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Abstract

This study aims to develop and evaluate an Android-based interactive learning application for Arabic
language instruction for eighth-grade students. The objectives are: (1) to design an engaging Android-
based learning tool for Arabic; (2) to assess the feasibility of the tool; (3) to examine the tool’s
effectiveness in enhancing the learning process; and (4) to determine the impact on student learning
outcomes before and after using the application. Employing a Research and Development (R&D)
methodology, the ADDIE model was used for product development. The research results indicate that
the developed application is accessible across all Android versions and has been validated by subject
matter and media experts, achieving scores of 89.2% and 86.5%, respectively, confirming its high
feasibility for classroom use. Effectiveness testing revealed moderate effectiveness, with small-scale
and large-scale trials achieving effectiveness rates of 61.82% and 69.16%, respectively. Additionally, a
paired T-test analysis showed a significant improvement in students' learning outcomes, with pre-test
and post-test scores differing significantly (t =21.03845 > tcritical = 1.699, p < 0.05). The results support
the conclusion that the Android-based interactive media significantly improves Arabic language
learning outcomes among eighth-grade students.
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INTRODUCTION

To generate maximum learning outcomes, it is necessary to have media that align with the current
times. Nowadays, the use of learning media such as printed books is considered less suitable to be
consistently applied in the era of technological advancements. Educators who tend to be text-book
oriented have an impact on the difficulty of students in understanding academic concepts [1], [2],
[3]. This also affects the monotonous nature of the learning process [4], [5], [6]. Furthermore,
limited study hours make educators less effective in delivering learning materials.

To address the problem of limited study hours that hinder educators from delivering
learning materials effectively, we can leverage various modern learning media. One effective
solution is the use of technology in education [1], [4], [7], [8], [9]. Learning media plays a crucial
role in the modern education process, enabling the delivery of information and learning concepts
in a more interactive, visual, and engaging manner [10], [11], [12]. With the assistance of
technology, such as videos, applications, and educational software, learning media not only
enhances students' understanding of the material but also enables diverse teaching and
personalization according to each student's learning style [13], [14], [15]. In an ever-evolving
educational environment, learning media becomes a very important tool to improve the quality of
education, increase student engagement, and prepare them for future challenges.

One of the modern learning media that can be utilized in interactive learning is Android.
Android provides inspiration and additional insights, while Photomath assists students in solving
mathematical problems. By utilizing these Android applications, educators can tackle the
challenge of time limitations effectively, provide students with access to various learning
resources that support their development in various fields, and deliver more engaging and
interactive learning. This is a crucial step in enhancing the quality of learning in this digital era.

Android is one of the comprehensive, open, and free platforms [15], [16], [17], [18]. In
education, Android can be developed as the basis for learning media. Calimag in Ellistya stated,
"The use of Android as a learning media is one of the implementations of learning models in the
21st century" [3], [18], [19]. Furthermore, the use of Android-based learning media can lead to
improvements in a student's learning outcomes in terms of motivation and cognition.

The utilization of Android or smartphones as a medium in the learning process allows
students to grasp academic concepts more quickly and make a lasting impression [20], [21], [22].
By using Android-based learning media, a student's learning experience will enhance as they
receive not only textual information but also real-life experiences through visual elements.

The use of Android as an educational tool is highly relevant in the digital era. Applications
like Google Classroom enable educators to overcome time constraints by providing an online
platform for uploading learning materials and effective communication with students.
Additionally, apps like Khan Academy offer access to various learning resources, including
instructional videos and practice questions, to assist students in self-directed learning. Duolingo
and similar apps can help students learn foreign languages interactively. Quizlet and Edmodo
provide useful tools for creating engaging learning materials and interacting with students online.

Effectively harnessing Android media can significantly improve students' learning
outcomes. Learning outcomes refer to the abilities possessed by students after going through the
phases of the learning process [20], [23], [24]. During the teaching and learning process, students
are entitled to support and guidance from teachers to achieve success in their learning endeavors.
Learning outcomes encompass actions, values, understandings, appreciative attitudes, and skills
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[16], [18], [25], [26], [27]. Based on the above, it can be concluded that learning outcomes serve
as evidence of a student's achievement through a series of learning processes, which can then be
used as an evaluation tool to measure the attainment of learning objectives.

