[bookmark: _Hlk97159129]Al-Ishlah: Jurnal Pendidikan
Vol.14, 1 (April, 2022), pp. 61-70
ISSN: 2087-9490 EISSN: 2597-940X, DOI: 10.35445/alishlah.v14i1.973
Al-Ishlah: Jurnal Pendidikan,Vol. 4, 1 (April 2022): p-pp	122 of 70

Developing Mime Android App Accentuate Knowledge and Aesthetic Skills

Welly Suryandoko1, Rudloffudin Jindan2, Heru Setyono3
1	Universitas Negeri Surabaya ; wellysuryandoko@unesa.ac.id
2	Universitas Negeri Surabaya ; rudloffudinjindan@gmail.com
[bookmark: _GoBack]3     Badan Riset dan Inovasi (BRIN) ; herusetyono@gmail.com

	ARTICLE INFO
	
	ABSTRACT

	Keywords:
keyword 1; Development,
keyword 2; android apps
keyword 3; Ku Pantomime
keyword 4;knowledge and skills
 

(List three to five pertinent keywords specific to the article; yet reasonably common within the subject discipline; use lower case except for names).

	
	The main objective of the study was the development of the android application "Ku Pantomime" to strengthen the interactive learning of theatrical arts in Junior High School students. The results of this study are the answer to the problem of scarcity of pantomime learning media and teacher competence in the field of pantomime. As well as answering the challenges of learning design during the pandemic by providing online learning media innovations at home. The android application "Ku Pantomime" is an interactive learning feature of mime knowledge and skills. This development research with the ADDIE model approach consists of five stages of implementation. The stage of research implementation reaches the product development stage. These research instruments are interview guidelines, expert validation instruments, questionnaires, and observation sheets. The data were analyzed using a mixed method. This research successfully developed an interactive, effective, and practical "Ku Pantomime" android application.
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INTRODUCTION
Theatrical art lessons have a scope of success both in terms of knowledge and skills. Theater is the mirror of our life and its role in enlightenment is enormous (J. M. & B., 2021). Therefore, teachers mustthink hard to innovate and develop teaching material media so that the learning of these knowledge and skills can be received by students effectively. This is also related to technological developments and adaptations during the pandemic (Covid 19) which spread almost throughout the world, so that it also has an impact on the world of education. Students and teachers who were originally face-to-face replaced with virtual face-to-face or assignments that were done from each student's home. The pandemic forced Theatre and Performance Studies to come face to face with the opportunity to acknowledge ‘digital performativity’ on their part, where multiple practices, such as encrypting, trading and posting on social media, are said to be performative (Timplalexi, 2020).
 The role of android applications as a capital of distance learning with both synchronous and ansynchronous models. At present the application of different types of distant learning is explored by modern scholars, namely Shahabadi, Hung, Lu, Zare, Fryer and Bovee who investigated the development of the theoretical and practical background of distance learning and classified its modes (Olha, n.d.) . It is hoped that the combinationof ensi expected by teachers and students will be achieved well. Even though this pandemic period (Covid 19) provides limitations in the teaching and learning process of pantomime material theater subjects. Pantomimes are hand gestures that occur in absence of speech (McNeill, 2000). They may not be used as frequently as co-speech gestures, but their use can be convenient in situations where speaking is difficult (for instance in a bar, where the music is very loud). The meaning of pantomime is not determined by any convention (McNeill, 2000). That is, the form and meaning of pantomime gestures does not meet any kind of socially constituted group standard (in contrast to emblematic gestures, whose meaning is culturally defined, as for instance for 'the thumps up' emblem (Nispen, 2014). 
Pantomime is understood as a performance that is dominated by gestures and facial expressions. The pantomime structure puts more emphasis on delivering messages to the public through movements that are understood semiotically by the general public (Haerudin & Helmanto, 2019). For example, the motion of holding a cup is formed by using the index and thumb of the right hand to form like a claw and the palm of the left hand looking up under the right hand (Nispen, 2014). The android application developed is "Ku Pantomim" is a teaching material media by displaying the typical Indonesian pantomime method combining modern techniques with movement and expression techniques in puppetry (traditional Indonesian theater art).
Functionally, the student theater aims to provide a teacher with the motives and skills of professional self-development, in the process of which a complex of personality-professional skills are formed that determine the effectiveness and high level of artistic and pedagogical work. For this reason, it is logical to use training technologies, which are at the same time a creative process aimed at reaching personal peaks in the student's chosen field of activity (Walmsley, 2012) (Rachman, 2018). Students are expected to be able to actualize themselves with the subject matter at school and be able to implement it in life, so that what they learn can feel the benefits both for themselves and the environment in all conditions including during a pandemic like now. So it is necessary to conduct research on the development of learning media innovations. The formulation of the problem in this study is how to develop the android application "Ku Pantomime" as an interactive learning medium for theater art. The purpose of this study describes the development of the android application "Ku Pantomime" as an interactive learning medium for theater art. The targets of this study were junior high school students and teachers. The scope and results of the research are in the form of teaching materials through the android application "Ku Pantomime". The benefits of research as a reference or reference source in an effort to develop the android application "Ku Pantomim" as an interactive learning medium for theater arts in Junior High School students so that later it can be applied throughout Indonesia, and even the world. The purpose of this study is to develop the android application "Ku Pantomime" as an interactive learning medium for theater arts. This research literature review is: Theater learning is thick with collaborative learning. 
