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Abstract

The development of augmented reality (AR) based flashcard media "Oreng
Madureh™ has the potential to become an effective and interesting educational
and cultural promotion tool. This research aims to develop learning media
using AR-based flashcards on introductory Madurese culture material, which
includes an introduction to traditional clothing, typical food, and traditional
houses. This development research employed the ADDIE model, which
consists of five stages: analysis, design, development, implementation, and
evaluation. Data collecting techniques used were observation, questionnaires,
interviews, and documentation. The product was validated in four trial stages
by material experts, learning media experts, and small-group and large-group

field trials. The data was analyzed quantitatively and qualitatively. The
material expert questionnaire obtained 91.07%, and the learning media expert
questionnaire obtained 92.64%, with feasible criteria and no need for
revision. The small-group trial obtained 87.14%, and the large-group trial
obtained 84.89%, both in the high category. These results indicate that this
media is suitable for use in the learning process. The development of this
media implies attracting children to understand and appreciate the cultural
diversity around them through interactive learning activities and developing
children's fine motor and cognitive skills.

INTRODUCTION

The important role of education in supporting activities in human life cannot be
separated from the implementation and study of education by the social conditions and
situations that exist in society. Education in Indonesia studies three groups: natural science,
social science and humanities. (Suandi et al., 2016; E. Susanti & Endayani, 2018). Cultural
education develops cultural values and character in each student to develop themselves as
individuals, communities and national colours (Kemdikbud Web Manager, 2017). The aims
of cultural education include a) developing the heart/conscience/affective potential of students
as humans and citizens who have cultural values and national character; b) developing habits;
¢) instilling a spirit of leadership and responsibility in students as the nation's successors; d)
develop students' abilities to become independent, creative, national-minded humans; e)
develop the school life environment as a learning environment that is safe, honest, full of
creativity and friendship, and with a sense of nationality (Normina, 2018).

Current developments and globalization can hurt the preservation and sustainability of
local culture (Adiwijaya et al., 2022; Santoso et al., 2023; Suparno et al., 2018). Seeing the
fact that Indonesian people currently prefer foreign cultures that they consider interesting,
unique, and practical. Many local cultures have faded due to the lack of future generations
interested in learning and inheriting. There is a phenomenon where children will love foreign
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cultures more than their own (Ayu et al., 2022; Pane et al., 2017; Ri’aeni et al., 2019).
Melinoski's theory is very visible in the shift in cultural values that lean towards the West,
where information has become a powerful force influencing the human mind in this era of
globalization. Seeing the phenomenon above, it is important to introduce culture to children.
Culture and history are important values that contribute to children's development, especially
behaviour (Lestariningrum & Wijaya, 2019). Behaviour can be shaped, changed and
controlled to achieve certain goals (Fauziah & Fitriyah, 2020). Based on this explanation, we
need to introduce culture to children through fun activities and keep up with the times so that
children are interested in learning and preserving their culture.

Indonesia is an archipelagic country rich in customs and culture on various islands
(Arin & Dwanoko, 2021a). Indonesia has a culture with its characteristics. The diversity of
cultures makes Indonesia a country that is very rich in culture, so it can provide great capital
for the growth of a national culture that is nationally conscious. Culture has assets and
characteristics that cannot be compared to other countries. Meanwhile, each region in
Indonesia has its cultural characteristics, such as customs, traditional clothing, typical food,
traditional houses, regional songs, and traditional weapons, one of which is Madurese culture.
Madura Island is known to have a distinctive, stigmatic, stereotypical and unique culture
(Fajriyeh & Zayyadi, 2023). Madura has a lot of traditional riches (Hamzah et al., 2018),
diversity, and value. Early childhood must be familiar with Madurese culture that is still alive,
even those that have become extinct. The introduction of Madurese culture to early childhood
has its urgency and challenges. It is believed to be one of the important learning contents for
early childhood because it is the foundation for forming a child's identity. Considering this,
young children need to be introduced to their culture early. This is what attracted the attention
of researchers to look more deeply into the introduction of Madurese culture with Android-
based media.

Based on observations and interviews with educators at Dharma Wanita PBB 04
Da'iring Kindergarten, Socah District, Bangkalan Regency, East Java Province, so far, local
culture in this school has not been taught enough to young children so that children are less
able to understand what local wealth is owned in Madura. When children were asked about
typical Madurese food, the children remained silent and could not answer. This condition is
not good for children's development because they do not know their characteristics and
culture. Based on interviews with several educators at the school, it was explained that the
introduction of local culture to children has received little attention. The educator explained
that the lack of cultural introduction was not due to no reason but because, so far, educators
had not been provided with teaching materials or media with local cultural themes, especially
Madurese culture. This is in line with the statement (Yektyastuti & lkhsan, 2016) that
teachers' limitations in providing information and time can be overcome with the existence of
learning media. Learning media often does not adapt to learning needs. This statement is
supported by (Rosyida & Adi, 2018), who emphasizes that the ability of educators to utilize
learning media is minimal, so many educators still use lecture and whiteboard methods
without adapting them to current learning needs. Learning media can communicate
information to stimulate children's thinking power and learning readiness (Ekayani, 2017).