The subject of Arabic language is aimed at guiding, encouraging, developing, and
fostering skills in cultivating a positive attitude toward the Arabic language, whether in receptive
or productive aspects. Building a positive attitude toward the Arabic language is crucial as it aids
in understanding the religious teachings of Islam, including the Quran and Hadith, as well as the
writings of scholars, all of which are predominantly in Arabic. Efforts towards learning are
perceived as a form of education, activities that encourage students to learn something effectively
and efficiently. Language, on the other hand, serves as a means of communication used to interact
with others, facilitating the exchange of ideas both orally and in writing.

Based on preliminary research conducted by the author in an educational institution
through direct interviews with Arabic language teachers, it was found that students enjoy learning
methods that incorporate Android-based media. They tend to be more participative in the learning
process. However, some challenges related to the features of these applications have occasionally
led to a return to traditional teaching methods.

In conclusion, the author proposes the development of a more innovative Android-based
learning application with more attractive and comprehensive features, considering the high level
of student participation compared to conventional teaching methods. This development is also
expected to improve students' achievements/learning outcomes and create a conducive and
effective learning environment. Overall, this research explores the development of interactive
Android-based media in its usefulness as an alternative for self-directed learning and achieving
better learning outcomes for students.

METHODS

This research is categorized as Research & Development, following the ADDIE development
model. Ali Maksum suggests that the term "product" in this context can be interpreted as
hardware or software, such as interactive learning models, guidance models, and so on. This study
is an educational research and development project with the aim of developing a supportive
learning product, which is an interactive Android-based learning media for the Arabic language
subject intended for eighth-grade students in junior high school. Through this development
research, the researcher endeavors to create a more innovative, effective, and efficient learning
media that can be utilized in the teaching and learning process.

m EVEIoplnent

Figure 1. Research Phases
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Research Objectives

The objective of this Research and Development (R&D) method is to create an interactive Arabic
language learning media product using an Android-based Arabic Language Learning Application
for eighth-grade students at the junior high school level. This research aims to evaluate the
media's feasibility, gather student feedback on the media, and test the effectiveness of the
developed product.

Research Phases
The ADDIE development model is a commonly used model by training developers. In the ADDIE
development model, there are several stages, including:
1. Analysis: This involves conducting a needs analysis, identifying problems, determining
the appropriate target product, and conceptualizing the product to be developed.
2. Design: In this stage, a concept for the product to be developed is designed.
3. Development: Development is the process of translating the earlier design into a tangible
form.
4. Implementation: This involves testing the product as a practical step in applying the
developed product.
5. Evaluation: Evaluation is the assessment of the product that has been developed [28].

Participant Characteristics

The subjects of this research are eighth-grade students at the junior high school level. This
research involves two stages of testing: a small-scale pilot test with 10 students and a large-scale
pilot test with 30 students.

Data analysis technique

The analysis of the media's feasibility based on the assessment of validators is conducted using
percentages and then described. Student responses are also analyzed using percentages and then
analyzed and described. The data analysis technique for the effectiveness of the media in this
research involves using a paired T-test with two samples, namely pre-test and post-test data.

The validation process includes discussions with experts about improvements that should
be made to the design of the learning media. Then, the learning media is evaluated by competent
individuals (validators). If the validators declare the product valid, the researcher is authorized to
proceed with effectiveness testing.

In this stage, data is collected using a Likert scale assessment questionnaire to obtain
criticism, suggestions, or input for improvements to the developed media. Data processing from
this analysis involves describing all opinions, suggestions, and feedback from the validators,
while numerical data is analyzed using percentages.

The resulting product can be said to be suitable for use in the learning process if the
feasibility percentage reaches > 60%. The following is an assessment table of the product
suitability results.

