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interactive media based on the assessment by teaching material expert
lecturers shows an average of 3.77 from a maximum average score of 4.00.
Thus, interactive media shows criteria worth using. The results of the media
validity test that the quality of interactive media based on the assessment by
media expert lecturers shows an average of 3.58 from a maximum average
score of 4.00; thus, the module indicates very feasible criteria. The
interactive media practicality test results showed that the interactive media

creator developed an average of 3.46 from an average score of 4.00. Thus, the
module showed efficient criteria.
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INTRODUCTION

Technology development is getting faster and faster, especially information and
communication technology. This makes humans seem inseparable by distance, space, and time.
With the development of increasingly advanced technology, humans can make various kinds of
equipment as tools in multiple activities to support productivity. The existence of rapid
technological growth today will continue to produce new patterns in learning and encourage rapid
adaptation. In the learning process, the use and utilization of technology in the classroom have
become a necessity and a demand in the global era (Rijal, 2021). This era is often called the digital
era (Alami, 2020). Along with these developments, in this case, smartphones. Indonesia is one of
the countries with the world's most significant active smartphone users. Educators can use the high
number of smartphone users as a medium for delivering learning. Learning media is an
intermediary that can convey messages or information.

They are learning to students from an educator. One of them, an essential element of
education in the learning process that must follow the flow of technological developments, is
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learning media (Salsabila & Aslam, 2022). In connection with that, teaching media is also a tool
that explains part of the entire learning program that is difficult to explain verbally (Aroni, 2019).
Technological advances to support education like this can make it easier for anyone, both students
and educators, to increase knowledge without limits (Cecep et al., 2019; Chen & Tsai, 2021; Rorita
et al., 2018). Educators and students can directly feel the positive things of optimizing smartphones
in education: supporting educational development (H. et al., 2021; Sunismi, 2015). One of the
efforts to increase the effectiveness of the learning process and delivery of lesson content is using
learning media (Lestari et al., 2019). Several studies have generally focused on teaching models,
methods, activities, and evaluations of specific teaching and learning subjects (Zheng & Xie,
2016).

Technology has been applied to daily life, especially in education. Now, technology is used
to help their work and efforts to be more effective and efficient (Pratama et al., 2022). So, in this
digital era, using technology is an additional competency that must be owned and mastered by an
educator (Purnasari & Sadewo, 2021). Along with information and communication technology,
learning media has also developed. One of the technology-based media is mobile learning. Mobile
learning developed due to the development of communication technology, namely smartphones.
Android is a smartphone operating system that is currently popular (Ardiansyah & Nana, 2020).
Seeing the development of technology among students, especially in the relatively high use of
smartphones, it is just that educators still need to fully utilize it in the learning process (H. et al.,
2021). In the 21st century, learning media, commonly called digital media, is needed along with
technological developments to support teaching and learning (Shoffa et al., 2021). Educators can
use many Android-based software to make supporting media in the classroom learning process,
including the SAC (Smart App Creator) software. Smart App Creator (SAC) is one of the software
to create androiAndroidOS- blOS-based cations without using programming code, and the output is
HTMLY5, .exe, and .apk. The use of software in making learning media without programming code
makes it easy for anyone to create applications quickly, readily ally for educators who want to
make applications related to learning media.

The findings show that using technology as a learning medium is limited to using
presentation media to deliver material. Computer basics is a course with a structure that must be
described and the concrete form of computer elements. The media used by educators in providing
learning materials are whiteboards, markers, printed modules, and PowerPoint. Ed, educators have
used information and communication technology-based media, but the use of these media still
needs to be improved because the PowerPoint used only contains material delivery in the form of
images and text; there is no time, simulation, or evaluation. So, learning media is required to
display text, photos, videos, animations, simulations, and assessments to improve student
understanding. With the variation in the use of various media in the learning process, it is intended
to carry out an effective and efficient learning process. Classroom learning time is also limited
while the speed of student learning varies from one to another, the condition of the learning
process. This can undoubtedly hinder the learning process, so supporting learning media is needed
that can be used by students with different learning speeds (Fadli & Hakiki, 2020). Learning media
can help the process of learning activities that aim to clarify the delivery of learning meaning so
that learning objectives can be delivered more perfectly and well (Temitayo et al., 2013).

