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Abstract  Sport is an activity that requires various
aspects of support, with the habit that is often done. This
study aims to produce a processing system for basic sports
results or basic motor skills using a digital-based
application for basic movement skills in sports. The
research method used in this case is a research and
development approach or method. The data collection
method used in this study is a questionnaire given to
respondents to obtain accurate data. While the data analysis
used qualitative and quantitative data analysis to obtain
valid and effective value data. The results in this study
indicate that the data processing application system to
determine the basic skills or basic abilities that were
developed received a positive assessment from the trainer
with very good and sufficient criteria. The average rating
of very good is 37.5%, good is 50% and sufficient is as
much as 12.5%. Furthermore, description by respondents
shows that the data processing application system for the
results of basic abilities or basic abilities is declared valid
and can be used without revision and with revision. Based
on the results of this study, it can be said that the developed
system is valid and can be used to process basic motor
skills possessed by athletes or students.
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1. Introduction

Achievement in sport is the goal of training, sport in the
world of education is very closely related. Physical activity
is an effort to achieve something. Physical movement
ability in sports is something that must be given special
attention or needs to be given a training to achieve optimal
mobility results. In activities with motion activities in
sports, it is necessary to get several supporting aspects.
Among them is the periodization of exercise that can
support the physical component. This is because a strong
physical foundation has a great opportunity for the
development of technical, tactical and mental aspects [1].

Recent advances in information technology have
allowed athletes to improve performance during training
and competition. Training is a systematic process to
improve the athlete's ability to the maximum level [2], [3].
Some examples of development involving information
technology in order to support sports achievements
especially to support the development of physical aspects
can be seen in some research products for the development
of physical test processing management system
development. Various forms of software have been created
to manage the results of physical tests of sports.

The progress of the world's technological system today
has shown its consistency, where many roles are
collaborated with various fields, including in sports and
education. Digital-based information technology systems
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are able to bring more optimal results and of course their
existence can be accounted for and the contributions made
tend to be clearer and can be felt by various parties,
especially in the field of sports that can carry out the role of
digital-based information technology that can support or
increase optimization, function rather than exercise to
environmental conditions or sports around.

Increasing the competence of sports in general is the
most basic principle to be underlined as a consideration in
trying to create a new solution. The solution that is
expected in this case is always fundamental and can be
applied to various fields in sports. Of course the application
of this leads to the basic motion system such as throwing,
jumping and so on. In other words, analyzing a motion that
falls into the category of locomotor motion. Giving updates
in terms of measuring instruments or observations as an
evaluation of a movement should be a concern that cannot
be abandoned.

The development of a media or application to assist
activities in recording and providing an assessment of the
results of motion on a basic component is something that is
really needed. A student who has other activities as an
athlete may have been given a routine physical test.
However, in this case all measuring instruments or
assessment tools used do not have reliability that can be
maintained in consistency, or in other cases not yet have
reliable validity. Through the efforts in this research, it is
hoped that it will provide a novelty that can provide an
overview of the results of basic abilities that can be
measured and classified as material for consideration and
evaluation. Components of physical movement performed
by someone at random will affect the physical demands.
This condition must be anticipated through basic motion
exercises and with the development of this application later
it will be able to record the depth of movement ability of
each student or athlete [4].

Jumping is an ability that almost everyone is able to do,
but not everyone can know the results or the quality of the
movement from the jumps made. The strength of an athlete
can unite a condition that can be a positive feedback so that
it can be used as an improvement to improve every
movement made, if there is a difficulty or an error. This
research departs from a training in the sport of pencak slat
which requires special attention to accommodate the
results of each physical component carried out, but in this
case it is still limited to the abilities of students and athletes
of pencak silat.

2. Materials and Methods

This research uses research and development or R&D
methods developed by Borg and Gall [5]. Data collection
in this study was carried out by observing the events that
occurred and then being given a questionnaire to provide

field data which was then analyzed, so that it could
provide an overview or real results according to field
conditions. The research steps used in this study reached 9
out of 10 stages in the research and development step
according to Borg and Gall, namely for product revision
[6]. The subjects used in the study were 6 people. The
subjects used were students of the East Kalimantan
Special School for International Athletes who are
members of the pencak silat sport.

Collecting data using a questionnaire that is used to
determine the practicality [7] and effectiveness of the
sports application development model to measure the
basic movement ability of jumping for students or athletes
in a special school environment for international
sportsmen.

