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Abstract: At the Al-Qur'an-based PAUDQ An Najah, they are required to innovate in learning 

activities during the pandemic. The learning media used in PAUDQ An Najah still uses paper 

media, so teachers have difficulty providing material during the pandemic. Researchers feel the 

need to develop android-based interactive learning media to improve the quality of learning 

during the Covid19 pandemic. The purpose of this study is to develop interactive learning media 

for the introduction of android-based Arabic vocabulary to assist teachers in the teaching process 

and to assist the role of parents in providing learning guidance to their children. The method used 

is Multimedia Development Life Cycle (MDLC), which has concept, design, material collecting, 

assembly, testing and distribution stages. This research produces interactive learning media 

applications that can be operated on parents' smartphones to support online learning. The 

conclusion of this study is that android-based interactive learning media is feasible to be applied 

to PAUDQ An Najah. 
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Abstrak: Pada PAUDQ An Najah yang berbasiskan Al-Qur’an dituntut untuk berinovasi dalam 

kegiatan belajar pada masa pandemic. Media pembelajaran yang digunakan pada PAUDQ An 

Najah masih menggunakan media kertas, sehinga guru kesulitan memberikan materi pada masa 

pandemic. Peneliti merasa perlu mengembangkan media pembelajaran interaktif berbasis 

android untuk meningkatkan kualitas belajar selama masa pandemi Covid19. Tujuan penelitian 

ini mengembangkan media pembelajaran interaktif pengenalan kosa kata bahasa arab berbasis 

android guna membantu guru dalam proses mengajar serta membantu peranan orang tua dalam 

memberikan bimbingan belajar kepada anaknya. Metode yang digunakan Multimedia 

Development Life Cycle (MDLC), memiliki tahapan concept, design, material collecting, 

assembly, testing dan distribution. Penelitian ini menghasilakan aplikasi media pembelajaran 

interaktif yang dapat operasikan pada smartphone orang tua untuk mendukung pembelajaran 

daring. Kesimpulan dari penelitian ini media pembelajaran interaktif berbasis android layak 

untuk diterapkan pada PAUDQ An Najah. 

 

Kata kunci: Media Pembelajaran Interaktif, MDLC, Android, PAUD. 
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▪ INTRODUCTION 

The world of education in Indonesia is currently adjusting to technological 

developments. Characterized by improvements in the quality and quantity of education 

that never stops. These efforts are carried out to adjust and balance the development of 

world technology which accelerates very quickly both in the development of learning, 

learning innovation, and the fulfillment of educational facilities and infrastructure. The 

education system is developed in accordance with the needs and developments that occur, 

both locally, nationally and globally. Early childhood education is the most basic 

education as forming the characteristics of children. Early age is the most basic early 

period during the growth and development range of children. Children at an early age is 

the most appropriate time to instill values in children for intellectual, social, emotional, 

language, norms, and religious development. Early age is a golden age where this stage 

is effective in providing an element of goodness so that it is embedded in children from 

an early age (Islamiah, Fridani, & Supena, 2019). 

The world of education is currently getting a very valuable experience, the 

education process is usually centered in schools, with the Covid-19 social distancing, the 

learning process has finally moved to learning at home based on an internet connection, 

where face-to-face learning has to switch to in-person learning. network (online). The 

learning process in the midst of the Covid-19 pandemic, at least the student learning will 

be accompanied by parents. This condition due to Covid-19 provides an opportunity for 

parents to build closeness and be directly involved in their children's learning at home 

(Kartika, Erik Aditya Ismaya, & Muhammad Noor Ahsin, 2021; Masrul, Leon A. 

Abdillah, 2020)(Sahir, Ramadhana, Marpaung, Munthe, & Watrianthos, 2021). 

An Najah PAUDQ School is an educational program equivalent to Al-Qur'an-based 

PAUD which was established in 2013 located in the Riau Islands Province, Batam City, 

Lubuk Baja District, Tanjung Uma Village, Jalan Hj. Samsinar No 11. PAUDQ An Najah 

is under the guidance of the Ministry of Religion and the auspices of the Darun Najah Al 

Harist Foundation which was established in 2010 with Registration Number: 

411227.1.11/0003/072011. From the results of interviews with Mrs. Novia Andriana, 