Educators must design media covering course concepts in theory, illustrations, and concrete
examples. Learning media can also improve the quality of learning for educators to help deliver
innovative, creative, comprehensive learning materials, attract students' enthusiasm, and create a
pleasant learning situation. Educators must be able to start learning conditions to make students
easily understand the material by utilizing technology that can produce learning media, especially
for computer basics courses. It is necessary to encourage renewal in learning so that learning is
easy to use, interactive, packaged more interestingly, and becomes something new for students by
utilizing technology (Muttaqgin et al., 2021). Therefore, there is a need for innovation in learning to
increase students' interest in learning and motivation to learn. Many types of media can be used by
educators in the teaching and learning process, but educators must be selective in choosing these
types of media (Hasan, 2021). There is a need to develop interactive learning media based on
Android applications to optimize popular smartphone features among students.
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Interactive media is designed to provide feedback quickly as the media allows interaction
with users so that users can choose what they want for the next step (Myori et al., 2019).
Researchers chose Smart App Creator (SAC) software because creating learning media, especially
interactive media, is more accessible. It can add animation and sound backgrounds to make media
content more engaging. Android is an operating system for Linux-based mobile devices, including
an operating system, middleware, and applications. Android provides an open platform for
developers to create their applications. Android is the operating system that powers over one billion
smartphones and tablets (Putra et al., 2016). So, android-based interactive media can overcome the
problem of differences in students' level of understanding because students can choose the material
they will learn. The ability of Android to display multimedia, such as images, photos, videos,
sound, and text simultaneously, can be utilized to display learning material more concretely so that
learning is not boring (Ahyar et al., 2014; Aina, 2013). Computer utilization is often used in
interactive multimedia because it contains several media such as text, graphics, audio, animation,
and video. It is equipped with user control tools as controllers to adjust elements according to user
needs (Dewi, 2018). Interactive means mutual influence with a reciprocal relationship between the
user and the program, with the user responding to the program request/display, then the program
presents the desired information (Ananta & Waryanto, 2018).

Interaction by students through the buttons available in the program can provide a direct
learning experience (Anggraini & Sartono, 2019). Interactive multimedia is a technological
innovation that can be tailored to learning needs (Arham & Dwiningsih, 2016). Interactive
education can make students more interested in learning from anywhere and anytime. Android-
based interactive media, as an innovative media, has the potential to become a learning trend in
today's digital era. Interactive multimedia like this can provide a pleasant learning atmosphere and
foster student independence, making the learning process more meaningful than the lecture method
(Monemi et al., 2017). Based on the phenomena described, the researcher is interested in
researching Interactive Learning Media Development in Computer Basics courses. Validity testing
and interactive media practice contribute to how feasible, effective, and efficient it is in helping
students take computer basics subjects.

METHOD

This research is a type of development research. The accuracy of the selection of the
development model makes the right product. One of the characteristics of the developed product is
that it can be appropriately applied and provide benefits to its users. One of the media that
considers the primary stages of media development design that is simple and easy to understand is
the ADDIE model (Analysis, Design, Development, Implementation, and Evaluation) (Branch,
2010). The ADDIE model is the suitable model for media development in this study because the
ADDIE model is most commonly used for media development (Cahyadi, 2019). The research
procedure on the ADDIE model is as follows:

Analysis

The first stage is the Analysis stage. This stage is carried out using observation and interview
methods.

Design

This stage is known as creating a product design (blueprint). This stage will produce the user
interface of the product design. The researcher determines the media elements by collecting
supporting materials such as images, animations, sounds, and videos. The collection can be done by
searching the internet or making your own media if you master it.

Development

The stage of producing the design that has been made is realized in natural form. The
products are arranged according to the invention made in the previous step. This means that this
stage is the stage in making the product. The product design is designed with SAC (Smart App
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Creator) software. Elements collected in the design stage are assembled into a complete product
unit per the user interface created in the design stage.

Implementation

The fourth stage is implementation. This stage tests the product made in terms of product
appearance or functionality.

Evaluation

Evaluation checks whether the developed product is successful and as expected based on
existing needs. If there are things that need to be improved, they need to be identified and then
refined. The goal is to produce a quality product.

The data collection techniques used in this research are questionnaires, documentation, and
interviews. An interview, often called an interview or oral questionnaire, is a dialog conducted by
an interviewer to collect information from sources (Arikunto, 2006). The documentation method in
this research is used to complement data from interviews and observations. The documentation
method is a data collection technique by studying data that has been documented. From the origin
of the word, documentation, namely documents, means written items (Arikunto, 2006).