Learning theater arts is not just transferring knowledge and art insight to students. Rather it forms students to utilize art on themselves in actualizing the need for expression, economy, and social interaction. These three needs can be implemented by encouraging students to create works both individually and in groups (Adijaya, 2021). a) The pantomime technique is a series of processes in taking pantomime mastery, through sequences and procedures for managing the body and expression, as acting manifestations for the pantomimer. The body is the decisive element instead of the dialogue conveyed by Pantomime. Emotion is a communication reinforcement from the body, the building of synchronization between the body, and this expression is a dialogue (Suryandoko, 2019). The technique of mime is a series of processes in taking mastery of pantomime, through sequences and procedures for managing the body and expression, as a manifestation of acting for pantomimer. The body is the defining element, not the dialogue delivered by the Mime. Emotion is the reinforcement of communication from the body, which establishes synchronization between bodies, and this expression is dialogue (Erickson, 1964). Interpretation of the delivered action. Introduction, search, and formation. Such steps are carried out in a gradual and intense training process. In addition to the intensity at the exercise stage, the pantomimers must also be sensitive to social situations and responsive to any social actions that occur around the pantomimer. Patterns of sensitivity can be done by observing and reading problem spaces through social media, books, the internet, and other supporting references that can be used as savings in mime and thematic techniques in compiling mime scripts. This knowledge, the pantomimers and their actors are expected to understand more about the role played by forging the stages of ability, through a process of practice corresponding to the steps of mastering the pantomime body technique and the pantomime expression technique. Pantomimers can weigh the changes or transitions of the character being played. Next is the introduction to the pantomime body, before reaching the pantomimeric technique, it is necessary to make an understanding of the construction of the pantomimer's body so that in its search and formation it is easier (Ricardz, 2013). b) For example, now-a-days even folk programmes are developed and broadcasted in electronic media. Unlike in western theatre, folk performance is a composite art in India. It is a total art with fusion elements from music, dance, pantomime, versification, epic ballad recitation, religion and festival peasantry. It imbibes ceremonials, rituals, belief and social system. It has deep religious and ritualistic overtones and the again, it can surely project social life, secular themes and universal values. Surely these folk arts in electronic technology will covered all age of people in India and at the same time, they have tempered with the values of their family (E. A. M, 2016). Form of a spontaneous pantomime that starts the next expansion of this system, conventionalization and finally switching to vocal modalities. In this article, I examine certain theories that claim that pantomime is made possible by changes in a complex system of (Abramova, 2018). Focuses on the component parts of teaching attendance, define and describe techniques to improve attendance, and provide suggestions for effective teachers Practice in the context of online learning (Anderson, 2000). 
METHODS 
In the information age, learning opportunities span a lifetime ± from childhood to adulthood. Our skills and knowledge need constant refreshing to keep up with new technologies and trends. E-learning empowers us to know more and learn, learn faster with less cost, and to harness the power of information and knowledge. E-learning results in greater productivity, increased profitability and enhanced employee loyalty. Overall, it provides information from a greater variety of sources, increased access to knowledge for lifelong learners, improved quality of services, and rapid adoption of new information and new programs (Gunasekaran et al., 2002). The development of digital teaching materials is sought to help teachers in the learning process. Solitary materials were selected and believed to be able to be teaching materials that could facilitate teachers in the learning process both synchronously and asynchronously. The learning material referred to in the research is mime material (Adijaya, 2021). 
This research was conducted to assist the application of the gamification learning method in the classroom. Because based on interviews and observations so far, the lack of completeness of students in the arts and culture subjects of class 8 Junior High School (SMP) and compiling pantomime texts with conventional learning methods is still the primary method. With online learning in the learning process during the Covid-19 pandemic, it is necessary to have new practical, interactive, and effective techniques in the learning process, such as gamification (Waworuntu & Suyoto, 2021). This editorial introduction provides an overview of the challenges and opportunities presented to media educators by the advent of digital technologies. It argues that media education can provide an important critical dimension to the use of technology in education, that moves beyond a merely instrumental approach; and that it can help to bridge the 'new digital divide' between students' experiences of technology outside school and their experience in the classroom (Buckingham, 2007). 
The purpose of this study was to develop the Android Application "Ku Pantomime" to strengthen distance learning (online) in Junior High School students with this research procedure with procedural steps worked out with the aim of getting what is desired from the research carried out. Research procedures are the steps contained in the research carried out, namely development research by producing certain products (Setyosari, 2013: 230). So it can be said that the research procedure is the stages that must be carried out in development research that can produce a product as needed.
Which developed kinesthetic activities in teaching phonological awareness to students at risk of slow reading. Kinesthetic activities in the form of pantomime, word cards and combined with singing activities, games through vocabulary cities. Through kinesthetic activities in the module, students learn the stages of reading by optimizing the ability of the sense of touch in kinesthetic activities. For example, the activity of writing in the sand using fingers seeks to improve students' tactile abilities inremembering letters and their sounds (Arnez & Ishartiwi, 2021). 
Developed using the ADDIE Model, which is a series of instructional design processes consisting of five stages, namely analysis, design, development, implementation, and evaluation (Reinbold, 2013). These five stages are guidelines for the makers of an efficient learning application. This model was chosen because it is often used to describe a systematic approach to instructional development as a result of its sequential and interactive processes (Rizal et al., 2021). According to Branch (2009:2), the steps for developing learning media with the ADDIE model are:
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Figure 1 Stages of the ADDIE development model (Source: Branch, 2009:6)

