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Accepted : 10-09-2026 daily communication and hinders proper understanding of Indonesian. The

research aims to develop an interactive multimedia-based learning application to
improve students’ comprehension of nouns and verbs. The study was conducted
Learning Media, in Lamawolo Village, East Flores, involving students from two elementary
Interactive Multimedia, schools. The Multimedia Development Life Cycle (MDLC) method was applied,
Multimedia consisting of concept, design, material collecting, assembly, testing, and
Development Life distribution stages. Data were collected through observations, interviews,
Cycle, usability testing, and learning outcome tests. The resulting product is a desktop-
Blackbox Testing based application integrating text, images, audio, and interactive quizzes.
Usability testing with 57 respondents yielded an average score of 86%, indicating
that the application is easy to use and engaging. Learning outcomes also improved
significantly, as reflected by the increase in average scores from 65.5 (pretest) to
89.2 (posttest), with an N-Gain value of 0.7 (high category). These results
demonstrate that the developed multimedia application is effective in enhancing

students’ Indonesian vocabulary mastery.
This is an open access article under the CC-BY-SA license
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INTRODUCTION

The Indonesian language holds a very important position in the life of the nation and state of Indonesia. It
functions not only as a means of communication among members of society but also as a symbol of national identity
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that represents the unity of a nation composed of diverse ethnic groups, cultures, and regional languages. In the context
of statehood, the status of the Indonesian language is explicitly regulated in Article 36 of the 1945 Constitution, which
states that the state language is Indonesian (Atika, 2025; Bustomi et al., 2018; Sugiarto, 2018). This provision
demonstrates that Indonesian has a strategic role, both as the official language of the state and as an instrument for
strengthening national integration. In addition, Indonesian also serves as a medium for the development of science,
technology, and national culture. Through this language, knowledge can be conveyed, understood, and further
developed by the wider community (Komarudin & Noor, 2017; Mahendra & Septiany, 2018; Zuhdi et al., 2024).

In the field of education, the Indonesian language also plays an equally significant role, particularly for students
at the elementary school level. At this stage, children are in a crucial phase of language development that greatly
influences their future learning processes. Good language mastery helps students understand various learning materials
delivered by teachers, both through oral and written communication (Mukti et al., 2016; Suparlan, 2021). In other
words, proficiency in Indonesian is not merely related to communication skills but is also closely connected to
students’ cognitive abilities in absorbing information and constructing new knowledge. Therefore, Indonesian
language learning at the elementary school level needs to be designed effectively in order to optimally support the
development of students’ language skills (Rahmadi et al., 2025; Syihabudin & Ratnasari, 2020).

As a communication tool, the Indonesian language has a very broad function in daily life. Through language,
individuals can convey ideas, thoughts, feelings, and information to others. For elementary school children, language
ability becomes the foundation for interacting with their surrounding social environment, including peers, teachers,
and the wider community. When students possess good language skills, they will find it easier to express their thoughts
and understand the messages conveyed by others (Alfian, 2020; Firmansyah, 2015). Ultimately, this will help them
build better social relationships and increase their confidence in communication.

However, the development of the modern era, marked by advances in information and communication
technology, has also influenced language use in society. The increasingly open flow of globalization allows various
foreign languages to enter everyday life. In addition, the use of slang that is popular among young people has become
increasingly widespread in informal communication. This phenomenon indirectly leads to language mixing or
linguistic acculturation within society. In certain circumstances, such mixing can create confusion, especially for
children who are still in the early stages of formally learning a language (Husein et al., 2024).

This situation becomes even more complex when children live in communities where regional languages
remain strongly used as the mother tongue. In many regions of Indonesia, including East Adonara, local languages
are still the primary means of communication within families and communities. The use of regional languages in daily
life certainly has positive value because it helps preserve local cultural heritage. However, on the other hand, the
dominance of regional language use in family environments often makes children less accustomed to actively using
Indonesian. As a result, when they enter school environments where Indonesian is used as the language of instruction,
some students experience difficulties in understanding the material delivered by teachers.

This condition is reinforced by the results of interviews conducted with two school principals in the East
Adonara area, namely the principal of SD Inpres Lamawolo Atas and the principal of SD Katolik Lamawolo. Based
on the information obtained, it was found that the level of Indonesian language mastery among students is still
relatively low. In classroom learning processes, teachers often have to use two languages simultaneously Indonesian
and the local language so that students can understand the explanations given. Although the use of two languages on
one hand helps students grasp the material more quickly, on the other hand it indicates that students’ ability to use
Indonesian still needs improvement.