The subjects of this research were students of the educational technology study program in
the first semester of the 2022/2023 academic year at the Indonesian Christian University of Toraja.
The instrument consists of questionnaires for media experts, material/content experts, and users
(lecturers and students). Questionnaires were given to media experts and material/content experts
to determine the feasibility of interactive media. Questionnaires are also provided to users
(students) to find out the user's response to the interactive media that has been developed
(Riduwan, 2012). They are using scoring, which can be seen in Table 1.

Table 1. Validity Scoring

No. Score Criteria

1 4 Strongly Agree

2 3 Agree

3 2 Disagree

4 1 Strongly Disagree

The validator provides advice on the assessment given to developing interactive media based
on the items in the validity test with score criteria, which can be seen in Table 1. Suppose many
things still need to be corrected in developing printed and non-printed teaching materials. In that
case, revising them to make them valid for the teaching materials developed is necessary.

Table 2. Criteria for assigning validity scores

No. Average Score Criteria Category

1 3.0<M<40 Very Feasible Very Practical
2 20<M<3.0 Worth Practical

3 1.0<M<20 Less Feasible Less Practical
4 00<M<1.0 Not Feasible Not Practical

Validity testing by validators who are experts in their fields so that they can measure the
level of feasibility of interactive media that has been created (Nurdin, 2007). User response data is
obtained from a response questionnaire to the interactive media that has been developed which can
be seen in Table 2. The analysis was conducted to determine the response to the Android-based
interactive press. The results of user response observations were analyzed to determine the
frequency of practicality (Azwar, 2012).
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RESULTS AND DISCUSSION

Results

Based on several research models that have been mentioned, the ADDIE research model.
Branch felt that it was more suitable for developing this interactive media product. Analysis of a
Problem and Needs in Learning Based on the results of the literature study conducted by
researchers, data related to learning problems in computer basics courses were obtained, including
limited learning media, monotonous delivery of computer basics material, and student's
involvement in the learning process that has not been maximized. The results of this study indicate
that the computer basics course requires interactive media that can provide concrete evidence
related to learning material.

Developing a learning product goes through systematic stages and several feasibility tests to
produce valuable user outcomes. It is a very complex and complete model (Branch, 2010). The
ADDIE model can be used for various forms of product development in learning activities, such as
models, learning strategies, learning methods, media, and teaching materials (Mulyatiningsih,
2016). Interactive media is a media equipped with a controller the user can operate to choose what
is desired for the following process (Daryanto et al., 2014). One of the stages in developing media
is validating to determine the feasibility level of the media that has been created.

Content Validity

The validity test is carried out to determine the extent of the feasibility of the media that has
been designed. After obtaining a feasibility assessment, the learning media is revised according to
the validator's criticisms and suggestions. Material expert validators are experts in their fields;
material expert validation is a validator who is a lecturer in the Educational Technology Study
Program who has expertise in the area or material raised by researchers in the research conducted.
The following are the results of material validation by material expert validators:

Table 3. Material Expert Validation Results
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Description
Clarity of Purpose
Accuracy of Chapter Titles With Material Content in Each Chapter
Encourage Students to be actively Involved
Appropriateness of Learning Objectives with Material Exposure
Clarity of Material Description
Clarity of The Examples Provided
Appropriateness Between Images/Illustrations and Material
Clarity of Tasks and Exercises Provided
Congruence Between Tasks and Exercises and Material
Appropriateness of visual and Audio Impressions and Material
Suitability of end-of-chapter Tests with Learning Objectives
Language use in terms of use of Indonesian language methods
Simplicity of sentence structure
Average 3.77
Based on the data in Table 3, it can be seen that the quality of interactive media based on the
assessment by expert lecturers of teaching materials shows an average of 3.77 from a maximum
average score of 4.00. Thus, interactive media shows very feasible criteria.

Media Validity

The next stage after designing interactive media is to conduct a validity test. The validity test
is carried out to determine the extent of the feasibility of the press that has been created.
Information regarding the suitability of learning animation media is applied to two main aspects:
the material and the media aspects. After obtaining a feasibility assessment, the learning media is
revised according to the validator's criticisms and suggestions. Media expert validators are experts

O 0O NO Ol WN -

=P e
N R O
WwhrMAAAAMMPMNOPSAREEEEED

[y
w
w

Jurnal Inovasi Teknologi Pendidikan
Volume 10, No. 4, December 2023



358 — Jurnal Inovasi Teknologi Pendidikan

in their fields; material expert validation is a validator who is a lecturer in the Educational
Technology Study Program who has expertise in the area of learning media by interactive media
research raised by researchers in the study conducted. Opinions, criticism, suggestions,
assessments, and comments from media and material experts will help improve and increase the
quality of the learning media being developed. The following are the results of material validation
by media expert validators.