The data analysis techniques used in this research are
qualitative data analysis techniques and quantitative data
analysis techniques. The use of data analysis techniques
qualitatively to discount the results of product
assessments on small-scale tests and large-scale tests,
while quantitatively used to see the percentage of
assessments conducted by respondents.

3. Result

This research is a follow-up study conducted by the
author by analyzing several existing studies. The research
that became the interest and became the basis for the
author to conduct this research, the research is: a survey of
the physical abilities of students in an international sports
special school. The purpose of this research is to provide
an overview of the physical abilities of the sample or
research subject, which will then be taken to a further
realm, namely the formation or development of
applications to support these basic actions.

Based on the results of the questionnaire about the
system model that the author gave to 6 respondents in
Point 1, namely: 2 respondents with a percentage of 33%
considered very good, 4 respondents with a percentage of
67% good, 2 other respondents with a percentage of 33%
considered sufficient. Furthermore, in point 2 regarding
system design, 1 respondent with a percentage of 16.7% is
considered very good, 4 respondents with a percentage of
66.7% is considered good. 1 respondent with a percentage
of 16.7% is considered sufficient. Furthermore, for point 3
ease of use, 2 respondents rated it very easy with a
proportion of 33%, while 4 or 66.7% respondents rated it
easy. Then O respondents or 0% is considered sufficient.
For point 4 regarding the selection of icons in the
application, 1 respondent rated it very easy with a
percentage of 16.7%, 4 respondents rated it with a
percentage of 66.7% and 1 respondent rated it quite
enough with a percentage of 16.7%.
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Figure 1. Respondent's Assessment

Furthermore, in point 5 regarding the application of the
main spatial layout, 1 respondent rated it very easy with a
percentage of 16.7%, while 4 respondents or 66.7% rated
it easy. 1 respondent or 16.7% considered it quite easy.
Furthermore, in point 6 about the accuracy of choosing a
font design. As many as 1 person with a percentage of
16.7% rated it very good, 4 other people rated 66.7%
good, 1 respondent or 16.7% considered it sufficient.
Details of point 7 Regarding the selection of the image
code in the software that is in accordance with its function,
as many as 2 people with a percentage of 33% are
considered very good, 3 respondents with a proportion of
50% are considered good and 1 respondent with a
proportion of 16.7% is considered sufficient. On point 8§
regarding the suitability of the software layout design, 1
respondent with a proportion of 16.7% considered it very
good, while 3 respondents or the other 50% considered it
good or 30% and 2 respondents or 33% considered
sufficient.

More complete, namely for all of the items in the very
good category 3 with a percentage of 37.5%, good
category 4 or 50% and sufficient 1 with a percentage of
12.5%. Furthermore, based on the calculation results, it is
further explained as a whole or the average of each item
which is then combined and explained in the table below.

Table 1. Average Respondent's Assessment
Average Percentage
3 37.5
4 50.0
1 12.5

Also described in the form of a histogram above
(Figure 1).

This study also uses strict assessments and corrections
from respondents to obtain a clearer picture and search
results and can describe the expected conditions or actual

conditions. The criteria given regarding the right aspects,
it can be seen that the development of a measurement
system for basic movement abilities in students' basic
skills gets a very valid assessment, it can be used without
revision 3 out of 6 respondents who assessed it or with a
percentage of 50%.

4. Discussion

Technology was created to make human work easier.
Especially in sports, technology has many functions [8],
[9], Haag [10] said that the existence of information
technology will be able to support sports information
activities such as the creation of hardware, software,
networks, databases related to sports. In addition, physical
activity is very important to consider in participating in
sports training activities [11]. Various technologies are
made in addition to simplifying the work, of course there
are other things that must be considered, namely in terms
of economics, efficiency of use and so forth. In a journal
of sports education, recreation and dance. Innovation will
provide the benefits of speed in work (time efficiency),
being able to provide comfort and ease of use to complete
daily work as well as in the context of sports.

Development of special applications to determine or
measure the results of basic movement skills or basic
motor skills of jumping for students or athletes. This
research is an attempt to complete the previous research
which according to the researcher's analysis is still lacking.
Several previous studies in building a digitalization
system were only limited to sports and instruments which
were also limited in availability. Meanwhile, in this study,
the system developed is useful for all sports. The
application system developed received a positive
appreciation from the sport and related elements to
support the training process and achievement efforts.

