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MOTTO 
 
 “Success is not measured by wealth, success is an achievement 

that we want.”  

 “The formulas of a success are a hard work and never give up.”  

 “Intelligence is not the determinant of success, but hard work is 

the real determinant of your success.  

 “Learn from the mistakes in the past, try by using a different way, 

and always hope for a successful future.”  

 “When you have never made a mistake, it means you have not 

tried anything.”  

 Always be yourself and never be anyone else even if they look 

better than you.  

 “To get a success, your courage must be greater than your fear.”  

 “Do whatever you like, be consistent, and success will come 

naturally.”  
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INTISARI 
 

Teknologi dalam pembelajaran telah mengubah wajah pembelajaran yang 
berbeda dengan proses pembelajaran tradisional yang ditandai dengan interaksi 
tatap muka antara guru dan siswa baik di kelas maupun di luar kelas sehingga 
teknologi dalam pembelajaran diartikan sebagai media untuk mendistribusikan 
pesan. Adanya multimedia pembelajaran interaktif dapat membantu guru untuk 
mendesain pembelajaran secara kreatif. Dengan desain pembelajaran yang kreatif 
maka diharapkan proses pembelajaran menjadi inovatif, menarik, lebih interatif, 
lebih efektif, kualitas belajar mengajar siswa dapat ditingkatkan, proses belajar 
mengajar dapat dilakukan dimana saja dan kapan saja, dan sikap dan minat belajar 
belajar siswa dapat ditingkatkan. 

Ketersediaan teknologi smartphone saat ini menjadi salah satu media yang 
dapat digunakan untuk media pembelajaran. Tentu saja penggunaan smartphone 
harus tetap dikendalikan oleh orang tua dan pendampingan. Untuk membantu orang 
tua dalam memberikan pengetahuan bagi anak-anak, dalam penelitian ini akan 
dibuat suatu aplikasi interaktif.  Aplikasi yang dibuat dalam bentuk pilihan materi 
seorang siswa. Jika siswa tersebut memilih salah satu materi, maka materi akan 
ditampilkan dalam bentuk gambar, teks dan animasi. Materi yang dibahas sesuai 
dengan pembelajaran tingkat sekolah dasar. 

Tujuan penelitian ini adalah untuk membuat aplikasi School Days berbasis 
Android. Metode penelitian yang digunakan yaitu metode pengembangan 
multimedia yang terdiri dari konsep, design, pengumpulan bahan, pembuatan, uji 
coba, dan distribusi. Perangkat lunak yang digunakan yaitu Adobe Animate. 
 
Kata Kunci: Teknologi, Pembelajaran, Siswa, Aplikasi, Smartphone.
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ABSTRACT 
 

Technology in learning has changed the face of learning that is different 
from the traditional learning process which is characterized by face-to-face 
interactions between teachers and students both in class and outside the classroom 
so that technology in learning is interpreted as a medium for distributing messages. 
The existence of interactive multimedia learning can help teachers to design 
learning creatively. With a creative learning design, it is hoped that the learning 
process will be innovative, interesting, more interactive, more effective, the quality 
of student teaching and learning can be improved, the teaching and learning 
process can be done anywhere and anytime, and students' attitudes and interest in 
learning and learning can be improved. 

The availability of smartphone technology is currently one of the media that 
can be used for learning media. Of course, the use of smartphones must be 
controlled by parents and mentors. To assist parents in providing knowledge for 
children, this research will create an interactive application. Applications made in 
the form of a student's choice of material. If the student chooses one of the 
materials, the material will be displayed in the form of images, text and animation. 
The material discussed is in accordance with elementary school level learning. 

The purpose of this research is to create an Android-based School Days 
application. The research method used is the multimedia development method 
which consists of concept, design, material collection, manufacture, testing, and 
distribution. The software used is Adobe Animate. 
 
Keywords: Technology, Learning, Students, Application, Smartphone. 
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