Table 4. Media Expert Validation Results

No.  Aspect Description Score

1 The App is Easy to Operate 4

2 Physical Ease of Access to Each Menu 3

3 Installation of Applications on Android Devices is Very Easy 4
Total 11
Average 3.67

4 Compatibility ~ The font used is Easy 4

5 Selection Font  Selection of Font Size 4

6 Type Not Using Too Many Font Combinations 3
Total 11
Average 3.67

7 Proper Menu Placement 4

9 View Proportional Front Layout (Text and Image Layout) 4

10 App Design Gives a Positive Impression 4
Total 12
Average 4

11 Linguistics The Use of Language in The Application is Standardized 3
Total 3
Total Score 1434
Average 3.58

Based on the data in Table 4, it can be seen that the quality of interactive media based on the
assessment by media expert lecturers shows an average of 3.58 from a maximum average score of
4.00. Thus, the module indicates very feasible criteria.

Practicality of Media

After analyzing the results obtained from the two validators, user trials were then carried out
to obtain data on the assessment of the interactive media that had been developed. At this stage,
students of the educational technology study program were involved. Based on Figure 1, it can be
concluded that the user's response after using the interactive media and filling out the assessment
guestionnaire obtained an average score of 3.46, meaning that the user's answer is efficient. So, the
user's response is very agreeable (VA) to using interactive media in learning.
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Figure 1. User Response Results
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Discussion

This type of development research uses the ADDIE model (Analysis, Design, Development,
Implementation, and Evaluation). This study only focused on testing the validity and practicality of
the interactive media that had been developed. This research is development research with the
results of interactive media, which is then carried out several tests to determine the level of
feasibility and practicality of the interactive media that has been developed. This study's interactive
media development uses Smart App Creator (SAC) software. This feasibility test and suitability of
use are carried out to produce interactive media that users can later use according to their learning
needs. The subjects of this research were students of the educational technology study program in
semester 1 of the 2022/2023 academic year at the Indonesian Christian University of Toraja. The
instrument consists of questionnaires for media experts, material/content experts, and users
(lecturers and students). Questionnaires were given to media experts and material/content experts
to determine the feasibility of interactive media. Questionnaires are also provided to users
(students) to find out the user's response to the interactive media that has been developed.

The results of the feasibility test go through two stages, namely, the media feasibility test and
the content/material feasibility test. The quality of interactive media based on the assessment by
teaching material expert lecturers shows an average of 3.77 from a maximum average score of
4.00. Thus, interactive media shows very feasible criteria. The quality of interactive media based
on the assessment by media expert lecturers shows an average of 3.58 from a maximum average
score of 4.00; thus, the module indicates very feasible criteria. Based on the results of the
practicality test of using interactive media, it can be concluded that the user's response after using
interactive media and filling out the assessment questionnaire is 3.46, which means that the user's
answer is in a convenient category. So, the user's response is very agreeable to using interactive
media in learning. The results of the feasibility and practicality test of the interactive media that has
been developed can be a reference to be continued to a broader stage and, in terms of development,
can be a reference to grow both in terms of content/material or appearance.

CONCLUSION

Interactive media development uses the ADDIE research model (Analysis, Design,
Development, Implementation, Evaluation). The ADDIE model is one of the most complex and
complete models for developing interactive media. Interactive media development in this study
uses Smart App Creator (SAC) software. This research is development research with the results of
interactive media, which is then carried out several tests to determine the level of feasibility and
practicality of interactive media that has been developed. The results of the validity test and
Practicality can be used as a reference for assessing the press that has been created. This study has
conducted a content validity test; the quality of interactive media based on the assessment by
teaching material expert lecturers shows an average of 3.77 from a maximum average score of
4.00. Thus, interactive media shows criteria worth using. The results of the media validity test that
the quality of interactive media based on the assessment by media expert lecturers shows an
average of 3.58 of the maximum average score of 4.00; thus, interactive media shows criteria worth
using. The results of the Validity Test of interactive media in computer basics courses regarding
material/content and media are very relevant to be developed. Still, some minor revisions must be
made for the sake of perfection of the media that has been created. The interactive media
practicality test results show that interactive media development leads to 3.46 from an average
score of 4.00. Thus, the module shows efficient criteria. The test results in this study can be a
reference to be continued to a broader stage and can be developed in terms of content or
appearance.
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