AmKeb as the Principal of PAUDQ An Najah. During the covid19 pandemic, PAUDQ 

AN Najah carried out online teaching and learning activities using zoom media and video 

calls via wa. The obstacles faced by teachers when learning online started from internet 

quotas, signals, and also the moody condition of children, so that some of the material 

delivered could be conveyed well and some material was not conveyed properly. Some 

of these obstacles make the teaching and learning process not optimal. In the teaching and 

learning process PAUDQ An Najah has a learning curriculum B (Age 5-6 years) with 

competencies in Listening, Imitating, Reciting, Reading Hijaiyah Letters and Arabic 

numerals, memorizing short Surahs, Knowing Thoyyibah sentences, Knowing Asmaul 

Husna and Daily Prayers. This curriculum is in accordance with the decision of the 

director general of Islamic education regarding the national curriculum of Al-Quran 

education no 6091 of 2020 (Diniyah, Jenderal, Islam, & Pendidikan, 2018). 

Researchers conducted an initial survey by distributing a questionnaire instrument 

to parents to measure the effectiveness of online learning implemented by PAUDQ An 

Najah. The results of respondents' answers regarding the effectiveness of online learning 

are 24 guardians of students assessing it as ineffective with a percentage of 77.4% of the 

score, and 7 guardians of students assessing it as effective with a percentage of 22.6%. 

Based on this data, of course, it is still relatively low in the level of effectiveness of online 

learning that is applied, so it is necessary to increase the effectiveness of learning during 



JPMIPA, 22 (2), 2021, 279-291 281 

 

the pandemic. Therefore, every school institution, especially PAUDQ An Najah, is 

required to innovate in teaching and learning activities without making face-to-face 

meetings with students. To support the smooth learning process during the pandemic 

(Hendri Adi, Fernandes, & Hermansyah, 2020)(Yanto, 2019). One of the innovations that 

can be applied to online learning is the use of learning media (Laila, Hb, & Irsadi, 2016). 

The use of learning media can increase the motivation and interest of students if the media 

used can provide stimulation to students in the learning process (Candra, Elfizon, Islami, 

& Yanto, 2020; Hutabri & Putri, 2019; Zaus, Wulansari, Islami, & Pernanda, 2018). 

Multimedia is defined as a computer program consisting of text, graphics, sound and 

images and animation. Interactive multimedia has different tools for connecting different 

pieces of software and interaction with users and giving them feedback is among other 

properties of multimedia. These characteristics enable users to advance, interact, create, 

and establish relationships with the software. Various types of media with various designs 

are combined with each other to help achieve learning objectives. Interactive multimedia 

is used in a learning environment so that it can help users increase their understanding, 

knowledge and confidence and encourage them to use multimedia in teaching and 

learning situations (Andreani & Ying, 2019; Hamidi, Kharamideh, & Ghorbandordinejad, 

2011; Tuma, Malgor, & Nassar, 2021). 

The use of technology during this pandemic can be utilized by teachers and parents 

in online learning, one of which is by applying Android-based learning media. According 

to (Driyani, 2018) android is a software (software) used on mobile devices (running 

devices) which includes an operating system, middleware and core applications. This 

Android operating system is open source so that many programmers flock to make 

applications or modify this system. Android-based interactive learning media application 

was developed to help teachers in the learning process (Sari, Fadillah, Jonathan, & 

Prabowo, 2019)(Yunus & Sardiwan, 2018). Research (Ayuningtyas, Fadhilah, & Arifin, 

2018) with the title of learning media about animals in English based on interactive 

multimedia by producing interactive multimedia applications by visualizing the names of 

animals in English. Then research from (Aristo & Hendra, 2020) with the title of 

designing learning media about endangered animals. The results of this study provide the 

attractiveness of animal learning media in the form of APK or android-based. Based on 

the problems above, therefore the authors are interested in making an application for 

developing Android-based interactive learning media on listening, imitating and reciting 

materials for PAUDQ students. The development of interactive learning media is 

expected to be able to increase motivation and provide stimulation to students towards 

learning. 

