that supports learning and sports. In learning pencak silat, students are assigned to master the forms of basic techniques, starting from simple learning to complex learning. Physical Education teachers as much as possible convey the material well, therefore Physical Education teachers must be able to develop imaginative and creative learning by being able to utilize technology. The demands of technological developments require teachers to continue to improve their quality and capacity, not only in knowledge and skills, but also adapt to technology. According to the results of the needs analysis, there are 100% of Physical Education teachers, Middle Schools in East Jember Regency require the development of application-based learning, because the development of application-based learning can support learning success and also learning independence. Based on the assessment of media experts, this application product provides benefits for users and also this Spring Suite-based learning application is made attractively, so that users can make the best use of this media. This product for developing pencak silat learning material is packaged in an attractive and easy to operate manner. In the application there is a main menu that contains. This product for developing pencak silat learning material is packaged in an attractive and easy to operate manner. In the application there is a main menu that contains. The process of evaluating martial arts competitions, which includes learning videos and materials presented as a guiding concept, is the variable in this study. This application product has significant advantages because in the process of designing to making applications it is quite easy to say. The design process of this application only uses Microsoft Power Point. With it in making applications can be easily accessed. The use of learning aids in the learning process by using applications can make it easier for teachers to achieve learning objectives, especially in the material for pencak silat. Agree with previous research according to Kim & Kim, (2020) the development of pencak silat learning applications can be easily accessed by students, students will also be more interested in reviewing the materials that have been taught in the form of interesting applications. The development of this application-based learning can help students learn more independently. So that students will more easily understand the material and can result in an increase from before. 
The factors to be noticed are the most common way of making the application beginning from deciding the material, planning the plan and approving specialists. While the variable to be measured is how well the assessment instrument was used as a learning resource and a guide for conducting assessments in pencak silat competitions (Widyalaksono et al., 2020). By contrasting the old and new approaches to putting learning applications into practice, this study's findings describe the efficiency of learning success. With the development of this application product, it is hoped that pencak silat learning can be easily understood, and can also provide learning motivation for students and facilitated teachers when delivering learning. For researchers who will develop physical education learning products, pencak silat speakers should use software that is easily accessible, easy to operate and useful for users.
CONCLUSION 
It was determined that the learning outcomes in the old learning had the lowest score of 4 and the highest score of 11 based on the data obtained from the pencak silat's learning outcomes, particularly the reference material based on the results of the old learning and the new learning. In the mean time, in new learning, the aftereffects of learning capacity got the least score of 6 and the most noteworthy score is 12. The homogeneity test results show that the null hypothesis, which states that there is no difference in variance between old and new learning, is acceptable because the significance level is greater than 0.05. This demonstrates that new learning and old learning share the same data variance. From the speculation test, it very well may be seen that the learning factor has an importance worth of 0.000. Because this significance value is lower than the significant level value of 0.05, we can reject Ho and accept  Ha. This indicates that the learning strategy that makes use of application media has a significant impact on the learning outcomes of the reference material for pencak silat. The media application of pencak silat learning has a significant impact on the outcomes of refereeing learning in pencak silat lectures. As a result of these distinctions and the fact that the average new learning is greater than the old learning, hypothesis 1 has been validated. The aforementioned data lead us to the conclusion that the use of application-based learning media has a significant impact on the learning outcomes of pencak silat, particularly in refereeing matters.
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Average and Standard Deviation diagram
Pretest	
Rata-Rata	Simpangan Baku	6.7142857142857055	1.9185078235200366	Postest	
Rata-Rata	Simpangan Baku	9.4571428571428768	1.5967403771223339	Average                                        standard deviation
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