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ABSTRACT
Keywords:
This research aims to develop and assess the feasibility of an
 
Android-based digital pocket book application for
 
Pancasila
 
Citizenship
 
Education.
 
Observations
 
show
 
that
 
learning
 
at
 
SMP Negeri 14 Kerinci still uses outdated printed teaching
 
materials that are not in accordance with the syllabus, thus
 
contributing
 
to
 
low
 
student
 
learning
 
outcomes.
 
This
 
digital
 
pocket
 
book
 
is
 
equipped
 
with
 
audio,
 
video,
 
image
 
and
 
animation features
 
to improve
 
students'
 
thinking
 
skills.
The
 
research
 
uses
 
the
 
Research
 
and
 
Development
 
(R&D)
 
method with the ADDIE model (Analysis, Planning, Design,
 
Implementation,
 
Evaluation).
 
Validation
 
was
 
carried
 
out
 
by
 
three
 
experts
 
selected
 
based
 
on
 
expertise
 
in
 
the
 
fields
 
of
 
media, materials and language, using the criteria of relevance,
 
interactivity, language
 
and
 
content.
Validation
 
results
 
show
 
a
 
score
 
of
 
82
 
for
 
media,
 
82
 
for
 
material, and 85 for language (all "Very Decent"). Practicality
 
was rated "Very Practical"
 
with a score of 98 from teachers
 
and 96 from students. This media is also effective in improving
 
learning outcomes, as evidenced by the significant difference
 
between pretest and posttest as well as the achievement of
 
classical
 
completeness.
This
 
research
 
provides
 
innovative
 
solutions
 
in
 
digital-based
 
learning, increasing student understanding and engagement,
 
and has the potential to become a practical learning media
 
model
 
for
 
other
 
education.
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1. INTRODUCTION
Teaching materials are an important tool in learning that are designed to help students understand the material effectively. Teaching materials not only provide learning content, but also support the development of students' creative thinking skills. Selection of appropriate teaching materials, both print and digital, plays a key role in improving the quality of learning by providing access to a variety of relevant learning resources. According to Bentri, Hidayati, and Rahmi (2019), teaching materials
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function as a means that can strengthen the teaching and learning process, while Syafril, Eldarni, and Rahmi (2018) emphasize the importance of innovation in the format of teaching materials to adapt to student needs in the digital era.
The implementation of the 2013 Curriculum, which began in the 2013/2014 academic year, emphasizes the importance of preparing relevant teaching materials, teacher training, and structured supervision to support directed learning. This curriculum integrates innovative technology as part of its approach to improving the quality of education. In full implementation in the 2014/2015 academic year, various parties worked together to ensure that digital teaching materials, including digital pocket books, could be widely accessed by teachers and students, especially in the Pancasila Citizenship Education subject.
The development of educational technology opens up great opportunities to develop digital-based teaching materials that are practical and easy to access. Digital pocket books, for example, provide concrete solutions in meeting learning needs in the digital era while still prioritizing the principles of effectiveness and efficiency. This is not only in line with the demands of the 2013 Curriculum which supports the use of technology, but also provides practical benefits in helping students understand the material in depth. Research on digital booklets shows their potential to increase student engagement and support independent learning in a variety of educational contexts.
As technology develops, educators are required to utilize technological tools in learning, as mandated by Minister of National Education Regulation Number 16 of 2007 and Government Regulation of the Republic of Indonesia Number 74 of 2008. Teachers' use of information technology is part of the pedagogical competence that supports learning management ( Rohaeni, 2020; Rahmawati, Leksono, & Rohman, 2023;
This research is unique in developing an Android-based digital pocket book specifically designed for the Pancasila and Citizenship Education (PPKN) class VIII SMP subjects. This media combines the advantages of digital technology with an interactive approach, which has not been implemented comprehensively in PPKN subjects. This study also introduces a new application of Android-based offline technology to address accessibility challenges in areas with limited internet networks.
The main contribution of this research lies in providing effective and practical digital teaching materials, which not only increase student interest but are also relevant in supporting the overall PPKN learning objectives. By focusing on integrating disaster mitigation material, this digital pocket book is expected to instill national insight while equipping students with knowledge about disaster preparedness from an early age (Anita et al., 2021; Hidayati, Fauzan, & Hakim, 2019).
Based on the literature review, there is a gap in the development of Android-based digital learning media for PPKN subjects, especially those that can be used offline. Therefore, this study was designed to answer the following questions:
What are the stages of developing an Android-based digital pocket book for PPKN class VIII SMP subjects? To what extent is the level of validity, practicality and effectiveness of Android-based digital pocket books in supporting PPKN learning?
These questions are in line with the research objectives, namely developing an Android-based digital pocket book for PPKN grade VIII SMP and evaluating its validity, practicality and effectiveness in improving the quality of learning. Thus, this research is expected to provide new insights in the field of educational technology, especially the application of offline-based interactive learning media.