Alternative learning media selection should also be adjusted to educational
developments. The use of technology in the 4.0 revolution era is no longer strange in
supporting education in learning. In the era of Industrial Revolution 4.0, many new
technological advances have emerged. The operation of technology is becoming easier to help
with daily work. Therefore, augmented reality technology and flashcard media introduced
Madurese culture in this revolutionary era. The era of Industrial Revolution 4.0 is in the form
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of cell phones. Mobile phones are very widely used by Indonesian society, especially children
and teenagers. Augmented reality technology is a technology that combines 2D or 3D
computer-made objects into the real environment that exists around the user. Objects
displayed by AR can help students produce new perceptions that enable them to interact with
the real environment. (Ani Ismayani, 2020). Flashcards are cards that contain pictures. In line
with the opinion above, flashcards are small cards containing photos, text, or symbols on the
front that remind or direct children to something related to the image (Arsyad, 2014). The
images displayed can be images of clothes, houses, food or existing photos, which are then
attached to cards and combined with augmented reality technology.

Research related to the development of Android-based media to introduce culture has
been carried out by several researchers, including the introduction of Madurese culture (Amil
et al., 2020; Fagih & Setyawan, 2021; Hidayat & Komariah, 2017; Muizzah, 2017), Wakatobi
culture (Atina et al., 2022), Sumba culture (Arin & Dwanoko, 2021), and provincial culture
in the WITA section (Yanti & Budiyati, 2020). Research examining the introduction of
culture through augmented reality has been carried out by several researchers, such as Visitor
Guide Application in museums (Cahaya, 2022), the introduction of augmented reality at the
Cakraningrat Bangkalan museum based on QR-Code (Dellia et al., 2022), the introduction of
Javanese script (Susilo et al., 2021), traditional Kalimantan houses (Rahadi et al., 2017), and
Indonesian fabrics (Ferdiansyah & Kurniawan, 2019) Meanwhile, research on augmented
reality-based flashcards has been carried out by several researchers, namely: introduction to
marine animals for early childhood. (Utami et al., 2020), Vocabulary for elementary school
children (M. T. Hidayat & Yulianti, 2020; Nursabra et al., 2023), and increasing children's
intelligence during the Covid-19 pandemic (Soflianti et al., 2021).

From the problems that have been described, research that several previous
researchers have carried out has not introduced culture to early childhood using augmented
reality-based flashcard media, so researchers are interested and offer solutions to create
Android-based learning media with augmented reality-based flashcard media for introducing
Madurese culture to early childhood (4 — 6 years old). This development is expected to make
it easier for educators to introduce Madurese culture with image media that can be visualized
with 3D images containing traditional clothing, typical food and houses. This research aims to
develop Android-based learning media to make it easier for children, especially in introducing
Madurese culture.

METHODS

This research employed the Research and Development (R&D) method. Research and
development are used to produce and test a product's effectiveness (Sugiyono, 2016).
Research and development is a method of producing a new product that will go through
product feasibility testing. The product developed can be hardware or software that has been
tested. The research and development were carried out using the ADDIE (Analysis, Design,
Development, Implementation, and Evaluation) model.

The ADDIE model emphasizes the analysis of a component following the available
stages. The ADDIE model has five stages that are easy to understand and apply in developing
a product in the form of learning videos, teaching materials, learning modules and others
(Tegeh et al., 2014). The ADDIE model has a development procedure with a systematic,
effective, and efficient process, as depicted in Figure 1.

This research uses questionnaires as instruments. Data collection techniques include
data processing with several stages from the results of expert validation and trials, which
involve qualitative and quantitative analysis. Data collection techniques in research and
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development include observation, interviews, questionnaires or expert trial questionnaires,
small and large group trials, and documentation.

The subjects for product trials were 4-6-year-old children, precisely 15 children from
Dharma Wanita Kindergarten 04 Da'iring of Socah District and 35 children from RA
Muhammadiyah Junganyar of Socah District, Bangkalan Regency, East Java. The trials
identify various shortcomings of the initial product designed and assessed by experts. The
trial was conducted in small groups of 10-15 people (Rayanto & Sugianti, 2020). The large
group test determines the product produced to be applied in the learning process in large
groups of 25-35 people.

The analysis stage was done by analyzing problems through observations and
interviews with the Principal of TK Dharma Wanita PBB 04 Da'ring and RA Muhammadiyah
Junganyar on October 6, 2022. The design stage was carried out through several steps, namely
making detailed specifications regarding the shape, concept, and needs of the product to be
developed; drafting the application content; developing software; and implementing, which
was then validated by material experts and learning media experts in approximately seven
months. The implementation phase was done through a small-group trial with 15 children at
Dharma Wanita PBB 04 Da'iring Kindergarten on April 10, 2023, and a large-group trial with
35 children at RA Muhammadiyah Junganyar on May 5, 2023. After that, the researchers
evaluated for approximately one month.

