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1. Introduction

Technology is now an integral part of various aspects of human life. Technology is used in almost all
human activities. Technology is developing very fast and in education the teaching and learning process is
really necessary IT learning [9]. Nowadays, the introduction of computers to students in primary school is
very important so that they become familiar with technology. As we know, nowadays learning is done with
the help of technology such as computers, laptops and androids. With the advancement of technology in
schools, they must be able to use and apply computers appropriately as a learning medium for students.
Schools need to teach students how to use computers because nowadays the learning process needs to be
effective and students need to get information quickly and easily. Computer technology offers many benefits,
especially in the world of education when it is introduced to students in schools [1]. Teachers have a role and
task in schools to familiarise students with computers. Especially schools that are far behind in technology
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must be required to teach and introduce students to computers in schools so that students can keep up with
technological developments, because Indonesia's progress in the future depends heavily on schools. It is
imperative to develop interactive learning media because the development of learning media helps educators
to conduct learning activities that should be varied and interactive [19]. One of the applications for
developing interactive learning media is Smart Apps Creator, a desktop-based application [15]. Smart Apps
Creator is software that can be used to create a learning media product and make it easy for educators to use
it.

Based on direct observations in SDN 006 Tempuling schools, there is still a lack of computer literacy
and delays in the introduction of computers by students. The introduction of computers should have started in
class 111 but at this time the introduction of computers is done in class IV. In conducting computer based
national assessment activities (ANBK), the students of class IV are selected and asked to participate in these
activities. According to the observations of the students, it is very difficult and confusing to use a computer to
answer the Computer Assisted National Assessment (ANBK) questions on a computer screen, so in this
activity the accompanying teacher asks these questions.

Learning media are able to overcome the limits of students' knowledge, they allow students to interact

with each other and are able to teach the right basic concepts. In the Law of the Republic of Indonesia No. 20

of 2003 on National Education, Article 3 states that: "National education has the task of developing skills and

forming a dignified mentality and civilisation of the nation in order to educate the life of the nation, with the
aim of developing the potential of students to become people who have faith and piety in the Almighty,
possess noble character,are healthy, competent, capable, creative and independent, and become responsible
citizens. The Law of the Republic of Indonesia No. 20 of 2003 on National Education states in Article 3 that:

"National education has the task of developing skills and forming a dignified mentality and civilisation of the

nation to educate the life of the nation, with the aim of developing the potential of students to become people

who have faith and piety in the Almighty, possess noble character,are healthy, knowledgeable, capable,
creative and independent, and become responsible citizens".

In addition, relevant research is also very necessary in this study, therefore researchers use relevant
research from several researchers in question:

1. In the first research conducted by Syahputra & Prismana (2020), with the title "Development of android-
based interactive learning media using smart apps creator (sac) for class X1 2d & 3d animation subjects at
SMK 1 driyorejo gresik". Showing that the results of the study, (1) Android-based interactive learning
media using smart apps creator (sac) for 2d & 3d animation subjects. (2) getting satisfactory response
results and positive quality with a percentage of 86% is categorized as excellent media. (3) For the
validity test, the media is categorized as valid with a percentage of 76%. (4) For the validity test of the
learning implementation plan (RPP) and questionnaire, students get a percentage of 80% and 75% with
valid categories.

2. In the second study, it was carried out by Asykur (2021), with the title "Development of learning media
using smart apps creators in the subject of the Qur'an Hadith to improve student learning outcomes in
MTs Negeri 2 Lamongan”. The results of the study are (1) Development of learning media that uses and
adjusts ADDIE procedures. (2) This interesting and user-friendly learning media product is indicated by
the validation results of material experts in good categories with a percentage conversion result of 80%.
(3) For media validation results are included in the good category with a percentage of 70%. (4) For the
results of the analysis of the response of the subject teachers included in the excellent qualifications with
a percentage of 83.2%. (5) For the analysis of student responses, it is included in the excellent category
with a percentage of 86%. The accumulation of validation results shows that learning media is
categorized as very good.