Table 1. Qualification Level Eligibility

Percentage Category Eligibility Criteria

81% - 100% Very Suitable No Revision
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Percentage Category Eligibility Criteria

61% - 80% Suitable No Revision
41% - 60% Moderately Suitable Requires Revision
21% - 40% Not Suitable Revision

0% - 20% Not at All Suitable Revision

Research Design

Analysis Stage
The analysis stage is the stage of collecting information that is used as initial data for product
creation. The analysis stages are divided into three stages, namely:

a.
b.

Needs analysis: Analysis is intended to identify products that meet targets.

Analysis of learning materials: This analysis includes determining the learning materials
that will be developed in the form of applications or learning media as well as analyzing
the curriculum that applies at school.

Environmental analysis: The analysis carried out is in the form of identifying the learning

environment and delivery strategies for learning.

Compile
Needs Map Design Media

Map out the necessary Create the visual and
learning media content layout using
components PowerPoint

l

Prepare Convert to Convert to
Assessment App Website

Develop tools to evaluate Convert the website into Transform the design into
the learning media an Android application a functional website using
using Website 2 APK iSpring Suite
Builder

Figure 2. Research Phases Overview

Design Stage
After gathering information and data through the analysis stage, the researcher proceeds to create

the initial product of Android-based interactive learning media. The steps involved in the creation
of this product are as follows:

a.

56

Determine the topic or main learning material based on the references that have been
prepared.

Compile a map of learning media needs.

The development of the learning media needs map is based on the predetermined content,
specifically the Arabic language curriculum for the second semester of grade VIII.
Designing the appearance and content of Android-based interactive learning media using
Microsoft Power Point.

Converting PowerPoint design results to a website using the iSpring Suite software.
Converting a website into an Android application using the Website 2 APK Builder
software.

The preparation of assessment instruments.
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Development Stage

In this stage, which is the product development stage, the product is developed based on the
previous design stage. Once the product has been developed, it will first be validated by content
experts and media experts to assess its suitability. Then, the product will be revised based on the
input from these validators.

Implementation Stage

This stage is conducted when the product has already met the criteria of being suitable or good
from the evaluation by experts. The implementation stage involves testing the developed product
to assess its usability with users or students. Product testing is carried out through a small group of
10 student respondents from the eighth grade and field testing involving 30 respondents. After
undergoing testing, the product will be evaluated in terms of its appearance, language, content
presentation, and utility through student response questionnaires.

Evaluation Stage
In this stage, the researcher conducts formative evaluation related to the data collection at each
applied stage. This is done to review and refine the developed product. Thus, the evaluation stage
is for measuring the effectiveness and efficiency of the instructional media developed in the
learning process, to determine its suitability for use.

In this stage, the researcher also analyzes student responses to assess the extent of learning
outcomes obtained after using instructional media through the analysis of pretest and posttest
scores.

RESULTS AND DISCUSSION

Description of Development Research Results

Analysis

The initial step conducted by the researcher before developing instructional media is needs
analysis. These steps include analyzing the characteristics of the learners, analyzing the
environment, and then determining what the learners' needs are.

Design

The second stage is the design stage. This stage is dedicated to establishing a prototype in the

development of Android-based interactive learning media. The steps in this stage include:

a) Development of learning materials
The materials to be included in this instructional media refer to the Competency Standards and
Basic Competencies of the ISMUBA 2017 curriculum, as outlined in the competency and
material analysis above. The content includes the following topics: Daily Life, School
Environment, The Book of Allah, and Ramadan.

b) Initial design
In this stage, the researcher designs the initial format of the product that will be produced. The
initial format design of the product is as follows:
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Figure 3. (a) Media cover design; (b) Menu page; (c¢) Qoidah learning page; (d) Interactive
evaluation

Development

The development stage is the next phase after the product has been designed. This stage includes
validation tests by media experts and content experts. The media validation test is conducted with
two validators, one being a media expert from a university lecturer and the other being a media
expert from a school teacher. Similarly, the content validation test is carried out with two
validators, one being a content expert validated by a university lecturer and the other being a
content expert from a school teacher.