 

▪ METHOD 
This study uses a software development method used is the Multimedia Development Life 

Cycle (MDLC) method, which is a method of developing a multimedia system based on six 

stages, which consist of concept, design, material collecting, assembly, testing, and distribution 

(Mustika, Sugara, & Pratiwi, 2018). Using the MDLC method the design process went 

smoothly because the method was clear and orderly (Setyabudi, Isnanto, & Windasari, 

2015). Stages of development in Multimedia Development Life Cycle (MDLC) that is: 
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Figure 1. Method Stage MDLC 

 

1. Concept 

This stage is the earliest and most important stage. The concepts developed at this 

stage affect the whole of this research. Namely, the concepts, goals, and objectives 

of using Android-Based Interactive Learning Media 

2. Design 

At this stage, combine the concept and design of the storyboard in order to get a 

complete picture and understanding. At this stage, you will have to know how the 

final result of the visualization will be done 

3. Material Collecting 

In this stage is the collection of data and research materials that are appropriate to 

do. Among them are, learning materials from B 

4. Assembly 

At this stage is where all data objects will be created. Making this media is based 

on storyboards and narrations that have been made using the Adobe Flash CS6 

application 

5. Testing 

The next stage is the testing stage of a media that has been completed. By running 

the application or program it can be seen whether there are errors or not, testing 

is carried out using the black box test. After the black box test, the researchers 

also conducted a feasibility test on the learning media that had been designed. 

Testing is done by distributing questionnaires to parents of students and teachers 

who use learning media. The measurement instrument used is a Likert scale with 

a description of the score of each item (Sugiyono, 2017). 

 

Table 1. Scoring Scale 

No Category  Range 

1 Very Worthy 81-100 

2 Worthy 61-80 

3 Decent enough 41-60 

4 Not feasible 21-40 

5 Very Inappropriate <20 
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6. Distribution 

At this last stage, the Learning Media will be converted into APK format to be 

installed on mobile phones in Application demo mode. 

 

▪ RESULT AND DISCUSSION 

Making interactive learning media using the implementation of the stages of the 

MDLC method which consists of 6 (six) stages, namely concept, design, material 

collecting, assembly, testing, and distribution as follows: 

1. Concept 

At this stage, the formulation of the concept is produced the purpose of the 

application is an interactive multimedia-based learning media designing Android-based 

learning media at PAUDQ An Najah Batam. The benefits of learning media to facilitate 

learning at home. The use of learning media is PAUDQ An Najah students with the 

guidance of their respective parents. Description of Android-Based Interactive Learning 

Media can be operated on computers and smartphones 

2. Design 

At this stage the Design process is combined in order to get a complete picture and 

understanding, following the design process formed in the first stage is the animation 

design process starting from the storyboard. 

 

Table 2. Storyboard 
Scene: 1 Scene: 2 

 

 

Description: On the initial display or 

intro there is the title of learning 

media. 

Description: On the second display is 

the main menu display which contains 

the media title along with several 

available menu buttons. 

Scene: 3 Scene: 4 

 

 

 

 

  

 

Deskripsi: In this display is a display 

of learning material that contains three 

materials, namely hijaiyah letters, 

punctuation marks and Arabic 

numbers. 

Description: the display of the hijaiyah 

letter material contains 30 hijaiyah 

letters. 
  

Scene: 5 Scene: 6 
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Description: Displays punctuation 

material, namely Harakat and Harakat 

Tanwin. 

Description: The tenth display is a 

material display of Arabic numerals 

from 1-20. 
Scene: 7 Scene: 8 

 

  

Description: Displays the quiz menu, 

there are three materials for each quiz 

question and a total of 10 questions for 

each material 

Description:. Showing a guide for 

doing quiz questions. 

Scene: 9 Scene: 10 

 

 

 

 

 

  

 

Description: Displays quiz answers if 

answered correctly. 

Description: Displays the quiz 

answer if the answer is wrong. 

 

3. Material Collecting 

At this stage as well as the collection of results in accordance with the needs carried 

out for these materials, including pictures clipart animated photos and more. 

 

Table 3. Material Collecting 
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4. Assembly 

This stage is where all multimedia objects will be created. Making this media based 

on the storyboard that has been made. The software used to create this two-dimensional 

animation is Adobe Flash cs6 

a. Animation Making 

 
 

 

Where on the initial display is the intro display to start entering learning media there is 

an interactive learning media title and a start button. 

 

 
Figure 2. Main Menu Display  

Figure 1. Intro View 
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Opening process Learning media displays opening writing using keyframe effects and 

writing using Times new roman characters displaying the PAUDQ An Najah Batam logo, 

using children's sounds. 

 

b. Implementation Results 

At this stage it is the result of the implementation of an Android-based interactive 

learning media application that has been installed on a smartphone. The following is a 

display of interactive learning media that has been installed on an Android smartphone. 