This research also used instruments to collect various supporting data types as
references or guides to obtain evidence. The instruments can contain data acquisition
components for needs analysis and the feasibility criteria for the learning media product that
will be developed by the researcher (W. Susanti, 2021). The research instrument consisted of
measuring instruments, questionnaire sheets, and documentation. The purpose of collecting
data was to measure the product's suitability so that the product could be used. The research
instruments can be reviewed in outline as shown in table 1.

l. Analyze

M

<« 5. Evaluate 2. Design

4. Implement

3. Develop

Figure 1 ADDIE Model’s Stages
Source:(Tegeh et al., 2014)
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Table 1. Research Instruments

Data collection

< Observed data Subject Instrument Data collection
technique

The results are in the form of student responses
Response questionnaire to the effectiveness of augmented reality-based Learners
flashcard media.

Student response
questionnaire sheet.

Material expert The results of material expert validation are in . Material expert validation
S " . o ] Material expert
validation questionnaire the form of validation of material. sheet.
Media expert validation f-(lj—:]rﬁ :)efsumlteij?; \r,r;?%':tfg(npﬁ?e\éagg%tr'g?hfe rlg dtS; Learning media Learning media expert
questionnaire trials P experts validation sheet.
The documentation results are in photos R
. - - Students, Photos, expert validation
Documentation . regardmg_the_ overall |mp_lementatlt_3n .Of educators, and sheets, and student response
interview activities, usage trials, submission of - .
others questionnaires.

learning media, and others.

Source: Data Researcher

The data analysis technique was carried out by analyzing the results of media
assessments by experts and children. This research uses quantitative and qualitative data in
questionnaire responses to determine the suitability of learning media. The test subjects used
in research and development consist of expert validations and product trials. The focus of this
research was adjusted to the development of flashcard media based on augmented reality
"Oreng Madureh" in introducing Madurese culture, so the test subjects were expert validators
to provide assessments of instruments and product quality to determine the feasibility of the
product.

This research also used qualitative and quantitative data analysis techniques. The
guantitative data obtained was calculated using the following formula (Ramansyah, 2018):

Answer Percentage = %x 100%

Description of the formula:
P: Percentage of feasibility and validity
F: The sum of the scores of the alternative answers chosen by the subject

N: The maximum number of scores of the entire subject (total respondents)

RESULTS AND DISCUSSION
A. Result

The product developed was a learning media in the form of augmented reality-based
flashcard media, "Oreng Madureh”, as an introduction to Madurese culture. The learning
media developed only contains material introducing Madurese culture, namely traditional
clothing, typical food, and traditional Madurese houses. The stages of media development are
explained by the selection of models for developing products regarding the feasibility level.
Product feasibility can be obtained through expert assessments by media experts and material
experts. Product feasibility was obtained based on the results of student response
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questionnaires. The process of obtaining research data is displayed through development
stages using the ADDIE model with five stages. Based on research and development as
carried out by the developer, the following research results were obtained:
Data Analysis Stage

Based on the results of observations on test subjects, it was clear that almost all
children only memorized a few songs and the Madurese language. When given material
introducing Madurese culture, such as typical food and other traditional houses, the children
did not recognize them. The results of interviews with class teachers at Kindergarten Dharma
Wanita PBB 04 Da'iring and RA Muhammadiyah Junganyar, during the lessons in
introducing Madurese culture, the lessons used printed media, such as posters containing
pictures of Madurese culture and Madurese songs. After conducting observations and
interviews, the researchers were interested in developing an augmented reality-based
flashcard media, "Oreng Madureh”, as an introduction to Madurese culture to introduce
Madurese culture to children.
Design Stage

The design stage was to develop the concept of the content in the application. Planning
for flashcard media based on augmented reality "Oreng Madureh™ as an introduction to
Madurese culture went through several stages: 1) Determining the material be presented,
namely adapting it to cultural elements according to existing problems; 2) Determining media
creation software (Adobe Photoshop and Adobe Illustrator), code production using the Visual
Studio application, and media production using the Unity application; 3) Compiling a
storyboard, namely making an initial description of the augmented reality-based flashcard
media application "Oreng Madureh™ starting from an initial description of the appearance of
the media, content, and material created via Canva.
Development Stage

The third stage was development. The development of "Oreng Madureh™ requires
several software, including Adobe Photoshop version cc2020 and Adobe Illustrator version
cc2020 for making the display, Visual Studio application version 1.78 for making the program
code, the Unity application version 2018.4.15 and Android version 4.4 (KitKat) for making
the media.

At this stage, a series of activities were conducted, namely, experts’ validation and
product trials. The product design is as follows:

Figure 2. Flashcard Front Design Figure 3. Initial Dfsplay
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1. Pakaian apa pada gambar di
samping?