The development of learning media in this study uses the stages in the ADDIE model development model, including:

FINDINGS AND DISCUSSION
The results of research and Developing Mime Android App Accentuate Knowledge And Aesthetic Skills are made using the domain of making android applications through coding with stages of system flow design, database design, display design, display coding, application logic coding, connecting to the database, filling content, publishing applications, used for learning in class VIII Junior High School and the berukut stage can be used for the wider community,  because the application contains pantomime skills in the "Ku Pantomime" application which consists of Elementary Level, Menegah Level and Advanced Level. The development of this digital teaching material uses the steps of the ADDIE development model, namely: analyzing (Analysis), design (Design), development (Deplopment), implementation (Implementation), and evaluation (Evaluation).

3.1. Analysis
Development and Research was carried out in class VIII of Junior High Schools in Surabaya and Tulungagung with a sample of 3 schools each. The research resulted in the android application product "Ku Pantomime". The product is packaged in the form of an interactive learning application that can be operated by learners given to students through WAG which is used for online learning with the help of the "Ku Pantomime" application. As a result of the analysis of the curriculum, 4 Basic Competencies (KD), Achievement Competencies of Indicators and Learning Objectives were selected which were targeted for development. The learning content of these basic competencies is Cultural Arts (Theater). The results of the indicators and objectives are aligned because in the video developed students are expected to be able to complete exercises and evaluations that are in accordance with the learning objectives, namely Cultural Arts (Theater). Needs analysis in the form of analysis of field conditions and students as well as the development of digital teaching materials for the "Ku Pantomime" application. Field analysis activities were carried out by collecting information about learning conditions in class VIII SMPN 59 Surabaya The results of information about the learning process, student characteristics and the development of learning teaching materials obtained from observation activities carried out when carrying out observations and interviews with school principals and teachers of cultural arts (theater) subjects. Data from observation activities are: 1) Teaching materials that are less varied during distance learning (online); 2) There are no interactive teaching materials in the form of android applications to maximize the school process during distance learning (online) in class VIII SMPN 59 Surabaya, SMPN 39 Surabaya, SMPN 1 Kalidawir and SMPN 2 Kalidawir Tulungagung. Here are the learning outcomes based on elements of mime practice:

Table 2 Learning Outcomes targeted for development Based on Elements of Pantomime Practice
	Element
	Learning Outcomes

	Think and Work Artistically
	The process is carried out by learners thinking and playing pantomime with mastery of basic, intermediate and advanced levels of techniques pda application "Ku Pantomime"

	Experiencing (Experiencing)
	The exercises of body exercise and and expression are in order at the basic level of "Ku Pantomime".