3. In the third study conducted by Priyadi (2021), with the title "Development of smartphone application-
based learning media using smart apps creator (sac) on basic competencies identifying class XI SMK
negeri lembang". The results of the study are (1) Developing learning media using smart apps creators is
declared very appropriate by expert validators of media and materials. (2) For the results of the
assessment of the questions contained in the learning media application, it is appropriate by expert
validators. (3) For the analysis of student responses are declared appropriate for use and development.

4. In the fourth study conducted by Khasanah & Rusman (2021), with the title "Development of learning
media based on smart apps creator”. The results of research and development that have been carried out
are (1) Producing physical models of learning media products based on android sac (smart apps creator).
(2) one-on-one trial of three students and small group trial of three people. (3) The validator validation
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results state that the media has an eligibility rate of 85% and 83%, respectively, used in class XI SMK. (4)
For the results of the 58% pre-test effectiveness test and 86% post-test.

2. Research Method

The research was conducted at the State Elementary School 006 Tempuling which is located at Parit
Sekacau Kecil Tempuling, Tempuling District, Inhil Regency 29261, which began on August 02, 2021. The
type of research used in this research is using research and development methodsResearch And Development
(R&D). Research and development methods are research methods used to produce a particular product and
test the feasibility of that product [20]. The learning media development model used in this study is the
ADDIE (Analysis, Design, Develop, Implementation, Evaluate) model. Because it is one of the models that
has advantages in basic stages such as simple and easy-to-learn design and describes a systematic approach to
product development produced in the form of desktop-based interactive learning media using Smart Apps
Creator software

The phases of development are described as follows:

2.1 Analysis

At the analysis phase, researchers made direct observations and observations on computer-based
national assessment activities (ANBK) carried out by students of SDN 006 Tempuling. Observations were
made in October 2021 and analyzed the problems and needs of educators and students, especially in
introducing computers for ANBK activities. The following are the results of observations that have been
made from ANBK activities by SDN 006 Tempuling:
a. There is no availability of interactive learning media that can be used to overcome these problems.
b. Interactive learning media is needed to assist students in introducing computers for computer-based

national assessment activities (ANBK).

2.2 Design

In the design phase, what is done is to create a storyboard from interactive learning media introduction
to computers for computer-based national assessment activities (ANBK), this aims to design an interactive
learning media flow.

PENGENALAN KOMPUTER UNTUK
ASESMENT NASIONAL BERBASIS KOMPUTER
(ANBK)

Figure 1. Media Overview
2.3 Development
At this phase, all components that have been prepared in advance at the design stage will be unified into
interactive learning media using the Smart Apps Creator software. In this phase of development, it must be in
accordance with the flowchart and storyboard flow that has been created.
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Figure 2 Menu Page View

As shown in Figure 2, the menu page is used to select the appearance of the available menus

PERANGKAT KOMPUTER YANG DIGUNAKAN PADA
SAAT ANBK

H Perangkat Komputer adalsh sebuah
3 komponen komponen yang ada pada
— komputer dimana komponen tersebut

sering dikhat sehari-hari bagi

ol 28T

Figure 3 Material Page View

As shown in Figure 3,The material page view describes the computer device used during ANBK.

1. Menurut infografik disamping. jenis sampah
. apakah yang paling banyak terbuang ke laut
indonesia?

(®) waleng
(B) prastit
@ Sisa makan
@ Daun kering

Figure 4 Question Page View
As shown in Figure 4, the question page display explains the ANBK Problem Evaluation.

2.4 Implemention

The implementation phase of learning media is the phase that is carried out after the media has been
declared eligible of trial by media experts and material experts. In addition, a trial of interactive learning
media for computer introduction for computer-based national assessment activities (ANBK) using Smart
Apps Creator was conducted for students in grade IV at State Primary School 006 Tempuling. After the
students used the interactive learning media, the researchers distributed questions on computer introduction
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for computer-based national assessment activities (ANBK) for the students to complete. After all data has
been collected, the researcher will revise the final phase of the learning media.