(&) PETUNIUK () AR KAMERA )|(€) GAMEQUZ ) 1/

Figure 6. Name Guessing buiz Game Figure 7. Matching Images Game

a. Implementation Stage

This stage was carried out by conducting small-group and large-group trials.
The group trial stage aimed to determine whether the developed product was
practical and effective. At this stage, students were asked to form groups and play
the augmented reality-based flashcard media "Oreng Madureh” alternately with
direction from the researcher or group companion.

At this stage, the expert validation stage was carried out by the material and
media experts to obtain input, suggestions, and improvements to the Augmented
Reality-based flashcard media "Oreng Madureh™ that has been designed. Table 2
shows the validation results from material experts.

Table 2 Learning Material Expert Trial Data Results

No. Statement Assessment  Category
Score
MATERIAL
1 Compatibility of images/illustrations  with 4
' material on Introduction to Madurese Culture Excellent
2 Clarity of 7 kinds of images Introduction to 3
' Madurese Culture Good
3 Suitability of the material to the characteristics 3
' of early childhood Good
4 Comp_atibility of the material with aspects of 4 Excellent
knowing Madurese culture
The accuracy of the material content in
5 delivering material regarding the introduction of 4 Excellent
' Madurese culture through augmented reality-
based flashcards
CONTENT
6. Children can recognize Madurese culture in the 4 Excellent
form of traditional clothing, typical foods, and
traditional houses
7. Children can guess the names in the "Guess the 4 Excellent
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Name" menu
Children can arrange images in the "Matching

8. ., 4 Excellent
Images"” menu
The material "Oreng Madureh" can improve
9. children's ability to recognize Madurese Culture 4 Excellent
at the age of 4-6 years
Children can remember and get to know
10. Madurese's Culture from the quiz "Guess the 4 Excellent
Name."
Children can remember and learn about
11. Madurese Culture from the quiz "Matching 4 Excellent
Pictures."
The ability to foster children's curiosity to
12 recognize Madurese Culture in the form of 3 High
' Traditional Clothing, Typical Food, and
Traditional Houses
LANGUAGE
Language is simple, logical, and easy for .
13. children to understand 3 High
14. Language Suitability to Early Childhood 3 High
Total Answers 51
Table 3 Assessment Attainment Levels
Achievement Predicate Information
Level
90%-100% Very high Very feasible; no need to revise
75%-89% High Feasible, no need to revise
65%-79% Quite high Less feasible, needs revision
55%-64% Less height Unfeasible, needs to be revised
5%-54% Very less high Very unfeasible and needs to be revised

(Ramansyah Modified, 2018:52)

Based on Table 2, the material experts provided a score of 91.07%, which means
that the achievement rate is 90-100% (very feasible and does not need revision). Thus, the
development of Augmented Reality-based flashcard media "Oreng Madureh” as an

introduction to Madurese culture can be continued at the field trial stage without revision.

Table 4 shows the result of validation from learning media experts. The media
experts provided a score of 92.85%, which means that the achievement rate is 90-100%
(feasible and does not need revision). Thus, the development of Augmented Reality-based
flashcard media "Oreng Madureh” can be continued as an introduction to Madurese culture.

Table 4 Learning Media Expert Trial Data Results

No. Statement Assessment
Score Category
ASPECTS OF SOFTWARE ENGINEERING
Effectiveness and efficiency in the development of
1. augmented reality-based flashcard media as an 4 Excellent
Introduction to Madurese Culture
2. Maintainable (can be maintained/managed easily) 4 Excellent
3. Reusability (easy to use in operation) 3 High
4. Compatibility (can run various hardware and software) 3 High
5. Clarity of image display in augmented reality applications 4 Excellent
Media makes it easier for children to recognize Madurese
6.  Culture, which includes traditional clothing, typical foods, 4 Excellent
traditional houses
VISUAL COMMUNICATIVE ASPECT
7. Flashcards can be maintained/managed easily 4 Excellent
8.  Audio clarity (dubbing, sound, effect, background. music) 3 High
9.  Visual clarity (layout, design, typography, colour) 4 Excellent
10. Clarity of animation (characters and other supporting 4 Excellent
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characters/objects)

TECHNICAL ASPECTS
Designed according to the purpose and function of

11. : - 4 Excellent
learning media

12.  Easy for kids to use 4 Excellent

13 The clarity of content in the Augmented Reality 3 Hiah

" application "Oreng Madureh" is suitable for children g

The display of the Augmented Reality application icon

14. "Oreng Madureh" according to the child 4 Excellent

Jumlah Total 52

1. Results of the Small-group Trial
Researchers involved 15 students to conduct a small-group trial. The results
can be seen in Table 5. The results of the assessment of respondents to the small-
group trial were 366 out of the expected score of 420. The feasibility percentage
can be calculated with the following formula:

Feasibility Percentage = %6(6] X 100%
=87,14%

Based on Table 4, the Augmented Reality-based flashcard media "Oreng
Madureh” in small group trials received a qualification of "High" or "Feasible, no
revision needed” because the achievement rate of the assessment obtained was
84.17%.