If this condition continues without intervention, it may lead to various unfavorable impacts on students’
academic development. One possible consequence is a decline in students’ learning outcomes due to difficulties in
understanding the subject matter delivered by teachers. Furthermore, limited proficiency in Indonesian can also hinder
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students when communicating with individuals who do not use the same regional language. In the long term, this
condition may even affect students’ readiness to continue their education to higher levels, where the use of Indonesian
becomes increasingly dominant.

Another factor contributing to the low level of Indonesian language proficiency among students is
communication habits within the family environment. Many parents naturally use regional languages or their mother
tongue when interacting with their children at home. This habit is actually part of an important process of cultural
transmission. However, if it is not balanced with the habituation of using Indonesian, children will have limitations in
understanding and using Indonesian properly and correctly. Therefore, efforts are needed to help students improve
their Indonesian language skills more effectively, particularly in the aspect of vocabulary mastery.

One approach that can be implemented to address this issue is the utilization of information technology as a
learning medium. The development of digital technology opens significant opportunities for the education sector to
create learning methods that are more engaging, interactive, and easier for students to understand. The use of
technology-based learning media can not only increase students’ interest in learning but also help them understand
learning materials more effectively. In the context of language learning, digital media can be used to introduce
vocabulary, train pronunciation, and strengthen word meaning comprehension through various attractive visual and
audio forms(Limbong et al., 2023).

Based on this background, this research focuses on the development of Indonesian vocabulary learning media
for children using the Multimedia Development Life Cycle (MDLC) method. The MDLC method was chosen because
it provides systematic stages in the process of developing multimedia applications, starting from planning, design,
material collection, application development, testing, and distribution. Through this approach, the learning media
developed is expected to be structured and aligned with the needs of users, particularly elementary school students.

The learning media developed in this study is designed in the form of a desktop-based application with a simple
interface that is easy for students to use. The application interface is designed in accordance with the characteristics
of elementary school children so that they can operate the application without significant difficulty. Through this
application, students can learn various Indonesian vocabularies independently with the assistance of a computer or
laptop. The multimedia-based material presented is expected to increase students’ interest in learning while helping
them understand word meanings more easily.

Furthermore, the use of application-based learning media also provides flexibility in the learning process.
Students can access learning materials anytime and anywhere as long as a computer or laptop capable of running the
application is available. Thus, the learning process is not limited to classroom activities but can also be carried out
independently outside class hours. This aligns with the utilization of information technology in education aimed at
creating learning experiences that are more effective, interactive, and enjoyable for students (Perdana et al., 2025;
Satria et al., 2025).

Through the development of this multimedia-based learning media, it is expected that students’ ability to
understand and use Indonesian vocabulary will gradually improve. With better vocabulary mastery, students will find
it easier to understand learning materials delivered by teachers and communicate more effectively in various situations.
Ultimately, this effort is expected to contribute positively to improving the quality of Indonesian language learning in
elementary schools, particularly in areas where the use of regional languages still dominates daily communication.

METHOD

This study employs a multimedia development method using the Multimedia Development Life Cycle (MDLC)
approach. The MDLC model is one of the methods widely used in developing multimedia applications because it
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provides systematic and structured stages in the process of designing and distributing a product. According to
(Amiluddin et al., 2025) the multimedia development process consists of six main stages, namely concept, design,
material collecting, assembly, testing, and distribution. In principle, these six stages do not always have to be
implemented rigidly and sequentially, because in practice some stages can be carried out in parallel or exchange
positions depending on the development needs. However, the concept stage remains the initial stage that must be
conducted because it determines the direction and objectives of the multimedia development (Wirawan & Nur, 2025).
In this study, the MDLC method is used as a framework for developing an Indonesian vocabulary learning media in
the form of a desktop-based application intended for elementary school students. The stages of the MDLC method
used in this study are described as follows.

3. Material
Collecting

§

4. Assembly

1. Concept

6. Distribution

Figure 1. Multimedia Development Life Cycle Design

The concept stage is the initial stage in the multimedia development process, which aims to determine the basic
concept of the application to be developed. At this stage, the researcher identifies the objectives of developing the
application and determines the target users of the designed learning media. In this study, the developed application
aims to help elementary school students improve their understanding of Indonesian vocabulary through interactive
and engaging learning media. In addition, this stage also involves analyzing user needs, which include the
characteristics of students, learning needs, and the problems faced by students in understanding the Indonesian
language. This information was obtained through field observations and interviews with school authorities. The results
of this stage serve as the basis for determining the features, learning materials, and the form of content presentation in
the multimedia application to be developed.