 

In this view, is the initial display that appears when learning media on Android is 

run on a smartphone. This display contains the title of interactive learning media with the 

introduction of Arabic vocabulary and has a play button to start running the android 

application. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

This display contains a menu of learning materials that have three material buttons, 

namely hijaiyah letters, punctuation marks and Arabic numbers. 

Figure 3. Learning Media Application 

Figure 4. Initial Display of Android-based Learning Media 
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The display of the Arabic numeral material menu contains numbers 1-20 letters and 

there are pictures, readings and sounds of each hijaiyah letter button when clicked. 

 

 
Figure 6. Display Menu Material Arabic Numerals 

 

5. Testing 

The testing stage is carried out after the assembly stage is complete by running the 

application/program to see if there are errors or not. At this stage, testing is carried out 

using black box testing. Tests on devices with image indicators consisting of image 

testing, application background, image testing on application buttons, and testing on 

supporting images run according to their functions. The button indicator which consists 

of testing the material button, next button, quiz question button, and back button runs 

according to its function. On the animation and sound indicators which consist of testing 

on animation effects, the back sound from the media and the sound on the buttons work 

according to their function. After testing the learning media devices using the black box 

test, then further testing the feasibility of learning media for teachers who teach in 

curriculum B. The instrument used in this feasibility test is in the form of a questionnaire 

given to three teachers with ten questions. The following are the results of the assessment 

given by the teacher. 

 

 

Figure 5. Learning Material Menu Display 
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Table 4. Teacher Assessment 

No Aspect Score Category 

1 Convenience 93 very feasible  

2 Effectiveness 87 very feasible  

3 Design attractiveness 90 very feasible  

4 Material 87 very feasible  

5 Customize shape 86 very feasible  

6 Color 88 very feasible  

7 Voice 90 very feasible  

8 Material equipment 86 very feasible  

9 Material suitability 86 very feasible  

10 Student needs 90 very feasible  

average 88.3 very feasible 

 

Judging from the ten aspects with an assessment by three teachers, namely as 

follows: based on the ease of use of the media, the average score was 93%. Based on the 

aspect of effectiveness obtained an average value of 87%. Based on the attractiveness 

aspect of the interface design, the average score is 90%. Based on the material aspect, the 

average score is 87%. Based on the aspect of the suitability of the form and typeface, the 

average score is 86%. Based on the colour aspect, the average value is 88%. Based on the 

background sound aspect, the average value is 90%. Based on the aspect of completeness 

of the material obtained an average score of 86%. Based on the aspect of material 

suitability, the average score was 86%. Based on the aspect of student needs, an average 

score of 90% was obtained. The total average percentage of all aspects obtained from the 

three teachers was 88,3%. It can be concluded that the learning media in the form of 

applications Arabic vocabulary recognition is in the very feasible category to use. 

 

 
Figure 7. Teacher Rating Percentage 

 

After the feasibility test was carried out on the teacher, then a behavior test was also 

carried out to the parents of students on the interactive learning media whether it was 

feasible to use or not. 

 

80
85
90
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90

87 86 88 90
86 86

90
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Figure 8. Percentage of Assessment of Respondents or Guardians of Students 

 

It can be concluded from the summary of the percentage of five questions obtained 

an overall assessment by 23 guardians of students assessing 69% in the very appropriate 

category and 24% in the appropriate category. 

 

6. Distribution 

At this stage, the APK that has been converted from Adobe Flash cs6 will be stored 

on the Android of the parents or guardians of PAUDQ An Najah Batam students. The 

distribution stage is also the stage where the evaluation of a multimedia product is carried 

out. By doing an evaluation, it will be able to develop a better one in the future. 

 

▪ CONCLUSION 

Based on the results of research and discussion on the Design of Interactive 

Learning Media with Competency Curriculum B at PAUDQ An Najah Based on Android, 

it can be concluded several things as follows Interactive learning media is designed using 

the MDLC method. Consists of six stages, namely: concept (conception), design (design), 

collecting material (material collection), assembly (manufacture), testing (testing), and 

distribution (distribution). The results of the design research conducted through the 

testing phase by 3 PAUDQ Teachers An Najah found that interactive learning media was 

declared feasible. The feasibility of interactive learning media is seen from the results of 

the assessment by 3 teachers. Based on this assessment, it was obtained an overall average 

score of 93% which was included in the very feasible category. The results of the research 

on the design of interactive learning media which were carried out through the assessment 

stage by 23 PAUDQ An Najah guardians found that interactive learning media were 

declared 
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