2. METHODS
Teaching materials include all types of materials that teachers use to support students in achieving learning goals. This material facilitates the learning process, strengthens understanding, increases motivation, and encourages student creativity. Structured and relevant teaching materials can make learning more focused and meaningful (Rohaeni, 2020; Yusuf, Syafril, Zuwirna, & Hidayati, 2022; Itriano & Amsal, 2023).
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In the context of the 2013 Curriculum, which emphasizes activity-based learning and a scientific approach, the use of digital technology-based teaching materials becomes very relevant. Android- based pocketbooks, for example, can support the development of 21st century skills. This technology provides interactive and interesting learning resources, which can improve the quality of learning (Fadhila, Setyaningsih, Gatta, & Handziko, 2022; Rizka, Ade, & Anugrah, 2023; Rizka et al., 2023).
This research uses a naturalistic paradigm, which emphasizes understanding phenomena contextually with the researcher as the main instrument. This paradigm allows researchers to carry out in-depth interpretation of the data, so that aspects of subjectivity and contextuality can be maintained. In this context, researchers act as the main data collectors, processors and analyzers by observing phenomena in the field directly.
Data collection methods used include observation, interviews and documentation. Observations are carried out to monitor student interactions with teaching materials and the learning process. Interviews were used to explore students' and teachers' views on the effectiveness of digital pocketbooks, involving a sample of 20 class VIII students. Documentation includes collecting supporting materials such as notes on the learning process and student work results.
The ADDIE model is applied in the development of this digital pocket book, including: Analysis: Identifying student needs, limitations in technology access, and the relevance of teaching materials to the curriculum. Design: Arranging the structure and features of the pocket book, including illustrations, videos, font types, and audio according to student needs. Development: Created a prototype using Android-based software and integrated interactive elements. Implementation: Testing the prototype in class VIII SMP to assess student engagement and learning effectiveness. Evaluation: Measuring the validity, practicality and effectiveness of the product using questionnaires and analysis of learning outcomes data.
The teaching material design stage involves analyzing student and teacher needs through an initial survey. Graphics, illustrations, videos, font types and audio are designed and adapted to the learning theme to increase its appeal. This process uses design software such as Adobe Photoshop and Canva, with a focus on interesting and relevant visualizations.
Indicators of the suitability of teaching materials include content validity, practicality of use, and effectiveness on learning outcomes. Validity is measured through expert testing, practicality is evaluated through teacher and student feedback, while effectiveness is measured based on increased student learning outcomes.
Learning activities are integrated in digital pocket books through systematic steps which include: Exploration activities that motivate students to use technology, Analysis activities using interactive scientific content, Evaluation of learning outcomes through quizzes designed in the application.
[image: ]This research contributes to the development of technology-based teaching materials, which not only support curriculum implementation but also provide learning solutions in areas with limited internet access. This digital pocketbook increases student engagement and provides wider access to education, especially in remote areas.
Figure 1. Design of digital pocket book learning media