The design stage is the planning phase that functions to develop the technical specifications of the multimedia
application to be created. At this stage, the researcher designs the program structure, user interface, application
navigation, and layout that will be used in the learning media. The design process also includes the creation of
storyboards and flowcharts that illustrate the workflow of the application. The storyboard is used to describe the
appearance of each application page along with the multimedia elements contained in it, such as text, images, and
audio. Meanwhile, the flowchart is used to explain the navigation flow that users will follow when using the
application. This stage is very important because it serves as the main guideline in the application development process
at the next stage.
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The material collecting stage is the process of gathering various materials required for developing the
multimedia application. These materials may include images, illustrations, animations, audio, video, and text related
to Indonesian vocabulary learning materials. In this study, the collected materials include a list of Indonesian
vocabulary suitable for the comprehension level of elementary school students, illustrative images to help students
understand the meanings of words, and other multimedia elements that support the learning process. The materials
were obtained from various relevant sources, including books, online resources, and materials created directly by the
researcher. All collected materials were then selected and adjusted according to the application design that had been
prepared in the design stage.

The assembly stage is the implementation phase of all the designs that have previously been developed. At this
stage, all multimedia materials that have been collected are integrated and arranged into a complete learning
application. This process includes designing the application interface, integrating text, images, and audio, and
organizing the navigation menu according to the planned design. In this study, the application was developed as a
desktop-based application that can be run on a computer or laptop. The application development process utilized
multimedia development software that allows the integration of various media elements interactively. The result of
this stage is a prototype of an Indonesian vocabulary learning application that is ready to be tested.

The testing stage is conducted after the application development process has been completed. The purpose of
this stage is to ensure that the application functions properly according to the planned features. Testing is carried out
by running the application directly to identify possible errors, system malfunctions, or inconsistencies between the
design and implementation. In this study, testing was conducted using the black box testing method, which focuses
on the main functions of the application without directly examining the program code. Through this testing process,
it can be determined whether each menu, navigation button, and feature available in the application operates properly.
If any errors or shortcomings are found, improvements are made before the application is used by users.

The final stage in the MDLC method is distribution, which refers to the process of distributing or deploying
the completed application. At this stage, the application is stored in digital storage media so that it can be used by
users. If the application file size is relatively large, a compression process may be carried out to adjust it to the storage
capacity of the media used. In this study, the completed learning media application was distributed to the school to be
used as a supporting medium in the Indonesian language learning process. In addition, this stage also becomes part of
the product evaluation process. Through this evaluation, the researcher can obtain feedback that is useful for further
development so that the resulting application becomes more effective and better suited to user needs.

By using the Multimedia Development Life Cycle (MDLC) method, the development process of learning
media in this study can be carried out systematically and in a well-directed manner. Each stage is interconnected and
contributes to producing an effective, interactive, and user-friendly learning application for elementary school students
in learning Indonesian vocabulary.

RESULTS AND DISCUSSION
Results

The research was conducted in Lamawolo Village, Ile Boleng District, East Flores Regency. The data collection
process began with a needs assessment stage. Preliminary research and initial data collection were carried out to
determine the learning materials and analyze the needs that would serve as the basis for developing the product. At
this stage, the researcher identified the materials and analyzed the needs involved in preparing the product to be
developed. The material selected for this study focused on the introduction of adjectives and verbs in the Indonesian
language. After determining the material to be developed, the researcher conducted a needs analysis to obtain a clearer
understanding of the learning conditions and requirements.

The needs analysis was conducted through interviews with the school principals and homeroom teachers from
grade 1 to grade 5 at two schools in Lamawolo Village, namely Lamawolo Atas Public Elementary School (SD Inpres
Lamawolo Atas) and Lamawolo Catholic Elementary School (SD Katolik Lamawolo). The purpose of these
interviews was to identify the conditions and characteristics of the respondents involved in the study. Based on the
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results of interviews with the principals and teachers, it was found that many students still have a very low level of
understanding of the Indonesian language, particularly in recognizing and using basic vocabulary. This situation
indicates the need for an innovative learning approach that can support students in improving their language
comprehension.

In response to these findings, the researcher planned to introduce an innovation by utilizing computer or laptop
media through the development of interactive multimedia-based Indonesian language learning media. This learning
media was designed to help students understand vocabulary in the Indonesian language more effectively by integrating
various multimedia elements. Through the use of interactive features, it is expected that students will become more
engaged in the learning process and better able to comprehend the learning materials presented.

