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INTISARI

Penelitian ini dilakukan untuk merancang aplikasi mengenal aritmatika
dan melihat kelayakan terhadap aplikasi mengenal aritmatika berbasis android
terhadap anak-anak kelas SD (Sekolah Dasar) pada desa Lampeuneurut
Gampong.

Penelitian ini menggunakan motede research and development (R&D)
dengan model pengembangan Luther yaitu: konsep, perancangan, pengumpulan
bahan, pembuatan, pengujian dan distribusi. Adapun teknik pengumpulan data
dilakukan dengan angket.

Penilitian ini telah menghasilkan pengembangan aplikasi mengenal
aritmatika berbasis android dan telah diuji kepada anak-anak Lampeuneurut
Gampong Produk juga telah divalidasi oleh pakar ahli media yaitu bapak Khairan
Ar. Aplikasi mengenal aritmatika mendapat respon postif dari anak-anak yaitu
91,1% yang menyatakan setuju. Hal ini membuktikan bahwa aplikasi mengenal
aritmatika layak dingunakan untuk kalangan masyarakat Lampeuneurut
Gampong.

Kata Kunci: Child, Feasibility Studies, Mathematics, Schools, Research,
Surveys and Questionnaires.
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ABSTRACT

This study was conducted to design an application to recognize arithmetic
and to see the feasibility of an Android-based arithmetic recognition application
for elementary school (elementary school) children in the village of
Lampeuneurut Gampong.

Research using the research and development (R&D) method with the
Luther development _model, namely: concept, design, material design,
manufacture, testing and distribution. The technique of how the data is done by
using a questionnaire.

This_research has resulted in the development of an Android-based
arithmetic recognition application and has been tested on the children of
Lampeuneurut Gampong The product has also been validated by a media expert,
Mr. Khairan Ar. The application of recognizing arithmetic received a positive
response from children, namely 84.5% who agreed. This proves that the
application of recognizing arithmetic is feasible for the Lampeune community
according to the Lampeuneurut Gampong.

Keyword: Child, Feasibility Studies, Mathematics, Schools, Research, Surveys
and Questionnaires.
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