Table 5. The Results of Small-group Trial

No Statement Assessment Score
Score Total Percentage
Score
HIGHLIGHTS
1 Children are interested in the appearance of the 4,4,4,3,44,44.43 57 95%
' application "Oreng Madureh." ,3,4,4,4.4 °
9 Children interested in playing the 4443444443 57 95%
' application "Oreng Madureh." 34444 i
EASE
Children can use the application "Oreng 4,44,3443343 0
3. Madureh" easily. ,3,3,3,34 52 86,6%
4 Children easily understand the rules of using the  3,4,3,3,3,3,3,3,4,3 48 80%
" application "Oreng Madureh." 33,334 0

UNDERSTANDING
Children can recognize Madurese culture through  3,4,3,3,4,3,3,4,4,3

5. the Augmented Reality flashcard "Oreng ,3,3,3,3,4 50 83,3%
Madureh."
Children can recognize the names of Madurese  3,3,3,4,3,3,4,4,4,3
6. culture through the "Guess the Name™ menu. ,3,3,3,3,3 49 81,6%
7 The child can remember and match the picture by  4,4,4,4,4,4,4,4,4,3 59 88.3%
' name through the "Matching Pictures" menu. ,3,3,3,2,3 '
Number of Scores 366
Average Number of Percentages 87,14%

2. Large-group Trial Results
The results of large-group trial data in this study can be seen in Table 6.
Based on table 6. The Augmented Reality-based flashcard media "Oreng
Madureh” in large group trials received a qualification of "High™ or "Feasible, no
revision needed" because the assessment achievement rate obtained was 84.89%.
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Table 6. The Results of Large-group Trial

No Statement Assessment Score
Score Total Score Percentage
HIGHLIGHTS
Children are interested in the 4,4,4,4,433434,43334444,
1. appearance of the application "Oreng  4,4,3,3,4,4,4,3,4,4,4,4334,44 129 92%
Madureh."
Children interested in playing 444442344443334,434,
2. the application "Oreng 443344,43444443444 126 90%
Madureh."
EASE
3 Children can use the application 3,4,3,4,3,2,2,4,3,4,4,3,3,3,44,44, 124 88%
' "Oreng Madureh" easily 34,344,443444434434
Children easily understand the rules of  3,3,3,3,3,2,2,3,3,4,4,3,3,3,3,4,3,4,
4. using the application "Oreng 3,4,3,3,3,3,3,2,3,3,4,3,3,4,4,3,3 110 78%
Madureh."

UNDERSTANDING
Children can recognize Madurese 4,4,4,4,4,3,2,4.23,3,3,3,3,3,4,3,3,
5. culture through the Augmented 3,3,3,2,3,4,3,34,3,3,3,2,3,4,3,4 112 80%
Reality flashcard "Oreng Madureh."
Children can recognize the names of  3,3,3,4,3,3,2,3,2,3,3,3,3,3,3,4,2 4,
6 Madurese culture through the "Guess  2,4,3,3,3,3,3,3,3,2,3,2,2,2,4,3,4

0,
the Name" play menu 100 1%
The child can remember and match 4,4,4,44,33,44,44,44,44,444,
7. the picture by its name through the 4,4,42434,443334,4434 131 93%
"Matching Pictures" play menu
Number of Scores 832
Average Number of Percentages 84,89%

b. Product Revision Evaluation

At this stage, the researchers evaluated or revised media improvements based
on observations while implementing augmented reality-based flashcard media
"Oreng Madureh"”. Suggestions and inputs aimed at getting the final product
developed to be perfect and have good quality so that using augmented reality-
based flashcard media "Oreng Madureh” is expected to stimulate the ability to
recognize Madurean culture.

Revisions will be made if weaknesses or deficiencies are found. However,
based on the results of trials on 50 children aged 4-6 years showed that the
responses were excellent and no weaknesses or shortcomings were found.
Therefore, there was no need to revise the product.

B. Discussion

According to the National Association for the Education of Young Children (NAEYC),
early childhood is a child aged zero to eight years (Qistia et al., 2019). The learning process
for children must pay attention to the characteristics of the child's developmental stage.
According to (Suyadi, 2015), early childhood education consists of several programs to
advance children's cognitive, social, emotional, verbal and growth development from birth to
8 years of age.

Introduction to Madurese culture in early childhood is important (Dellia et al., 2022;
Fagih & Setyawan, 2021.; Muizzah, 2017; Yuandana & Fitriyono, 2022) because children's
growth and development cannot be separated from their context or environment, more broadly
regarding their cultural environment. Vygotsky believes that culture, social interaction and
history greatly influence children's mental development or behaviour (Saputra & Suryandi,
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2016). Learning based on culture and social interaction will impact children's perception,
memory and way of thinking (Mulyati, 2019).

