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MOTTO

My psychologist said “putting mental health before my education is a great idea
until it affects my mental health which affects my education”.

-Anon-

"If everything is not going your way, just remember it’s still going Allah’s way”.

-Anon

"I will remain focused on my goalas. Even if i have a moment of difficulty, i will
not give up. | know success comes with consistency. | know that i will make it.
Things will get better. No problem or challenge will stop me. Everything i deserve
is coming my way”’.

-Anon-

”Jadilah pemenang disetiap tantangan”.

-Chef Juna-

"We attract what we 're ready for”

-State Champs-
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INTISARI

Penelitian ini bertujuan untuk mengembangkan sebuah aplikasi android
pembelajaran mengaji atau pengenalan huruf hijaiyah berbasis multimedia
interaktif yang menarik degan menggunakan software Adobe Flash CS6 dan
melakukan analisis tingkat kelayakan aplikasi yang dikembangkan.

Pengembangan aplikasi pembelajaran mengaji dilakukan dengan metode
Multimedia Developing Life Cycle (MDLC) yaitu dimulai dari proses konsep,
perancangan, pengumpulan - bahan, pembuatan, pengujian dan distribusi.
Pengujian tingkat kelayakan aplikasi dilakukan dengan metode kuesioner dan
dihitung menggunakan skala Likert.

Hasil pengembangan aplikasi yaitu aplikasi android pembelajaran berbasis
multimedia interaktif “Ngaji Yuk” menggunakan tampilan android yang dibuat
dengan Adobe Flash CS6 dengan memasukan elemen gambar dan suara. Hasil
pengujian kelayakan menunjukkan bahwa aplikasi yang dikembangkan sangat
layak digunakan dari sisi materi, media dan pengguna. Dengan hasil tersebut,

maka media pembelajaran “Ngaji Yuk™ dapat digunakan di smartphone android.

Kata Kunci: aplikasi, android, multimedia interaktif.
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ABSTRACT

This research aims to develop an android application for learning the
Koran or introduction of hijaiyah letters based on interactive multimedia that is
interesting by using Adobe Flash CS6 software and analyzing the feasibility of the
developed application.

Development of Koran learning application is carried out using the
Multimedia Developing Life Cycle (MDLC) method, which starts from the
concept, design, material collection, assembly, testing and distribution process.
Testing the feasibility of the application is carried out by the questionnaire
method and calculated using a Likert scale.

The result of application development is an interactive multimedia-based
learning android application "Ngaji Yuk" using an android display created with
Adobe Flash CS6 by including picture and sound elements. The results of the
feasibility test show that the application developed is very suitable for use in
terms of material, media and users. With these results, the learning media "Ngaji
Yuk™ can be used on android smartphones.

Keyword: application, android, interactive multimedia
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