	Creating.
	Imagination is the process of creating a pantomime show uploaded on the "Ku Pantomime" application.

	Reflecting
	The reflection in the next stage is how learners are able to explore the form of pantomime on the application of "Ku Pantomime".

	Impacting
	The learning process and the final product by compiling a simple pantomime performance scheme in a unity (independent) manner and then pouring ideas and ideas into the form of a simple script and design of the show, also getting to know the techniques and genres of theater (creative), understanding the story according to the facts in the environment (critical), and being able to answer factual problems in state and religious rules.



3.2. Design
The design stage is the stage of designing digital teaching materials "Ku Pantomime" which includes the formulation of the purpose of making "Ku Pantomime" teaching materials based on the adroid application according to student needs, making learning content and practical videos pantomime learning as the initial design for making digital teaching materials "Ku Pantomime", collecting design objects in accordance with the material contained in the digital teaching materials "Ku Pantomime" such as materials,  videos and photos and the preparation of instruments to test the feasibility of teaching materials for digital teaching materials "Ku Pantomime" as student learning resources. At this stage, the researcher also determines several steps for planning teaching materials made by researchers, namely digital teaching materials "Ku Pantomime" in order to achieve learning objectives. At this stage, the preparation of learning device assessment instruments is also carried out. The instrument is prepared by taking into account the aspects of video assessment, namely aspects of conformity with active requirements, construction requirements, technical requirements and conformity with the model used by the researcher. Furthermore, the instrument is validated by material experts, media experts, and class VIII teachers. 
The material for making the android application "Ku Pantomime" is, the camera here the researcher uses a smartphone camera with a filmmora application, the researcher uses this application to provide additional effects and music in the video. Provide brief writings as an explanation of the activities or activities carried out by the pantomime. Data flow system, researchers use this system to organize the formation process towards the formation of the "Ku Pantomime" application. Database design, used to set the suitability of the system with the content used in the application "Ku Pantomime". Display design, to create and set the display shape of the application "Ku Pantomime". Circulation of matter and activities carried out in the application "Ku Pantomime".
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Figure 3: Contains a list of existing chapters  based on the level you selected earlier, to open the material you just need to tap on the desired chapter. The exams will be at the very end, this page will also display the status and test scores you have collected.

Figure 2: A list of levels that students can access gradually, starting with the basic level and there is an exam to level up at the end of the chapter.


Figure1: The start page will appear after the splash screen process is complete. On the start page, Users can log in by entering a phone number.



Application Logic Coding, this section regulates the quality and structuring of the output obtained by learners in the "Ku Pantomime" application. Connecting to the database, used to synchronize between the coding and the material used in this section to regulate the quality and arrangement of the output obtained by students in the "Ku Pantomime" application. Content Filling, the material is included in the www.pantomim.devert.id website  according to the needs of the "Ku Pantomime" application and learning for students of SMPN 59 Surabaya as well as the general public. Publish the application, this stage includes the application in the android application that can be downlod and used by the wider community.
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Figure 4				Figure 5			Figure 6
Figure 4: displays the series of materials contained in the chapter you selected earlier. The material displayed may contain photos or videos of the material, the title of the material, and an explanation of the material. The video will start automatically when opening the page, if it doesn't start automatically you can tap the play button to start the video. The selected material can have more than 1 page, you can move to the next page by swiping right or left for navigation between pages. Figure 5: On the Upload Work page, students are asked to send a link to a youtube video that has been made previously according to the requirements requested for the exam. Then you can tap the continue button to send the link that has been inputted. This page can also be used for re-upload if the previous exam was remitted. Figure 6: displays details about the assignments that have been collected at each level of learning, there are 3 task statuses, namely Ungraded, Passed if you get a score of 4 - 5, and Remidi if you get a score of less than 1 - 3. 
3.3. Development
After completing the design stage, the next stage is the development stage. This stage is the stage of developing teaching materials that researchers develop, namely by creating teaching materials that researchers have designed before. Then the teaching materials are validated by material experts, media experts, linguists and class VIII teachers by providing questionnaires with predetermined criteria and indicators. Validation is carried out until finally the digital teaching material in the form of the "Ku Pantomime" application" is declared valid. 
3.3.1 Material Expert Validation Results
The following is an assessment of interactive learning video teaching materials by material expert validators, namely Dr. IS., M.Pd (East Java Pantomime Artist and chairman of PIJAR (East Java Pantomimer) and BG, S.Sn (Secretary General of the Indonesian Pantomime Association)
Table 3 Material Expert Assessment
	Statement
	
