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ABSTRACT

This study aims to determine the process of developing interactive media based on Smart
Apps Creator in economics for class XI SMA, and to determine students' responses to the media
developed. One of the interesting interactive learning media can be developed using the Smart
Apps Creator software. In this study, the method used is the Research and Development method.
The Research and Development research method is a research method used to produce certain
products, and test the effectiveness of these products. The development of this media uses the
ADDIE model because it is rational, systematic, easy to learn and complete. The ADDIE model is
arranged systematically so that in its implementation it is sequential, each stage that will be
passed always refers to the previous stage which goes through a revision or improvement
process so that in the next stage an effective learning media product is obtained. The results
showed that the material expert validation test scored 4.9, the media expert validation test
scored 4.6, small group trials were 86.4%, and group trials were 86.5%. Based on the results of
this study, it can be concluded that interactive learning media using Smart Apps Creator is very
good and appropriate to use to attract students' interest in learning and make it easier for
students to understand economics subject matter.
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INTRODUCTION

Ekayani (2017: 2) explains that in the learning process a medium is needed to support the
smoothness of student effectiveness in learning. Learning media is a learning tool used by
teachers to facilitate the delivery of material when teaching at school. The use of learning media
can help achieve student learning success. The rapid development of technology has an impact
on the unlimited use of learning media. There are several technologies that are flexible and easy
to operate anywhere and anytime. For example, internet technology and smartphones are
currently used as effective learning resources. Utilizing learning media is important in the
learning process and can be one of the things that influences the success of student learning
(Astuti, 2017: 2). Learning media increases students' interest in learning and generates
enthusiasm in student learning.

The use of learning media can foster students' interest in learning to get new things in the
learning material delivered by the teacher so that it can be easily understood. With learning
media that is very interesting for students can be a stimulus for students in the learning process.
Smart apps creator is an application for creating android or ios mobile apps without

programming code, and the output is html5 and exe. Considerations in choosing Smart Apps
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Creator software are easy to use, files can be repaired if there are errors, and the resulting
application can be used offline so it doesn't require a data plan (Jannah, 2019).

Based on initial observations at SMAN 2 Tenggarong, researchers conducted interviews
with teachers of the Economics subject, that at SMAN 2 Tenggarong, students' interest and
motivation in learning were still lacking. This can be seen from students who do not pay
attention to the teacher when teaching in class. One of the causes of the lack of interest and
motivation in learning is the use of learning media that has not been varied. Therefore the

variety of media used in learning is very important to foster student learning interest.

METHOD

In this study, the method used is the Research and Development method. The
Research and Development research method is a research method used to produce certain
products, and test the effectiveness of these products. In this study, the development model
developed by William W. Lee and Diana L. Owens. The ADDIE development model consists of
several interrelated stages, namely, Assessment and analysis (needs assessment and
analysis), Design (planning), Development (development), Implementation (implementation),
Evaluation (evaluation). The development of this media uses the ADDIE model because it is
rational, systematic, easy to learn and complete. The ADDIE model is arranged systematically

so that in its implementation it is sequential,

The data obtained in this study were divided into two types, namely qualitative and
quantitative data. The qualitative data is in the form of comments and suggestions provided
by media experts and material experts, while the quantitative data is in the form of
questionnaires assessed by each validator. The questionnaire in this study used the class

interval formula with a scale of five:

Table 1

Classification of assessment of media and materials

Average Answer Score Classification of Feasibility Assessment
42to5 Very good
34to4.2 Well
2.6to 3.4 Enough
1.8t0 2.6 Not enough
1to 1.8 Very less

(Source: Data Processed by Researchers, 2022)
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RESULT AND DISCUSSION
Result
The procedure used in the development of this media uses the ADDIE model, with the

following research results:

1. Analysis(Analysis)

Sourced from observations at SMAN 2 Tenggarong. The results of the analysis that has been
carried out are used as guidelines and considerations in the preparation of interactive media.
The analysis performed includes performance analysis and needs analysis. Performance
analysis is carried out to find out and classify the problems faced in schools related to the
learning media used in schools so far. After conducting a performance analysis, it is known
that the teacher uses learning media that are not yet varied as teaching materials which are

then delivered to students without being designed using varied and appropriate media.

