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INTISARI 

Media pembelajaran adalah salah satu aspek yang penting dalam proses mencapai 

keberhasilan pembelajaran di sekolah ataupun di rumah. Penelitian ini bertujuan 

untuk mengembangkan media pembelajaran interaktif berbasis Android untuk 

mata pelajaran Pendidikan Agama Islam (PAI) di SD Negeri 024 Sungai Beringin, 

Tembilahan. Aplikasi pembelajaran interaktif yang dapat diakses di sekolah 

maupun di rumah. Aplikasi ini memiliki antarmuka yang menarik dan mudah 

digunakan, serta dilengkapi materi sesuai kurikulum, kuis, video, game edukatif, 

dan fitur auto-exit untuk membatasi waktu penggunaan. Fitur-fitur ini dirancang 

untuk meningkatkan minat belajar, pemahaman materi, dan menanamkan nilai-

nilai karakter Islami. Pengembangan aplikasi dilakukan dengan metode 

Multimedia Development Life Cycle (MDLC) melalui enam tahap yaitu, concept 

(konsep), design (desain), material collecting (pengumpulan material), assembly 

(pembuatan), testing (pengujian), dan distribution (distribusi). Pengujian aplikasi 

menggunakan standar ISO 9126 dengan aspek Functionality dan Usability, 

dengan hasil 100% dan 81,94%. Hasilnya menunjukkan aplikasi berjalan stabil, 

fitur berfungsi baik, mudah dipahami siswa, dan mendapat respon positif karena 

mampu meningkatkan minat, pemahaman, serta mendukung pembentukan 

karakter sesuai ajaran Islam. 

 

Kata kunci: Media Pembelajaran Interaktif, Android, MDLC, Pendidikan Agama 

Islam, Sekolah Dasar. 
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ABSTRACT 

Learning media is one of the important aspects in the process of achieving 

successful learning at school or at home. This research aims to develop Android-

based interactive learning media for Islamic Religious Education (PAI) subjects at 

SD Negeri 024 Sungai Beringin, Tembilahan. Interactive learning applications 

that can be accessed at school or at home. This application has an attractive and 

easy-to-use interface, and is equipped with curriculum-based materials, quizzes, 

videos, educational games, and an auto-exit feature to limit usage time. These 

features are designed to increase interest in learning, understanding the material, 

and instilling Islamic character values. Application development is carried out 

using the Multimedia Development Life Cycle (MDLC) method through six stages, 

namely, concept, design, material collecting, assembly, testing, and distribution. 

Application testing uses ISO 9126 standards with aspects of Functionality and 

Usability, with results of 100% and 81.94%. The results show that the application 

runs stably, the features function well, are easy for students to understand, and get 

a positive response because they are able to increase interest, understanding, and 

support character building according to Islamic teachings. 

 

Keywords: Interactive Learning Media, Android, MDLC, Islamic Religious 

Education, Elementary School. 

 

 