	Assessment Score
	

	
	Initial Stage
	Second Stage
	Final Stage

	Conformity of the material for the development of digital teaching materials "Ku Pantomime" with basic competencies
	0
	1
	4

	Conformity of material for the development of digital teaching materials "Ku Pantomime" with Indicators
	0
	3
	3

	Conformity of material for the development of digital teaching materials "Ku Pantomime" Teknik with learning objectives
	0
	3
	3

	Conformity of material for the development of digital teaching materials "Ku Pantomime" with Media
	0
	2
	4

	Development of digital teaching materials "Ku Pantomime" Techniques can foster learning motivation
	0
	4
	4

	Development of digital teaching materials "Ku Pantomime" suitable for class VIII with the material presented
	0
	3
	4

	The ability to encourage students' curiosity in the development of digital teaching materials "Ku Pantomime"
	0
	3
	3

	Accuracy of terms on the development of teaching materials presented
	0
	3
	3

	The collapse of the material for the development of digital teaching materials "Ku Pantomime"
	0
	3
	4

	Ease of understanding the material for the development of digital teaching materials "Ku Pantomime"
	0
	3
	3

	The correctness of the material for the development of digital teaching materials "Ku Pantomime"
	0
	3
	4

	The conformity of the level of difficulty and abstraction of concepts with the cognitive, affective and psychomotor development of learners
	0
	3
	3

	Sum
	0
	43
	55

	Average
	0
	2,8
	3,6


Based on the initial validation of the instrument not yet in accordance with the criteria, the instrument was corrected. Furthermore, the second validation of KD 4.4 with indicator 4.4.4 in Cultural Arts (Theater) class VIII with the content of staging pantomime has not been seen in the android application "Ku Pantomime", mak done content improvements.
Based on the final stage of validation by the validator of the digital teaching material "Ku Pantomime" has been appropriate and meets the criteria and can be used, the average results of the digital teaching material "Ku Pantomime" are obtained as follows:
R = 55  = 3.6
       20

Table 4 Media Expert Assessment
	
Question
	Assessment Score
Media Expert 1
	
	Assessment Score
Media Expert 2
	

	
	Initial stage
	Final stage
	Initial stage
	Final stage

	Accuracyselection of competency standards
	4
	5
	4
	5

	Compatibility of content with the type of teaching materials
	4
	5
	4
	5

	Accuracy of indicator selection with the type of teaching material
	4
	5
	4
	5

	Visualization accuracy with
Material
	4
	4
	3
	5

	Accuracy of illustrations/animations/scenes with material
	4
	5
	3
	5

	Accuracy of selection and placement of sound with images
	4
	4
	4
	5

	Sound quality
	4
	5
	3
	5

	Sound compatibility with images
	4
	5
	4
	5

	Image quality
	4
	5
	3
	5

	Quality of text used
	4
	4
	4
	4

	Ideality of duration with goals
	4
	5
	4
	5

	The material is easy to understand
	4
	5
	4
	5

	Easy-to-understand vocabulary language
	4
	4
	4
	4

	The flow of presentation of the material is coherent and clear
	4
	5
	3
	5

	Communicative Use of Language
	4
	4
	4
	4

	Teaching materials can be understood easily
	4
	5
	3
	5

	Sum
	64
	75
	58
	77

	Average
	3,2
	3,75
	2,9
	3,85





Table 5 Teacher Response Questionnaires
	No.
	Question
	
	Score
	
	

	
	