Needs analysis, namely determining the learning media needed by students to
improve the quality of learning. Thus, researchers develop interactive media which they feel
will be able to eliminate the boredom of students when studying Economics subjects.
Interactive learning media using the Smart App creator is a medium that will provide variety
to the learning process so that the information conveyed is more interesting than
conventional books. The material to be used in the development of economics subject media

is material in class XI IPS, namely international trade.

2. Design(Design)

Interactive learning media using the Smart App creator is a medium that will provide
variations in the learning process so that the information conveyed is more interesting. Media
development planning is done by making storyboards. The developed media consists of 2
parts, namely the title and the play page. The first part is the cover which contains the words
"Media Interactive Smart App creator”. While the second part contains the media start page
pressing the play button as the format of the contents of this page. The next section is a menu
with instructions, KD, materials, quizzes, videos and information. This media is made in the
form of electronic media which is stored in an AHL file with the format: APK The resulting

product can be accessed via Android and this media is made in non-printed form.
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Smart Apps Creator.

3. Development(Development)

This stage is the product realization stage, namely the creation of interactive media
including determining the content of the material and validation. The material content of this
media is the subject of the Economics subject for class XI IPS in the even semester, namely
"International trade". Material expert validation was carried out by an Economics class XI IPS
teacher at SMAN 2 Tenggarong, while media experts were carried out by a Lecturer in the
English Language Study Program, Faculty of Teacher Training and Education, Mulawarman
University who is an expert in the IT field. The data obtained in this study were divided into
two types, namely qualitative and quantitative data. The qualitative data is in the form of
comments and suggestions provided by media experts and material experts, while the
quantitative data is in the form of questionnaires assessed by each validator.

The material expert in media development is Mr. Muchlis, S.Pd. who is a teacher of
Economics subject at SMAN 2 Tenggarong. Material experts assess the learning aspects and

content of material in interactive media, as well as provide criticism and suggestions.
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Score
Aspect grain
No Question Aspect
1 5
Format 2 5 15
5 5
3 5
4 5
6 5
7 5
Fill g g 49
10 5
11 5
12 4
13 5
Theory i‘; g 10
Total Score 74
Validation Score (4,9)
Criteria Very good

(Source: Data Processed by Researchers, 2022)

Based on the assessment table above, it can be concluded that the learning aspects

and content of the material contained in the Smart App creator interactive media, in

international trade material, obtained a result of 4.9 which is included in the "Very Good"

category and is suitable for use. The media expert in this development research is Mr. Iwan

Setiawan, SPd, M.Pd, a Lecturer in the English Language Study Program at the Teaching

Faculty. The validation was carried out on August 26 2022 carried out directly, the aspects

that are assessed in the media validation are general aspects, namely media display and

programming. Validation results can be seen in the attachment. The results of the validation

of the two aspects are presented in table form:

Score
Aspect grain
No Question Aspect
1 5
2 5
3 4
Simplicity 4 5 33
5 5
6 4
7 5
. . 8 4
integration 9 5 9
. 10 4
Emphasis 11 5
Color 12 4 4
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Form 13 5 5
14 4
Language 15 5 9
Total Score 69
Validation Score (4,6)
Criteria Very good

(Source: Data Processed by Researchers, 2022)

Based on the assessment table above, it can be concluded that the learning aspects
and the content of the material contained in interactive media, in international trade material,
results of 4.6 are included in the "Very Good" category and are suitable for use.

4. Implementation

Furthermore, the fourth stage is implementing learning media with product trials. In
addition to experts from interactive learning media products, Smart App creators will also be
given responses from students. Based on the overall results which stated "strongly agree"
with a percentage gain of 86.5%. Student responses from the questionnaire stated that
interactive learning media is very suitable for use in the learning process.

5. Evaluation(Evaluation)

The revising the results of product trials based on the results of student responses,
obtained suggestions for learning media, namely media that is applied using a smartphone so
that video material can be on/off and buttons in applications that are easy to use. Then
researchers can find out that learning media is very suitable for use in the learning process from
the results of product validation and in terms of student responses, it is obtained that

interactive media is suitable for use in learning.

