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MOTTO

" Never give up on what you really want to do. The person with big drean is more

powerful then the one with all f;acts "

(AlbatEinstein)

Crfuplah Alla[h menjadi Penolong kani dr Allah adalah schaik-baiknya

Pelindmg.

(QS 3:173)
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INSTISARI

Standard dapat membawa manfaat teknolod, ckonorni dan sosial. Standar
membantu untck menyelarastcan spesifikasi telmis produk dan jasa yang membuat
industri   lebih   efisien   dan   meningkatkan   daya   saingnya   untuk   perdagangan
intemasional.KesesuaiandenganStandarmembantumeyakinkankonsumenbahwa
pnduktersebutamapefisiendanbaikuntuklingkungan.Standardisasimerupckan
salad satu instrunen regulasi trfus yang dapat me)indunct kepentingan konsimen
nasional dan sehaligus produsen dalam negeri.

Melalui  regulasi  tcknis  yang  berbasiskan  standardisasi  depat  dicngch
beredanya barang-barang yang tidak bemutu di pasar domestik khususnya yang
terkait   dengan   keschatan,   keamanan,   keselanatan,   dan   pelestarian   fimgsi
lin8kungan hidup. Me]alui instnlmen yang sama, dapat dicegal masuknya banng-
balangimporbernuturendahyangmendistorsipasardalannegerikarenabetharga
rendah.

Badan  Standardisasi  Nasional  menilal  masyarakat  masih  belun  cerdas
dalan  memilih prodck berstandar.  Lantaran hal  tersebut  Kepala  Biro  Hukun,
Organjsast,  edukasi  tentang  Standar Nasional  hdonesia  (SNI)  pun  schanlsoya
dilakihasejckdini.kalangananak-anakmulaidaritingkatSD,SNI'hinggaSMA
perludilibatkandalamedukasistandardisasi.Terlebihanak-anckialalsumberdaya
berharga sebngai penerus generasi nasa depan. Melalui pengenalan standardisasi
sejck anakunak, lanjutnya, mereka diharapkan akan mengetahui dan memahanii
nilai darn dari standar yaitu keteraturan, keananan, keselanatan, keschatan dan
kedasana.

Kata kunci      : Edukasi, Aplikasi Android, SNI, Standarisasi
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ABSTRACT

Standards can bring technolotical, economic arLd social benefits. Standrds
help to harmonize the technical specificatons Of products and services that make
the industry more efficient and increase its competitiveness for international trade.
Compliance with the Standards helps convince consumers that the product is safe,
efficient  and good for the  environment.  Standardization  is one  of the technical
regulationinst]unentsthatcanproteettheiuterestsofnationalconsunersandalso
domestic producers.

Though technical regulations based on  standardization can be prevented
the circulat].on of goods that are not qua]ffied in the domestic markct, espeda[ly
those related to health safety, safdy and preservation of environmental functions.
Through  the  same  instrument,  it  can  be  prevented  from  entering  low  quality
importedgoodsthatdistortthedomesticmaketbecaiiseofLowvalue.

TheNationalStandardizationAgencyassessesthatpcoplearestillnctsmarl
in  choosing  standard products.  Because  of this  the Heal  Of the  Legal  Bureau,
organization, education about the hdonesian Nalonal StandaB.d (SNI) should also
be calTied out  early.  among children  ranging  from  elementary.  middle to high
school  level,  they need to be involved in  standardization  educaton,  Especially
children are valuable resources as successors of future generations. Through the
introduction of standardization since children, he condnued, they are expected to
know and undustand the basic values of standards, namely order, seeurity. safety,
health and cooperation.

Keywords       : Education , Android Aplication, SNI, Fhotocol
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