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INTISARI

Media pembelajaran interaktif dalam proses belajar mengajar diartikan
sebagai pengantar sumber pesan kepada penerima pesan, agar merangsang pikiran,
perasaan, perhatian dan kemampuan sehingga terdorong serta terlihat dalam
kegiatan belajar. Satuan Pendidikan Anak Usia Dini Sejenis (SPS) Tunas Harapan
menggunakan metode dalam mengajarkan pengenalan salat secara praktik
langsung. Namun demikian, meskipun metode pembelajaran yang diterapkan sudah
interaktif, beberapa kendala sering dialami oleh anak dan guru. Contohnya, anak
kurang dapat fokus-untuk menangkap pelafalan bacaan salat yang benar sehingga
penyampaian materi kurang maksimal. Berdasarkan permasalahan tersebut, pada
penelitian ini dibuat sebuah aplikasi dengan manfaat yang dapat diperoleh adalah
proses pembelajaran multimedia jelas lebih menarik dan interaktif, kualitas belajar
siswa dapat lebih baik dan belajar mengajar dapat dilakukan dimana dan kapan saja
(Fleksibel), serta sikap dan perhatian belajar -siswa dapat ditingkatkan dan
dipusatkan.

Dalam pembuatan aplikasi menggunakan metode MDLC. (Multimedia
Development Life Cycle) dengan pengumpulan data pada penelitian ini
menggunakan metode observasi, wawancara, dan studi pustaka.

Berdasarkan pengujian beta yang dilakukan kepada 15 responden tentang
penerapan teknologi menunjukan hasil persentase sebesar 86,37%, berdasarkan
hasil tersebut maka dapat disimpulkan jika dari 15 responden menilai sangat
setuju/sangat baik/sangat suka terhadap aplikasi yang digunakan oleh responden.
Sehingga aplikasi Pengenalan Tata Cara Salat Berbasis Android dapat
dimanfaatkan sebagai media pendukung pembelajaran di SPS Tunas Harapan.

Kata kunci : Media Pembelajaran Interaktif, Unity, Tata Cara Salat, Android
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ABSTRACT

Interactive learning media in the teaching and learning process is defined
as an introduction to the source of the message to the recipient of the message, in
order to stimulate thoughts, feelings, attention and abilities so that they are
encouraged and seen in learning activities. Tunas Harapan Early Childhood
Education Unit uses a method in teaching the introduction of prayer through
hands-on practice. However, even though the learning method that applied is
already interactive, some obstacles are often experienced by children and teachers.
For example, children are less capable to focus on capturing the correct
pronunciation of prayer readings so that the delivery of material is suboptimal.
Based on these problems, this study created an application. which would bring
benefits.to the multimedia learning process so it can be clearly more interesting
and.interactive, so the quality of student learning can be better and teaching and
learning can be done anywhere and anytime (flexible), as well as the attitude and
attention of student’s learning can be improved and focused.

In making applications using the MDLC (Multimedia Development Life
Cycle) method is used with data collection in this study using observation,
interviews, and literature study methods.

Based on beta testing conducted to 15 respondents about the application of
technology shows a percentage of 86.37%, based on these results it can be
concluded that the 15 respondents rated strongly agree / very good / really like the
application used by the respondent. So that the Android-based Prayer Procedure
Introduction application can be utilized as a learning support media at SPS Tunas
Harapan.

Keywords: Interactive Learning Media, Unity, Prayer Procedure, Android
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