This research is a research that collaborates two
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scientific fields, namely sports and information
technology to get a multipurpose finding that can support
sports performance which so far still uses manual
impressions. In the world of sports, it is divided into
several types, one of which is achievement sports that lead
to the achievement of championship results. But on the
other hand, basic movement skills also lead to application
in physical education. Elements of reliable technology
will certainly add to the attractiveness of students to
participate in learning activities. Because many things
happen where students sometimes lack the appetite to
participate in sports activities, especially female students
who are the main reason for not participating in physical
education learning activities [12]. The information system
used in the world of sports is a special effort to get a real
picture to prevent the possibility of errors made by
humans manually, both technical elements and
psychological elements that lead to a sense of concern and
win some parties.

The results of this study indicate that the assessment of
the Very system makes a positive contribution to efforts
to record results or assess the results of measuring basic
movement abilities. These results indicate that the system
gets a positive assessment from the respondents. In
addition, when viewed from a descriptive assessment, this
system is very valid, it can be used without revision.
Although some of the other respondents considered it
quite valid, it can still be used even with revisions.
However, if you look further, there is not a single
statement from the trainer stating that this system cannot
be used. The results of this study indicate that all
respondents stated that this system can be used.

This can be further proven from the assessment of the
main features in the system that get a good response from
respondents or informants in the field of sports. If we pay
closer attention, the resulting system in this case can also
be used as a system to attract athletes or prospective
students who will attend special schools for international
sportsmen or children who are talented in terms of their
physical aspects.

This research is a research that involves other sciences,

namely information technology to solve existing problems.

The system is intended to make it easier for users to
process test results for basic movement skills using only
one system, namely the sports test management system.
The system developed can be used portable to process the
results of physical tests of all sports. Regarding the
processing of basic movement test results, research [13]
shows that trainers need to digitize software-based
physical tests as the processing of test results. This
research strongly supports the research conducted by the
researcher. The results of this study also do not contradict
the statement that the benefits derived from the
procurement of technology are essentially created and
used by humans to make life easier. This research is also
reinforced by the statement [14] that the procurement of
management software for basic movement skills test

results is intended so that trainers can manage test results
effectively and efficiently.

Technological developments are the main reason for
efforts to develop in various fields, to keep up with
various changes towards things that are modern and have
a tendency to be simpler. The development of media or a
support system for sports activities has actually been
eagerly awaited by the sports community, in addition to
supporting activities in an effort to achieve achievements,
as well as to provide convenience in various aspects of
sports. The sport in question has a variety of directions,
can be used in performance sports preparation events and
can also be applied in educational sports. Because in this
study it leads to motor skills, namely the basic movement
of jumping for students or athletes. Sport in the world of
education that is packaged in physical education teaches
that a student should have an interest in subjects to
increase interest in learning. Increased awareness and
interest in the subject increases the potential for learning
[15].

The form of exercise in sports certainly leads to the
goal of measuring a physical component, the role of the
application system is present to facilitate the process. On
the other hand, it can increase interest and motivation
because the element of technology actually brings a
positive impression. Design variations in sports can
encourage interest to produce positive effects in
performance [16]. The role of sport and its linkage with
the element of digitalization is very clear, providing a
positive color and relationship to the development of
sports, both in achievement sports and educational sports,
to support the main goals of sports and education.
Previously, it was also important to give an accuracy test
to improve the robustness of the database [17], [18]. In
addition, to support the consistency of the system, it is
also necessary to pay attention to several main things or
components including materials and so on.

The hope is of course that the development of this
system can be practically useful and theoretically can
contribute to sports science through a combination of
information technology and sports science. More
specifically, this study wants to find out whether the
sports physical test management system made is valid and
can be used to process physical test results for all sports

The development of a strategy with a very supportive
system will add a positive contribution to the development
and achievement of sport in general, and increase student
interest in sports education. This is in line with the results
of the research put forward by Indra Kasih [19]. The
development of volleyball talent based on Android can be
used to identify the strength of the sport of volleyball.
Based on this description, it can be explained that the
measurement media packaged using a simpler system can
bring an optimal impact. The development of a
multipurpose application system model is an effort to
improve sports performance and make it easier for
coaches and teachers to teach/train.
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5. Conclusions

Results Based on the research and discussion, it can be
said that the locomotor basic motion management system
specifically. Jumping movements are declared valid and
can be used on a limited scale. The implication of
procuring a digitalization system for processing the test
results of basic jumping motion skills for students who are
at the same time as athletes can be used to process the
results of basic movement tests. This research provides an
update on the digital application-based sports test method
that can be used easily and access is not difficult. So that
what distinguishes it from previous research is in the part
of the test instrument which was originally in the form of
developing a test instrument manually, in this case it is
packaged in the form of digitization.
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