	Teacher 1
	Teacher 2
	Teacher 3
	Teacher 4

	1.
	Do teachers use teaching materials every time they learn online? 
	5
	4
	5
	4

	2.
	Digital video teaching materials "Ku Pantomime" according to the material?
	4
	4
	5
	4

	3.
	Do Students use teaching materials in full?
	4
	5
	5
	5

	4.
	Does the teacher use teaching materials out of the learning materials?
	2
	2
	1
	2

	5.
	Does the teacher feel that they have never found teaching materials used by students?
	2
	2
	1
	2

	6.
	Do students use teaching materials well?
	4
	4
	5
	5

	7.
	Does the teacher use a tool that
vary?
	4
	4
	5
	5

	8.
	Do you understand the explanation by using digital teaching materials "Ku Pantomime"?
	4
	5
	5
	5

	9.
	Is the digital teaching material "Ku Pantomime"
Techniques out of the context of the material?
	2
	2
	2
	2

	10.
	Do teachers use the same teaching materials?
	2
	2
	1
	1

	11.
	Is there a time attachment when
Teachers Using Materials
digital teaching "My Mime"?
	4
	4
	4
	5

	12.
	Do students provide feedback according to delivering material using digital teaching materials "Ku Pantomime"?
	4
	4
	5
	

	13.
	Does the use of digital teaching materials "Ku Pantomime" make students happy in learning online?
	4
	4
	5
	

	14.
	Are students nervous when using digital teaching materials "Ku Pantomime"?
	3
	2
	2
	

	15.
	Do students practice the material in a lacar using the digital teaching material "Ku Pantomime"?
	5
	5
	4
	

	16.
	Do "Ku Pantomime" digital teaching materials motivate students on online learning?
	4
	5
	5
	

	17.
	Are there any difficulties for teachers to use teaching materials during online learning?
	4
	4
	4
	

	18.
	Are there any students who don't take part in online learning?
	4
	4
	4
	

	19.
	Is the learning app suitable for grade VIII students?
	4
	5
	5
	

	20.
	Have teachers ever used youtube-based video teaching materials during online learning?
	4
	4
	5
	

	Score
	
	73
	75
	78
	

	Average
	
	3,65
	3,75
	3,9
	



Table 6 Teacher Response Questionnaires
	No.
	Question
	
	Score
	
	

	
	
	Teacher 1
	Teacher 2
	Teacher 3
	Teacher 4

	1.
	Do teachers use teaching materials every time they learn online? 
	5
	4
	5
	4

	2.
	Digital video teaching materials "Ku Pantomime" according to the material?
	4
	4
	5
	4

	3.
	Do Students use teaching materials in full?
	4
	5
	5
	5

	4.
	Does the teacher use teaching materials out of the learning materials?
	2
	2
	1
	2

	5.
	Does the teacher feel that they have never found teaching materials used by students?
	2
	2
	1
	2

	6.
	Do students use teaching materials well?
	4
	4
	5
	5

	7.
	Does the teacher use a tool that
vary?
	4
	4
	5
	5

	8.
	Do you understand the explanation by using digital teaching materials "Ku Pantomime"?
	4
	5
	5
	5

	9.
	Is the digital teaching material "Ku Pantomime"
Techniques out of the context of the material?
	2
	2
	2
	2

	10.
	Do teachers use the same teaching materials?
	2
	2
	1
	1

	11.
	Is there a time attachment when
Teachers Using Materials
digital teaching "My Mime"?
	4
	4
	4
	5

	12.
	Do students provide feedback according to delivering material using digital teaching materials "Ku Pantomime"?
	4
	4
	5
	

	13.
	Does the use of digital teaching materials "Ku Pantomime" make students happy in learning online?
	4
	4
	5
	

	14.
	Are students nervous when using digital teaching materials "Ku Pantomime"?
	3
	2
	2
	

	15.
	Do students practice the material in a lacar using the digital teaching material "Ku Pantomime"?
	5
	5
	4
	

	16.
	Do "Ku Pantomime" digital teaching materials motivate students on online learning?
	4
	5
	5
	

	17.
	Are there any difficulties for teachers to use teaching materials during online learning?
	4
	4
	4
	

	18.
	Are there any students who don't take part in online learning?
	4
	4
	4
	

	19.
	Is the learning app suitable for grade VIII students?
	4
	5
	5
	

	20.
	Have teachers ever used youtube-based video teaching materials during online learning?
	4
	4
	5
	

	Score
	
	73
	75
	78
	

	Average
	
	3,65
	3,75
	3,9
	



Table 7 Student responses to developed teaching materials
	No
	Name
	SMPN 59 Surabaya Problem Number
	SMPN 39 Surabaya Problem Number

	
	