Implementation

The product, which has been successfully validated by media experts and content experts and
categorized as "highly suitable," will proceed to the implementation or application phase in the
learning process. During this phase, the product will receive feedback from teachers through a
teacher response questionnaire and will undergo two stages of testing: a small-scale test with 15
eighth-grade students from Muhammadiyah Junior High School Sekampung Udik Udik and a
large-scale test with 30 students. After conducting the product testing, the researcher will
distribute questionnaire sheets to gather feedback from both students and teachers regarding their
responses to the research product.

Evaluation

The evaluation stage is the final step in the ADDIE model, but in this case, the researcher
conducts evaluations at every activity, starting from the first stage to the last. The researcher
conducts evaluations by analyzing data. These evaluations include evaluation at the analysis stage,
which involves interviews with educators and school principals related to the characteristics of
students and Arabic language learning in the 8th-grade class at SMP Muhammadiyah. In the
design stage, the researcher evaluates product design up to the final product design. Subsequently,
in the development stage, the researcher assesses the assessment by validators of the research
product, which is Android-based interactive learning media that has been developed. And in the
implementation stage, evaluation is carried out by seeking feedback from students and educators
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and measuring the suitability of Android-based interactive learning media for use in the learning
process.

Description and Analysis of Trial Results Data

Analysis of student questionnaire data

The data on teacher responses to the research product was collected through a teacher response
questionnaire filled out by the relevant subject teacher, who is the 8th-grade Arabic language
teacher at Muhammadiyah Junior High School Sekampung Udik Udik, namely Ms. Zeny Purwati,
S.Pd.I. The data on student responses was collected through a student questionnaire.

Table 2. Student Response

Assessment Aspect Item/Question Percentage Criteria
Components of Formulation .
and I?earning Objectives 1,2 100 % very eligible
Matter Components 3,4,5 88,5 % very eligible
Language Components 9 80 % very eligible
Media Utility Components 6,7,10,11 90 % very eligible
Total Percentage 89,7 %

Overall Criteria very eligible

Based on Table 2, the accumulated percentage of student responses at 89.7%, it can be
concluded that this research product has received a high level of acceptance from the students.
Therefore, based on the feedback from teachers and students regarding the research product, this
product is highly suitable for use in the learning process.

Effectiveness Test

In the effectiveness test, a small-scale trial was conducted with 15 eighth-grade students at
Muhammadiyah Junior High School Sekampung Udik. Additionally, a large-scale trial was
carried out with 30 students.

Table 3. Pretest And Posttest Data Calculation Results From A Small-Scale Trial

N Ideal Score Minimum Maximum Average
Score Score
Pretest 15 100 50 65 56
Posttest 15 100 75 90 83

Based on the data in Table 3, the minimum score on the pretest is 50, and the minimum
score on the posttest is 75. Meanwhile, the maximum score on the pretest is 65, and the maximum
score on the posttest is 90. Therefore, the average score on the pretest is found to be 56, and the
average score on the posttest is 83. The recapitulation of N-gain scores can be seen in the
following table:
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Table 4. Summary of N-Gain Values In The Pretest & Posttest of Small-Scale Trial

N Ideal Score N-Gain N-Gain Percentage
Score
Pretest and 15 100 0,62 61,82 %

Posttest

Based on the data in Table 4, it is found that the N-gain score calculation is 0.62. This can
be interpreted as the N-gain value falls within the range smaller than 0.7 and greater than 0.3,
categorizing the research product as "Moderately Effective" in the small-scale trial. Furthermore,
the N-gain percentage was found to be 61.82%, which falls within the range of 56-75%,
categorizing the product as "Sufficiently Effective" in the small-scale trial. These results suggest
that the research product, when tested on a small scale, is moderately effective and is considered
sufficiently effective for the purpose of the trial.