Discussion

The researcher argues that with today's developments where all groups have used
electronic media as a necessity and an attraction, this includes students who already use
electronic media such as laptops/smartphones. The majority of students spend time using
electronic devices to play games and social media instead of spending time reading books. So
that researchers utilize electronic media to develop interactive learning media Smart App
creators. With the aim that students can also learn by using interactive media that
researchers have developed. This is in accordance with the theory presented by Kurniawan
(2012: 22) that one way to attract students' attention or stimulate students to study the
material presented by the teacher is to utilize the use of Smart App creator interactive
learning media. In line with this theory, Nazmi (2017: 48) states that the use of interactive

media is far more effective in attracting the attention and concentration of students in
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learning so as to trigger interest in learning and enthusiasm in participating in learning and
achieving the desired learning goals.

The first stage of this development is to carry out an analysis which consists of two
stages, namely performance analysis and needs analysis. From the performance analysis it is
known that the learning media used in schools are teachers only relying on textbooks as
teaching materials which are then delivered to students without being designed using the
right media. The second stage is needs analysis by determining the learning media needed by
students to improve the quality of learning and student achievement. Thus, the researcher
developed an interactive learning media Smart App creator which he felt would be able to
eliminate the boredom of students when studying economics subjects.

Furthermore, the second stage is designing interactive learning media products with
format improvements that are equipped with an opening intro section which consists of 2
parts, namely the title and the play page. The first part is the cover which contains the words
"Media Interactive Smart App creator”. While the second part contains the media start page
pressing the play button as the format of the contents of this page. The next section is a menu
with instructions, KD, materials, quizzes, videos and information. This media is made in the
form of electronic media which is stored in an AHL file with the format: APK The resulting
product can be accessed via Android and this media is made in non-printed form.

The third stage is the development of this media which is designed using the Smart
App creator software. The development stage includes pre-production, production and post-
production. The stage of producing interactive learning media based on the storyboard that
was created at the planning stage. The storyboard function is very important because it
serves as a guide in producing media. The software used in producing this interactive
learning media is the Smart App creator. This development stage, before being directly
applied in learning, is first checked and validated by material experts to assess whether the
content is in accordance with the learning indicators, as well as media experts to assess the
feasibility of the interactive learning media. Based on the assessment of media experts as a
whole, a score of 4 was obtained. 6 and declared very feasible. And the results of the material
expert's assessment obtained a score of 4.9 and were declared very feasible. The data
obtained are in the form of quantitative data and qualitative data. Quantitative data is in the
form of an assessment questionnaire and qualitative data which includes general criticism
and suggestions that will be considered for the Smart App creator's interactive media. This is
similar to research conducted by Rakhmawati (2015: 32) Qualitative data is an instrument in
the form of suggestions and criticisms used as material for making improvements to the

interactive media being developed. Agree with research conducted by Irawan (2015: 15) that
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in making instruments used to obtain information about the needs of the product to be
developed which is distributed to respondents.

Furthermore, the fourth stage is implementing learning media with product trials. In
addition to experts from interactive learning media products, Smart App creators will also be
given responses from students. Based on the overall results which stated "strongly agree"
with a percentage gain of 86.5%. Student responses from the questionnaire stated that
interactive learning media is very suitable for use in the learning process.

Then revising the results of product trials based on the results of student responses,
obtained suggestions for learning media, namely media that is applied using a smartphone so
that video material can be on/off and buttons in applications that are easy to use. Then
researchers can find out that learning media is very suitable for use in the learning process
from the results of product validation and in terms of student responses, it is obtained that

interactive media is suitable for use in learning.

CONCLUSION

Based on the results of the research and discussion in chapter 1V, it can be concluded that
the development of interactive learning media Smart App creators in economics subjects Class
XI IPS was developed using the ADDIE development model which consists of 5 stages, namely,
analysis, design, development, implementation, evaluation. Where at each stage it has been
carried out according to predetermined procedures and produces products in the form of
interactive media using the Smart App creator, in Class XI "International trade" material.
Validation of the Smart App creator interactive learning media is carried out by material experts
and media experts. The validation results obtained from material experts got an average of 4.9
in the "Very Good" criteria. Media experts assess the appearance and programming aspects of
the overall score of 4,

Based on the results of student respondents' assessments on the aspects of pleasure,
interest, liveliness, seriousness, convenience and interest. In the small group trial the total score
was 648 out of a maximum score of 50 so that it was included in the "Very Eligible" category
with an eligibility percentage of 86.4%. In the large group trial, a total score of 2208 was
obtained from a maximum score of 170 so that it was included in the "Very Eligible" category

with an eligibility percentage of 86.5%
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