The impact if children are not introduced to the culture, especially local culture, has values
contained in it, including values regulating and directing one's behaviour. (Widiansyah et al.,
2018). This aims to help raise awareness of loving, being proud, and preserving local culture
in young children so that this culture does not feel foreign to them. One of the local cultures in
Indonesia that has been affected by globalization is the Madurese culture. According to Sairin
(Fanny Rizkiyani & Dianti Yunia Sari, 2022) However, globalization also hurts Indonesia, for
example, in the field of education (Setyawati et al., 2021) and social fields (Dwi Widianti,
2022), Globalization is believed to be responsible for the emergence and dominance of
consumer culture in Indonesia. The influx of foreign culture can also create a national identity
crisis. In previous decades, it was feared that the culture of Asian countries would be eroded
and replaced by Western culture. However, in recent years, the emergence of wave
newspapers or K-poop has encouraged the interest of the younger generation to learn and
adapt Korean culture, starting from the way they dress to the language, which is then feared to
result in the abandonment of Indonesian culture as well as Madurese culture. (Rizkiyani &
Sari, 2022).

This research has limitations in using it, including the following: 1) development of
learning media in the form of flashcard media based on augmented reality "Oreng Madureh™,
2) focus on introduction only on traditional clothing, typical food and traditional Madurese
houses, 3) Development of this media is aimed at children 4-6 years old.

There are several suggestions for this research. Educators can use the augmented reality-
based flashcard media "Oreng Madureh™ as a learning support in introducing Madurese
culture to children, namely learning while playing. Apart from that, it is hoped that this
application can inspire educators to develop other media that can introduce Madurese culture
to children more widely. Future researchers hope that the augmented reality-based flashcard
media application "Oreng Madureh™” will motivate them to develop other media with different
themes to support learning in a wider introduction to Madurese culture in early childhood.

The use of augmented reality-based flashcard media "Oreng Madureh™ in introducing
Madurese culture to early childhood has several positive implications. The following are some
of the potential implications of applying this technology in learning, namely: increasing the
attractiveness of learning, providing interactions and in-depth learning experiences, making it
easier to understand abstract concepts, introducing the diversity of Madurese culture,
developing fine motor and cognitive skills when children touch, explore, and selecting objects
on the screen, creates a collaborative learning atmosphere, can monitor the child's progress in
understanding information, and connects the child with the real world.

CONCLUSIONS

Based on the research and development results, it can be concluded that through the
five stages of development using the ADDIE model, the media feasibility results from the
material and media experts were categorized as very feasible and no revision is needed. The
results of small-group and large-group trials are in the feasible category and do not need
revision. Based on the final evaluation results, the children's response was excellent, and no
weaknesses or shortcomings were found. Therefore, there was no need to revise the product,
and the media can be directly used in learning, especially in introducing Madurese culture to
early childhood by recognizing, describing, and identifying traditional clothing, typical food,
and Madurese traditional houses.

187



ACKNOWLEDGMENT

Thanks to the Dharma Wanita PBB 04 Da'iring Kindergarten and RA Muhammadiyah
Junganyar Socah District for permitting the research. Thank you to all parties who helped in
the process of completing the writing of this article.

REFERENCES

Adiwijaya, S., Arief Rafsanjani, M., Kaharap, Y., Ady Bakri, A., Yos Sudarso, J., Jekan
Raya, K., Palangka Raya, K., & Tengah, K. (2022). Pentingnya keberlanjutan kearifan
lokal dalam era globalisasi. EL-Hekam: Jurnal Studi Keislaman, 7(1), 126-138.
https://ojs.iainbatusangkar.ac.id/ojs/index.php/elhekam/index

Amil, A. J., Setyawan, A., & Dellia, P. (2020). Pengembangan media pembelajaran
keterampilan membaca berbasis android pokok pembahasan legenda desa-desa di
Madura pada pembelajaran bahasa indonesia kelas VII SMP Negeri Se-Kabupaten
Bangkalan. METALINGUA: Jurnal Pendidikan Bahasa Dan Sastra Indonesia, 5(2), 83-
86. https://doi.org/10.21107/metalingua.v5i2.8628

Arin, F. F. S., & Dwanoko, Y. S. (2021a). Aplikasi pengenalan budaya sumba berbasis
android. Rainstek: Jurnal Terapan Sains & Teknologi, 3(1), 64-74.
https://doi.org/10.21067/jtst.v3i1.4508

Arsyad, A. (2014). Media Pembelajaran. PT. Raja Grafindo Persada.

Atina, L., Azlin, & Wati, L. (2022). Rancang bangun aplikasi pengenalan budaya wakatobi
berbasis android. Jurnal Informatika, 11(2), 90-97.
https://doi.org/10.55340/jiu.v11i1.378

Ayu, T., 1*, G., & Wulansari, B. Y. (2022). Pengembangan tema budaya lokal ponoragan
untuk membentuk karakter cinta tanah air dalam kurikulum PAUD.
http://journal.umpo.ac.id/index.php/dimensi/index

Cahaya, Y. D. (2022). Visitor Guide Application (VGA) pada museum daerah deli serdang
dengan augmented reality.