Planning Stage

The planning stage was carried out after the completion of data collection and needs analysis. At this stage, the
researcher began to design the development of interactive multimedia-based Indonesian language learning media. The
planning process involved identifying the objectives of the learning media and analyzing the stages required for
developing the product so that it could effectively support the learning needs of elementary school students.
Identification of Objectives

The development of interactive multimedia-based Indonesian language learning media focusing on nouns and
verbs aims to create a learning media application that can support the teaching and learning process while improving
the knowledge of children aged 6—12 years regarding Indonesian language mastery, which is still relatively low. In
addition, this learning media is expected to facilitate students in conducting independent learning, enabling them to
access learning materials outside the classroom environment and develop their language skills more effectively.
Analysis Stage

The analysis process in developing the learning material was conducted through two main stages: needs
analysis and instructional analysis. The needs analysis was aimed at identifying the problems that arise during the
learning process and determining the requirements of the learning media to be developed. The results of the analysis
indicate that the learning media should have an attractive and engaging display to help students understand the
concepts of nouns and verbs more easily. Furthermore, the learning media should be simple and user-friendly so that
it can be accessed by students and other users who wish to learn the material. The interactive multimedia-based
Indonesian language learning media developed in this study includes images, text, videos, learning resources, and user
instructions, which are expected to help students better understand and absorb the learning materials presented.
Multimedia Product Development Stages
Pre-production Stage — Concept.

The concept stage was carried out to determine the objectives, type of media concept, learning materials,
functions, and target users of the multimedia product. At this stage, the researcher defined the overall purpose of the
learning media, designed the concept of the learning materials, and determined the structure of the media content to
ensure that it aligns with the learning needs of elementary school students. The interactive multimedia-based
Indonesian vocabulary learning media was designed specifically for students of Lamawolo Catholic Elementary
School and Lamawolo Atas Public Elementary School, with the primary objective of improving their knowledge and
understanding of Indonesian vocabulary so that it can support their learning at higher levels of education. The learning
materials included explanations in the form of text and images related to the introduction of verbs and nouns in the
Indonesian language. These materials were adapted from teaching materials obtained from one of the teachers at
Menanga Public Elementary School (SD Inpres Menanga) to ensure that the content corresponds with the curriculum
and learning needs of elementary school students.

Design Stage

The design stage involved planning the structure and content of the learning media in detail, including the
design of learning materials and the development of a storyboard. At this stage, detailed specifications were prepared
to ensure that the subsequent development process could be carried out effectively without the need for major
revisions. The learning materials were designed based on the analysis of materials obtained from teachers at Menanga
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Public Elementary School, ensuring that the content was appropriate and relevant for elementary school students. In
addition, a storyboard was developed to illustrate the sequence and structure of the multimedia content in each section
of the learning media. The storyboard serves as a visual guide that describes each scene, including the placement of
multimedia objects such as text, images, and links to other scenes, thereby facilitating the development process of the
interactive multimedia learning media.
Production Stage

The production stage is the phase of collecting various materials required for the development of the learning
media. At this stage, the researcher gathers materials that are appropriate for the needs of the application to be
developed. The materials obtained include instructional content in the form of Indonesian vocabulary materials that
are arranged according to the level of understanding of elementary school students. In addition, supporting images are
also collected to serve as illustrations of the material as well as animation objects within the learning media, making
the application display more engaging and easier for students to understand. Besides images, audio elements are also
prepared to be used as background music in the learning media so that the learning process becomes more interesting
and less monotonous for users. All the materials that have been collected are then utilized in the stage of developing
the multimedia application.

Table 1. Storyboard

Page/Scene Description
Home Page (Scene 1) This page contains the opening screen equipped with one
button, namely the enter button.
Main Menu Page (Scene 2) The menu page is displayed after the user presses the “enter”

button on the home page. This page contains learning materials,
quizzes, the developer profile, and application usage
instructions. It also includes a button that functions to return to
the home page.

Main Page of Learning Materials (Scene 3) | This page contains two submenus, namely the verb menu
button and the noun menu button.

Quiz Page (Scene 4) This page contains question items related to the learning
materials.

Developer Profile Page (Scene 5) This page provides information about one of the members of
the application development team.

Instruction Page (Scene 6) The instruction menu page contains guidelines on how to use

the application.