2.5 Evaluation

In this evaluation phase, it is to compare the results of trials that have been carried out such as the results
obtained from media experts and material experts as well as respondents from students. This phase has also
produced a desktop-based interactive learning media product for computer recognition using the Smart App
Creator application which has been revised at the implementation stage. The results of the material expert
validation trial before conducting the trial, a desktop-based interactive learning media developed, then
validated first by the material expert.

In this research on the development of interactive learning media based on desktop, data obtained through
material experts and media experts through questionnaires in the form of qualifier values that will be
converted into quantitative then made with a likert scale with the following description:

Table 2.1 Data Analysis Score Rules

Information Assesment Score
Very Eligible SS 5
Eligible S 4
Eligible Enough o 3
Less-eligible KS 2
Non-eligible TS 1

Source: Jogiyanto Hartono (2018)

The result of this calculation is obtained guidelines for converting validation scores of media experts and

respondents.

Table 2.2 Score Conversion Guidelines

Formula Score Range Category

X = Mi + 1,5Sbi X =>3,25 Excellent
Mi < X < Mi + 1,5Sbi 25<X<325 Better
Mi—1,5SBi < X < Mi 1,75 <X<25 Good
X < Mi-1,5Sbi X <175 Worse

Source : S.Eko Putro Widoyoko (2019)

Information:

X = Score

Mi = (1/2) x (Highest score + Lowest score)

SBi = (1/3) x (1/2) x (Highest score + Lowest score)

Table 2.3 Eligibility Percentage Categories
Percentage Criteria
81% - 100% Very Eligible

61% - 80% Eligible
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41% - 60% Eligible enough
21% - 40% Non-Eligible
<21% Very Non-Eligible

Sumber: Arikunto (2009)

Based on the interval distance obtained, then to find out the feasibility of the media based on the assessment
in the form of percentages using the formula:

Skor hasil observasi

Eligibility percentage (%) = x 100

skor yang diharapkan

3. Result and Discussion

This research resulted in a product in the form of developing desktop-based interactive learning media
using smart apps creator applications for computer recognition at SDN 006 tempuling. This desktop-based
interactive learning media for computer recognition applied at SDN 006 Tempuling passed the testing stage
by material experts, media experts as validators and students as respondents. The results of this validation are
obtained from a questionnaire containing aspects of the assessment. Meanwhile, respondents were obtained
from the results of questions done by students. The testing phase must also pass revisions from validators,
this testing is carried out so that the dexterol-based interactive learning media developed can be truly
feasible.

3.1. Material Expert Validation Trial Results
Before conducting the trial, the desktop-based interactive learning media developed, it was validated first by
the material expert. The material experts on this desktop-based interactive learning media are educators of
Vocational High School 1 Tembilahan who have backgrounds in accordance with the material developed.

Table 3.1 Data on Material Expert Validation Results of Material Aspects

Rated items Score
1 Accuracy of the material in the media 4
2 Clarity of material in the media 5
3  Ease of understanding the material 4
4 Depth of material provided 4
5  Coverage of material on media 4
6  Completeness of the presented material 4
7  Clarity of the language used in the material 5
8  Flexibility in learning 4
9  The collapse of the material on the media 4
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10  The quality of evaluation questions in the media 5
Sum 43
Average 4.3

Table 3.2 Data on Material Expert Validation Results of Expediency Aspects

Rated items Score
11  Providing evaluation questions to help students' understanding 5
12 Providing learning opportunities for students 5
13  Attracting the interest and attention of students 4
14  Providing assistance in students learning 5
15 Increasing the learning motivation of students 4
Sum 23
Average 4.6

Table 3.3 Material Expert Validation Results

Aspect Average Category
1 Material aspects 4.3 Excellent
2 Expediency aspect 4.6 Excellent
Average 4.45 Excellent

Based on the results of the validation of the initial stage material, an eligibility score was obtained with an
average of "4.45" with the category "Excellent". The feasibility of the overall assessment in the form of a
percentage of the data of the initial material expert analysis is as follows:

43+23
15x5

Eligibility percentage = x 100
=25 100
75

=88%
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Hasil Validasi Ahli Materi Tahap Kedua

4,7

4,6

4,5

4,4

4,3
4’ 2 .
4,1

1 2

W Rata-Rata

Figure 5 Diagram of Material Expert Validation Results

3.2 Media Expert Validation Trial Results
Before conducting the trial, a desktop-based interactive learning media was developed, it was validated first
by media experts. Media experts on this desktop-based interactive learning media are lecturers of the
informatics education study program from the Faculty of Teacher Training and Education, University of

Muhammadiyah Riau.

Table 3.4 Media Expert Validation Results Data Media Display Aspects

NO Rated Item Score
1 Background color selection on media 4
2 Background color compatibility with 4
text
3 Animated display on media 5
4 Font type used on media 5
5  Font size used on media 5
6  Font color used on media Font color 4
used on media
7 Display of images on media 4
8  Readability of text on media 4
9  Ease of selecting menus on media 4
10  Video display on media 4
11  Selection of accompaniment music on 3
the media
12 Use of language in media 4
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13  Ease of using media 4
Sum 54
Average 4.1

Table 3.5 Media Expert Validation Data Layout Aspects

No Rated Item Score
14 Availability of navigation buttons in media 5
15  Accuracy in the use of buttons on media 4
Sum 9
Average 4.5

Table 3.6 Media Assessment Data from Media Display Aspects

No Aspect Average Category

1 Media Display Aspects 4.1 Excellent

2 Layout Aspects Excellent
45

Average 4.3 Excellent

Based on the results of media validation, an eligibility score was obtained with an average of "4.3" with the
category "Excellent”. The overall feasibility of the assessment in the form of percentages of the data of the
initial media expert analysis is as follows: Based on the results of media validation, an eligibility score was
obtained with an average of "4.3" with the category "Excellent”. The overall feasibility of the assessment in
the form of percentages of the data of the initial media expert analysis is as follows:

N _ 5449
Eligibility percentage = Toxs X 100
=2 100

75

= 84%
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4,6

Hasil Validasi Ahli Media Tahap Kedua

45
24

43

4,2
4,1 4

3,9 4

1 2

M Rata-Rata

Figure 6 Diagram of Media Expert Validation Results

Table 3.7 Data on Respondents' Assessment Results on Computer Introduction for computer-based national

assessments (ANBK)

No Name of student Mark
1 Andini Putri 80
2 Aisyah Zafira 90
3 Davina Larasati 80
4 Dinda Putri 80
5 Diandra Saputra 70
6 M. Novaliando 80
7 M. Farhan 80
8 M. Firdaus 90
9 Naila Azzahro 80
10 Nur Azizah 90
11 Nabila Auliana 80
12 Naya widya 80
13 Rayka Al Kalifi 70
14 Rifky Dwiyaputra 90
15 Rika suci. H 80
16 Safira Azzahra 70
17 Sulistia Utari 80
18 Siti Nurfauziah 80
19 Safa Khairunisa 70
20 Putri Utamasari 80
4. Jumlah 1.600
Rata-Rata 80
Conclusions

The results of the design of computer-based learning media for the computer-based national assessment
(ANBK) at SDN 006 Tempuling are as follows:
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1) The research conducted to develop this medium uses the research and development (R&D) method and
model used by ADDIE, such as the ADDIE model, which has 5 phases, namely: analysis, design,
development, implementation, evaluation..

2) Desktop-based interactive learning media can facilitate students' adoption of computers for computer-
based national assessment (ANBK) at SDN 006 Tempuling, and these media can also be used properly.

3) The implementation of desktop-based learning media for the computer-based national assessment (ANBK)
was tested by materials experts and media experts, with materials experts receiving a score of 88% in the
"vExcellentery decent™ category and media experts receiving a score of 84% in the "Excellent™ category.
Meanwhile, test takers received an average score of 80 on the student questions at SDN 006 Tempuling
with the category of "Excellent".
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