Dellia, P., Mutiatun, S., & Amil, A. J. (2022). Pengembangan augmented reality museum
cakraningrat bangkalan berbasis QR-Code. Jurnal Teknoinfo, 16(2), 354-363.
https://doi.org/10.33365/jti.v16i2.1915

Dwi Widianti, F. (2022). Dampak globalisasi di negara Indonesia. Jurnal Inovasi Sektor
Publik, 2(1), 73-95.

Ekayani, N. L. P. (2017a). Pentingnya penggunaan media pembelajaran untuk
meningkatkan prestasi belajar siswa. Jurnal Fakultas limu Pendidikan, 2.

Fajriyeh, L., & Zayyadi, M. (2023). Etnomatematika: eksplorasi budaya rokat tase' pantai
Jumiang Pamekasan Madura. Jurnal Edukasi Matematika Dan Sains), 11(2), 458-467.

Faqgih, F. I., & Setyawan, A. (2021). Pengembangan media pembelajaran bahasa indonesia
pada tema cerita fantasi berkearifan lokal Madura berbasis android. Indonesian
Language Education and Literature, 7(1), 71. https://doi.org/10.24235/ileal.v7i1.9032

Fauziah, W. P., & Fitriyah, N. (2020). Pembelajaran seni pertunjukkan untuk anak usia dini
di masa pandemi dengan local genius knowledge. EduBasic Journal: Jurnal Pendidikan
Dasar, 2(2), 88-97. https://doi.org/10.17509/ebj.v2i2.27036

Ferdiansyah, A., & Kurniawan, H. (2019). Perancangan aplikasi media pembelajaran
pengenalan kain nusantara menggunakan augmented reality berbasis android. IT

188


https://doi.org/10.21107/metalingua.v5i2.8628
https://doi.org/10.21067/jtst.v3i1.4508
https://doi.org/10.55340/jiu.v11i1.378
https://doi.org/10.33365/jti.v16i2.1915
https://doi.org/10.24235/ileal.v7i1.9032
https://doi.org/10.17509/ebj.v2i2.27036

Journal, 7(2), 196-205. https://doi.org/10.22303/it.7.2.2019.196-205

Hamzah, A., Bawono, Y., Ariyani, Y., Herawati, N., Dartiningsih, B. E., Kusumo, E.,
Rachmad, T. H., Surokim, Camellia, A., Julijanti, D. M., Hariyanto, B. S. D., Azhar, I.
N., Rakhmawati, Y., Utomo, T., Mahmudah, M., Dzulkarnain, 1., Arifin, S., Masduki,
& Rozi, F. (2018). MADURA 2020: Membumikan Madura Menuju Globalisasi (I. N.
Azhar & Surokim, Eds.). Inteligensia Media.

Hidayat, D., & Komariah, S. H. (2017). Pengukuran tingkat pengenalan pengguna games
terhadap muatan budaya indonesia pada mobile game berbasis android (studi kasus:
dakon, karapan sapi dan temple rush prambanan). Jurnal Rekayasa Sistem & Industri,
4(1), 31-36. https://doi.org/10.25124/jrsi.v4i01.254

Hidayat, M. T., & Yulianti, A. K. (2020). The Effectiveness of Flashcard Augmented
Reality Media and Game Chick Learn on the Ability to Memorize Vocabulary in
English Primary School Students. International Journal of Innovation, Creativity and
Change, 11(5), 151-168. www.ijicc.net

Ismayani, A. (2020). Membuat sendiri aplikasi augmented reality. Jakarta: PT. Elex Media
Kompotido.

Lestariningrum, A., & Wijaya, I. P. (2019). Pengembangan model pembelajaran berbasis
budaya lokal di TK Negeri Pembina Kota Kediri. PAUDIA: Jurnal Penelitian Dalam
Bidang Pendidikan Anak Usia Dini, 8(2). https://doi.org/10.26877/paudia.v8i2.4755

Muizzah, L. (2017). Aplikasi pengenalan budaya madura berbasis android. Seminar
nasional humaniora & aplikasi teknologi informasi 2017 (SEHATI 2017), 17-21.

Mulyati, M. (2019). Menciptakan pembelajaran menyenangkan dalam menumbuhkan
peminatan anak usia dini terhadap pelajaran. Alim: Journal of Islamic Education, 1(2),
277-294. https://doi.org/10.51275/alim.v1i2.150

Normina. (2018). Pendidikan dalam Kebudayaan. Jurnal ITTIHAD, 15(28), 25.

Nursabra, Syamsinar, Nurchalis, N. F., & Nuralima, R. (2023). The use of augmented
reality flashcard in enriching students' vocabulary. Cokroaminoto Juornal of Primary
Education, 6(1), 73-81. https://doi.org/10.30605/cjpe.612023.2493

Pane, B., Najoan, X., & Paturusi, S. (2017). Rancang bangun aplikasi game edukasi ragam
budaya Indonesia. Journal Teknik Informatika, 12(1).