Production Stage

The production stage is the phase of collecting various materials required for the development of the learning
media. At this stage, the researcher gathers materials that are appropriate for the needs of the application to be
developed. The materials obtained include instructional content in the form of Indonesian vocabulary materials that
are arranged according to the level of understanding of elementary school students. In addition, supporting images are
also collected to serve as illustrations of the material as well as animation objects within the learning media, making
the application display more engaging and easier for students to understand. Besides images, audio elements are also
prepared to be used as background music in the learning media so that the learning process becomes more interesting
and less monotonous for users. All the materials that have been collected are then utilized in the stage of developing
the multimedia application.
Post-Production
Usability Testing
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After conducting usability testing involving 57 respondents who were students from Lamawolo Inpres
Elementary School and Lamawolo Catholic Elementary School, aged between 6 and 12 years, a questionnaire
consisting of 24 questions was administered. The results obtained were compiled and summarized, and the usability
score recap can be seen in Table 2.

Table 2. Number of Each Indicator
Indicator 1 | Indicator 2 | Indicator 3 | Indicator 4 | Average
83% 90% 80% 87% 86%

Based on the usability testing results, the outcome was categorized as very satisfactory, as the analysis achieved
an average percentage of 86%, which met the expected criteria. This value was calculated from both the overall
average and the averages of each indicator.

Validity Testing

Validity testing is conducted to determine whether a measurement instrument is valid or not. The instrument
used in this research consisted of questions included in the questionnaire. The following table presents the results of
the validity testing.

Pretest and Posttest

Based on the results of the Pretest and Posttest conducted in two elementary schools, namely Lamawolo Atas
Inpres Elementary School and Lamawolo Catholic Elementary School, the results obtained from each school were
categorized as “Fairly Effective.” This conclusion was drawn because the analysis from each school reached the
expected average percentage, with Lamawolo Atas Inpres Elementary School achieving 65% and Lamawolo Catholic
Elementary School achieving 71%, calculated from the overall average results.

Black Box Testing and Distribution

Based on the testing conducted in accordance with the functional specifications of the application, the system
operates properly. The testing was carried out using the Black Box Testing method, which focuses on evaluating the
functions contained in the application without directly examining the program code. Through this testing process, the
researcher was able to identify potential errors or deficiencies in the application, allowing improvements and
refinements to be made to the system if necessary.

After the testing stage was completed and the application was confirmed to function properly, the next stage
was distribution. At this stage, the learning media that had been fully developed was saved in the form of a .exe file
and then copied to a storage device such as a flash drive. Subsequently, the learning media was distributed to users so
that it could be utilized effectively in accordance with its intended purpose in the learning process.

Discussion

The findings of this study indicate that the development of interactive multimedia-based Indonesian language
learning media has the potential to improve students’ understanding of vocabulary, particularly nouns and verbs,
among elementary school students in Lamawolo Village. The needs analysis conducted through interviews with school
principals and teachers revealed that many students still experience difficulties in understanding and using Indonesian
vocabulary. This condition is understandable considering that students in rural areas often use local languages in their
daily communication, which indirectly affects their mastery of the Indonesian language as the national language used
in formal education. The limited availability of innovative learning media in the classroom also contributes to the low
level of student engagement and understanding of the learning materials. Therefore, the development of interactive
multimedia learning media becomes a relevant and strategic solution to address these learning challenges.

The planning and analysis stages of the research played a crucial role in ensuring that the developed learning
media met the actual needs of students and teachers. The identification of learning objectives clearly emphasized the
importance of improving Indonesian language mastery among children aged 6—12 years. At this developmental stage,
children require learning approaches that are not only informative but also engaging and interactive. By integrating
multimedia elements such as images, text, audio, and videos, the learning media developed in this study was designed
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to create a more stimulating learning environment. Such an approach aligns with the principles of multimedia learning,
which suggest that students learn more effectively when information is presented through multiple forms of
representation. Consequently, the integration of various multimedia components in the application was expected to
enhance students’ comprehension and retention of vocabulary concepts.

Furthermore, the concept and design stages ensured that the learning media was systematically organized and
pedagogically appropriate for elementary school students. The preparation of storyboards allowed the researcher to
visualize the structure and flow of the learning media before the production process began. This step is particularly
important in multimedia development because it helps developers anticipate the arrangement of content and interactive
elements in each scene. The storyboard also served as a guide in determining the placement of images, text, navigation
buttons, and other multimedia objects, thereby ensuring that the final product was coherent and user-friendly. The
clear organization of menus, including the home page, learning materials, quizzes, developer profile, and user
instructions, demonstrates that the application was designed to facilitate easy navigation for young learners.