	1
	2
	3
	4
	5
	1
	2
	3
	4
	5

	1
	R-1
	5
	4
	4
	4
	4
	5
	4
	4
	3
	4

	2
	R-2
	3
	3
	4
	3
	3
	3
	3
	3
	3
	3

	3
	R-3
	3
	4
	2
	3
	3
	3
	3
	3
	3
	3

	4
	R-4
	4
	4
	5
	5
	5
	4
	4
	5
	5
	4

	5
	R-5
	4
	2
	3
	2
	3
	4
	4
	3
	4
	4

	6
	R-6
	4
	4
	4
	5
	4
	5
	4
	5
	3
	5

	7
	R-7
	3
	3
	4
	3
	4
	3
	3
	3
	3
	3

	8
	R-8
	4
	3
	4
	4
	3
	4
	4
	3
	3
	4

	9
	R-9
	4
	4
	3
	4
	4
	4
	4
	4
	3
	4

	10
	R-10
	4
	4
	4
	4
	3
	4
	3
	4
	5
	4

	11
	R-11
	3
	4
	3
	4
	4
	4
	4
	4
	3
	4

	12
	R-12
	4
	4
	4
	4
	4
	4
	4
	4
	4
	4

	13
	R-13
	4
	4
	5
	5
	5
	4
	4
	4
	5
	4

	14
	R-14
	4
	2
	3
	2
	3
	4
	4
	3
	4
	4

	15
	R-15
	4
	4
	4
	5
	4
	5
	4
	5
	3
	5

	16
	R-16
	4
	3
	4
	3
	4
	3
	3
	3
	3
	3

	17
	R-17
	4
	3
	4
	4
	3
	4
	4
	3
	3
	4

	18
	R-18
	4
	4
	3
	4
	4
	4
	4
	4
	3
	4

	19
	R-19
	4
	4
	4
	5
	3
	4
	3
	4
	4
	4

	20
	R-20
	3
	3
	3
	4
	4
	4
	4
	4
	3
	4

	21
	R-21
	4
	4
	3
	4
	4
	4
	4
	4
	3
	4

	22
	R-22
	4
	4
	4
	5
	3
	4
	3
	4
	4
	4

	23
	R-23
	3
	3
	3
	4
	4
	4
	4
	4
	3
	4

	24
	R-24
	4
	4
	4
	4
	4
	4
	4
	4
	4
	4

	25
	R-25
	4
	4
	5
	5
	5
	4
	4
	5
	5
	4

	26
	R-26
	4
	2
	3
	2
	3
	4
	4
	3
	4
	4

	27
	R-27
	4
	4
	4
	5
	4
	5
	4
	5
	3
	5

	28
	R-28
	4
	4
	4
	4
	3
	4
	4
	3
	3
	4

	29
	R-29
	4
	4
	3
	4
	4
	4
	4
	4
	3
	4

	30
	R-30
	4
	4
	4
	4
	3
	4
	4
	4
	5
	4

	
	∑ per aspect
	115
	107
	110
	118
	111
	120
	113
	115
	108
	118

	
	Average
	3,8
	3,5
	3,6
	3,9
	3,7
	4
	3,7
	3,8
	3,6
	3,9

	
	Percentage
	76
%
	70
%
	74
%
	80
%
	74
%
	80
%
	74
%
	78
%
	70
%
	79
%

	
	Average number of presen- tase
	
79%
	
	
79%
	
	
	
	




	
	Conclusion
	
	
	Interested
	
	
	
	



CONCLUSION 
The teaching materials developed in this development are in the form of digital teaching materials for the android application "Ku Pantomime" class VIII junior high school. The android application "Ku Pantomime" consists of 3 levels that must be done by learners starting from basic, intermediate and advanced and can be opened through the android application with the link given in WAG and run through the adroid application android application "Ku Pantomime". This research is an R & D research with the ADDIE model which includes (analysis, design, deplopment, implementation, and evaluation) and this development only reaches the trial stage of small group products at SMPN 59 Surabaya. The results showed that the validation trial from the material expert assessment got an average of 3.66 with the Valid category, the assessment from media experts got an average of 3.75 with the Decent and Valid category, and the assessment from the teacher's response got an average of 3.65 with the Practical category. Based on the results of research on digital teaching materials, the android application "Ku Pantomime" as a whole can be used in learning, Teacher Response 1: 3.6, Teacher Response II, 2.75, Teacher Response III: 3.9 and Teacher Response III: 3.6 and Student Response by 79%
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