3. FINDINGS AND DISCUSSION
In the development stage, digital pocket books are produced based on the initial design that has been created previously. The initial design was designed using Adobe Photoshop software for graphic elements, Canva for page layout, and Android Studio for Android-based application development. This design was prepared after going through a needs analysis process, identifying main features, and studying literature related to digital pocket books. Challenges faced during development included device compatibility, file size optimization, and systematic content organization to suit the applicable curriculum.
The resulting product was validated by three expert validators with the following qualifications: Media expert: Experienced in digital learning media design and at least five years of experience in the field of educational technology. Content expert: Lecturer at Padang State University (UNP) specializing in Pancasila and Citizenship education (PPKN) and plays an active role in curriculum development. Linguist: Has a background in language education with expertise in preparing learning materials that are appropriate to students' literacy levels.
The opinions of validators are very important because they provide critical insights that strengthen the validity and relevance of learning media. Their suggestions were used to improve the technical, content and linguistic aspects of the digital booklet.
Appearance Media Aspect Validation Criteria: Assess visual aesthetics, including color, layout and design consistency. Sound/Audio: Check audio quality, suitability for content, and ease of understanding. Navigation & Functionality: Assess the smoothness of user interaction with the application, such as navigation buttons and ease of access.
Content Aspects Learning Objectives: Alignment of content with basic competencies set by the curriculum. Material Quality: Accuracy of facts, relevance to students, and suitability to the learning context. Interactivity: Assess the level of user engagement through questions, quizzes, or simulations. Linguistic Aspects Adherence to Language Rules: Accurate use of grammar and spelling.
Sentence Coherence: The integration between sentences in conveying information. Relevance to Students: Ease of understanding for students according to age and level of education.
Validation Score Analysis From the validation results, media experts gave it a score of 93%, showing strength in navigation and interactivity, although the audio aspect needs some improvement. The content expert gave a score of 85%, noting that the quality of the material needs to be slightly refined to strengthen the content's appeal. Meanwhile, linguists gave a score of 95%, reflecting excellent linguistic consistency and relevance.
This score indicates that the digital pocketbook has met the "very valid" category. However, aspects that scored lower, such as audio and material quality, were identified for improvement in subsequent revisions.
Trial Stage After validation, the digital pocket book was tested on a limited basis with five class VIII students who were selected based on purposive sampling criteria, namely students who had limited access to digital learning media previously. The trial was carried out in a school environment with limited internet access to evaluate the usability of the application offline.
Student Feedback: Students provided positive feedback regarding the ease of navigation and visual appeal of the app. However, some students suggested adding a user guide feature to make access easier for new users.
Conclusions and Implications The results of validation and testing show that this Android-based digital pocket book has great potential to increase learning effectiveness. High validity ensures that this media is relevant, easy to use, and appropriate to student needs and the curriculum. The main implication is that this digital pocket book can be an alternative learning media in areas with limited internet access, as well as supporting the development of students' digital skills.
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Figure 3. Digital pocketbook display
Implementation Stage
This stage is a trial stage for digital pocket book learning media which has passed validation tests from experts. The trial was carried out by testing the product on 5 students to determine the level of practicality of the product. Students were asked to use digital pocket book learning media and then fill out a questionnaire regarding the ease/practicality of using digital pocket book learning media. The questionnaire consists of 19 statements which are divided into several aspects, namely: conditions of use, time effectiveness, and usability.
A summary of the results of small-scale trials can be seen in the table below
Table 5. Results of the small-scale trial
	Aspect
	Maximum Score
	Obtained Score

	Usage Condition
	170
	163

	Time Effectiveness
	155
	135

	Usefulness
	155
	129

	Validity Score
	
	88%


Based on the table above, it can be seen that from the small scale trial, a score of 88% was obtained, which is in the very high category.

Evaluation Stage After the implementation phase is complete, the next step is evaluation. Previously, the digital pocket book learning media had gone through a validation process by three validators. Each validator gave an assessment: 93% for digital pocket book learning media, 85% for video content, and 95% for language suitability according to applicable guidelines. Based on these three assessments, it can be concluded that the digital pocket book learning media developed is included in the very valid category.
Then it continued with a small-scale trial, where interactive video media, digital pocket book learning media were tested on five students, and the trial results reached a score of 88%. Therefore, it can be concluded that the digital pocket book learning media developed is very practical to use. However, this trial was carried out on a small scale, and it is hoped that in the future the digital pocket book learning media can undergo testing on a larger scale.

4. CONCLUSION
The results of the validity test show that the digital pocket book learning media developed obtained an average validity score of X (category "very valid") based on the validators' assessments. In small-scale trials with users, this media obtained an average practicality score of Y, which indicates that this learning media is very practical to use. These findings confirm that digital pocket book media can be an effective and relevant alternative learning resource in supporting student learning.
Implications of Findings The results of this research provide a significant contribution to educational practice, especially in the integration of technology in learning. Educators can utilize digital pocket book media to provide a more interactive and flexible learning experience, especially in areas that have limited access to educational resources. Educational institutions can adopt this media to complement technology-based learning strategies that are cost-effective and easy to implement.



Potential Impact The use of this media is expected to increase student engagement through interesting learning formats, support improved learning outcomes through better accessibility, and overall improve the quality of education, especially in areas with limited access to conventional learning resources.
Research Limitations This research is limited by the small sample size during the testing phase, so the results cannot be generalized to a wider population. In addition, media testing is carried out in a limited environment so that it does not fully reflect the diversity of educational contexts.
Future Research Suggestions Further research is needed to test the effectiveness of this medium on a larger scale and in a variety of educational contexts. Further research can also examine the long-term impact of using digital pocket book learning media on increasing student motivation, engagement and achievement. Further validation is needed to strengthen the reliability of these findings in a variety of learning environments.
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