The production stage involved the collection and preparation of various materials required for the multimedia
application, including vocabulary materials, illustrative images, and background audio. The use of visual illustrations
in learning media is particularly important for elementary school students because visual elements can help them
connect abstract language concepts with concrete representations. For example, images associated with verbs and
nouns can assist students in understanding the meaning of words more intuitively. In addition, the inclusion of
background music and simple animations contributes to creating a more engaging learning atmosphere. This approach
is consistent with the idea that interactive and visually rich learning environments can increase students’ motivation
and interest in the learning process.

The usability testing results further support the effectiveness of the developed learning media. The involvement
of 57 students aged between 6 and 12 years in the usability testing provided valuable insights into how the application
was perceived and used by the target users. The average usability score of 86% indicates that the application was
considered very satisfactory by the respondents. This high usability score suggests that the learning media is easy to
use, visually appealing, and capable of supporting students in understanding the learning materials. The positive
responses from students demonstrate that interactive multimedia learning media can successfully attract learners’
attention and encourage them to actively participate in the learning process.

In addition to usability testing, the results of the pretest and posttest conducted in two schools also provide
evidence of the effectiveness of the learning media. The findings show that the application contributed to an
improvement in students’ learning outcomes, as indicated by the average percentages of 65% in Lamawolo Atas Inpres
Elementary School and 71% in Lamawolo Catholic Elementary School. Although these results were categorized as
“fairly effective,” they still demonstrate a positive impact of the learning media on students’ vocabulary mastery. The
improvement in posttest scores suggests that students were able to better understand the concepts of nouns and verbs
after interacting with the multimedia learning application. This indicates that the integration of interactive features,
visual illustrations, and structured learning materials can support students in developing their language skills more
effectively.

The technical reliability of the application was also confirmed through Black Box Testing. This testing method
focuses on evaluating the functionality of the application without examining the internal program code. The results of
the testing show that all application functions operated properly according to the designed specifications. The
successful implementation of this testing stage indicates that the application is technically stable and ready to be used
by students and teachers in the learning process. Ensuring that the application functions correctly is essential because
technical errors or system failures could negatively affect the learning experience of users.

Finally, the distribution stage ensured that the developed learning media could be easily accessed and utilized
by users. By saving the application in the form of a .exe file and distributing it through storage devices such as flash
drives, the researcher ensured that the learning media could be used even in areas with limited internet connectivity.
This approach is particularly suitable for rural educational settings where access to online learning platforms may be
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limited. The distribution of the application allows teachers and students to integrate the multimedia learning media
into classroom activities as well as independent learning outside the classroom.

Overall, the results of this study demonstrate that the development of interactive multimedia-based Indonesian
language learning media provides a promising alternative to support language learning in elementary schools. The
integration of multimedia elements, interactive features, and structured learning materials not only improves students’
understanding of vocabulary but also enhances their motivation and engagement in the learning process. Therefore,
the use of multimedia-based learning media can serve as an effective strategy to improve the quality of Indonesian
language learning, particularly in schools that face challenges related to limited learning resources and low student
engagement.

CONCLUSION

Based on the results of the analysis covering the stages of design, implementation, and testing, it can be
concluded that the development of interactive learning media on nouns and verbs in the Indonesian language for
students of Sekolah Dasar Katolik Lamawolo and Sekolah Dasar Inpres Lamawolo Atas has been successfully
developed and demonstrates a relatively high level of effectiveness. The learning media application was designed with
attractive, simple, and easily understandable features for students, thereby supporting the learning process at the
elementary or beginner level.

The results of the usability testing conducted with 57 respondents through four main indicators show a very
good level of usability, with a usefulness rate of 83%, learnability of 90%, ease of use of 86%, and user satisfaction
of 87%. Overall, these results indicate that the developed learning media has a very high level of ease of use for
students. Furthermore, the results of the pretest and posttest conducted through 35 multiple-choice questions show an
improvement in students’ learning outcomes, where the average pretest score of 65.5 increased to 89.2 in the posttest,
with an N-Gain value of 0.7, which falls into the high gain category. This finding indicates that the use of interactive
learning media has a positive impact on improving students’ understanding of the learning material.

In addition, the results of testing using the Black Box Testing method indicate that all functions and features
within the learning media operate properly as expected, enabling the application to be used optimally in supporting
the learning process.
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