Table 5. Pretest And Posttest Data Calculation Results From A Large-Scale Trial

N Ideal Score Minimum Maximum Average
Score Score
Pre-test 30 100 40 75 53
Post-test 30 100 75 95 86

Based on the data in Table 5, the minimum score on the pre-test is 40, while the minimum
score on the post-test is 75. The maximum score on the pre-test is 75, and the maximum score on
the post-test is 95. Therefore, the average score on the pre-test is 53, and the average score on the
post-test is 86. The recapitulation of N-gain scores can be seen in the following table:

Table 6. Summary Of N-Gain Values in Large-Scale Pilot Test Pretest & Posttest

N Ideal Score N-Gain N-Gain Percentage
Score
Pretest dan 15 100 0,69 69,16 %

Posttest

Based on the data in Table 6, it is found that the N-gain score calculation is 0.69. This can
be interpreted as the N-gain value falls within the range smaller than 0.7 and greater than 0.3,
categorizing the research product as "Moderately Effective" in the large-scale trial. Furthermore,
the N-gain percentage was found to be 69.16%, which falls within the range of 56-75%,
categorizing the product as "Sufficiently Effective” in the large-scale trial. These results suggest
that the Android-based interactive learning media used in the eighth-grade Arabic language
learning activities have shown moderate effectiveness and are considered sufficiently effective in
the large-scale trial.
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T-Test Paired Sampel

The Paired Sample T-Test was conducted to determine whether there was an improvement in
students' learning outcomes based on the results of the pre-test and post-test. In this test, if the
significance value is less than 0.05, there is no significant difference or improvement, while if the
significance value is greater than 0.05, there is an improvement. Based on the T-Test calculation
results, it is evident that there is a significant difference between the pre-test and post-test results.
Furthermore, when looking at the average scores between the pre-test and post-test, X2 = 86 > X1
= 53, this indicates that the post-test scores are better than the pre-test scores. Therefore, it can be
concluded that learning activities in Arabic language using Android-based interactive learning
media in the eighth grade can improve students' learning outcomes.

CONCLUSION

The Android-based Interactive Arabic Language Learning Media Product for eighth-grade junior
high school students is intended to serve as a tool to support the teaching and learning process in
school and to be an engaging learning tool for students. Development is carried out in stages,
including needs analysis, material concept development, product design, and conversion into an
Android-based application. The features in this product include Arabic language materials for
eighth grade, including vocabulary (mufradat), dialogues (hiwar), rules (qowaid), recitation
(qiroah), and exercises (tamrin), which encompass various language skills. The cumulative
validation results from two media experts indicate that this product received a percentage of
86.5% with an overall rating of "Very Suitable." Furthermore, the cumulative validation results
from two content experts yielded a percentage of 89.2% with an overall rating of "Very Suitable."
Based on the above description, the product developed by the researcher is deemed suitable for
use as a learning tool in the classroom. Additionally, the response from students resulted in a
cumulative percentage of 88.4%. Therefore, based on the feedback from teachers and students,
this product is highly suitable for use in the learning process.

The research product was tested for its effectiveness through the N-gain test and the T-test.
The N-gain calculation for the small-scale trial resulted in a value of 0.62, which indicates that the
N-gain value falls within the range smaller than 0.7 and greater than 0.3, categorizing the research
product as "Moderately Effective" in the small-scale trial. Meanwhile, the N-gain percentage was
found to be 61.82%, which falls within the range of 56-75%, categorizing the product as
"Sufficiently Effective" in the small-scale trial. In the large-scale trial, the N-gain score was
calculated to be 0.69, which falls within the same range as the small-scale trial, categorizing the
research product as "Moderately Effective" in the large-scale trial. Additionally, the N-gain
percentage was found to be 69.16%, indicating that the product is "Sufficiently Effective" in the
large-scale trial. The T-test was conducted to determine whether there was an improvement in
students' learning outcomes before and after using the product. The T-test calculation yielded a
significance value greater than the calculated t-value, 21.03845 > 1.699 = 0.05, meaning that the
use of Android-based interactive learning media in the eighth grade can improve students'
learning outcomes. Furthermore, the average scores between the pretest and posttest, X2 = 86 >
X1 = 53, indicate that the posttest scores are better than the pretest scores.
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