Pengelola Web Kemdikbud. (2017, July 17). Penguatan pendidikan karakter jadi pintu
masuk pembenahan pendidikan nasional. Kementerian Pendidikan Dan Kebudayaan.

Qistia, N., Kurnia, R., & Novianti, R. (2019). Hubungan regulasi diri dengan kemandirian
anak usia dini. Aulad: Journal on Early Childhood, 2(3), 61-72.
https://doi.org/10.31004/aulad.v2i3.35

Rahadi, Tursina, & Anra, H. (2017). Rancang bangun aplikasi augmented reality berbasis
android untuk pengenalan rumah adat Kalimantan Barat. Jurnal Sistem Dan Teknologi
Informasi (JUSTIN), 5(4), 229-235.

Ramansyah, W. (2018). Model-model pengembangan media pembelajaran. UTM Press.

Rayanto, H. Y., & Sugianti. (2020). Penelitian pengembangan model ADDIE dan K2D2
teori dan praktek. Lembaga Academic & Research Insitute.

Ri‘aeni, 1., Suci, M., Pertiwi, M., & Sugiarti, T. (2019). Pengaruh budaya Korea (K-Pop)
terhadap remaja di  kota  Cirebon. = Communications, 1(1), 1-26.

189


https://doi.org/10.22303/it.7.2.2019.196-205
https://doi.org/10.25124/jrsi.v4i01.254
https://doi.org/10.26877/paudia.v8i2.4755
https://doi.org/10.51275/alim.v1i2.150
https://doi.org/10.30605/cjpe.612023.2493
https://doi.org/10.31004/aulad.v2i3.35

https://doi.org/10.21009/Communications.1.1.1

Rizkiyani, F., & Sari, D. Y. (2022). Pengenalan budaya sunda pada anak usia dini. Jurnal
IImiah Peradaban Islam. https://doi.org/10.15575/al-tsagafa.v19i1.18292

Rosyida, F., & Adi, K. R. (2018). Pelatihan pembuatan media pembelajaran dengan
program autoplay untuk guru-guru SMPN 2 Balen Kecamatan Balen Kabupaten
Bojonegoro. Jurnal Praksis Dan Dedikasi Sosial, 21.
https://doi.org/10.17977/um032v0i0p21-29

Santoso, G., Abdul Karim, A., Maftuh, B., Sapriya, & Murod, M. (2023). Kajian wawasan
nusantara melalui local wisdom NRI yang mendunia dan terampil dalam lagu nasional
dan daerah abad 21. Jurnal Pendidikan Transformatif (Jupetra), 2(1), 197-209.

Saputra, A., & Suryandi, L. (2016). Perkembangan kognitif anak usia dini dalam perspektif
vygotsky dan implikasinya dalam pembelajaran. Jurnal Pelangi: Jurnal Pemikiran Dan
Penelitian Pendidikan Islam Anak Usia Dini, 2(2), 198-206.
https://doi.org/10.52266/pelangi.v2i2.582

Setyawati, Y., Septiani, Q., Aulia Ningrum, R., & Hidayah, R. (2021). Imbas negatif
globalisasi terhadap pendidikan di Indonesia. Jurnal Kewarganegaraan, 5(2).
https://doi.org/10.31316/jk.v5i2.1530

Soflianti, S. Dela, Melati, P., Rahmah, A., & Milkhatun, W. R. D. (2021). Inovasi flashcard
berbasis teknologi AR sebagai alat permainan edukatif dalam meningkatkan kecerdasan
anak di masa pandemic covid-19. Ana' Bulava: Jurnal Pendidikan Anak, 2(2), 26-37.
https://doi.org/10.13189/ujer.2014.020203

Suandi, H., Yasmine, D. I, P.,, D. W., & Indiwara, M. (2016). IImu Sosial dan Budaya
Dasar (2nd ed.). Universitas Terbuka.

Sugiyono. (2016). Metode penelitian kuantitatif, kualitatif, dan R&D (Cetakan ke 23).
Alfabeta.

Suparno, Alfikar, G., Santi, D., & Yosi, V. (2018). Mempertahankan eksistensi budaya lokal
nusantara di tengah arus globalisasi mellaui pelestarian tradisi gawai dayak sintang
(Vol. 3, Issue 1).

Susanti, E., & Endayani, H. (2018). Konsep Dasar IPS. CV. Widya Puspita.

Susanti, W. (2021). Pengembangan aktif, kreatif, dan mandiri pada mata kuliah alogaritma
dan pemerogram. Samudra Biru.

Susilo, H., Sudargo, & Menarianti, . (2021). Aplikasi pengenalan aksara jawa
"HANACARAKA" berbasis augmented reality. JIPETIK: Jurnal IImiah Penelitian
Teknologi Informasi & Komputer, 2(2), 41-48.

Suyadi. (2015). Teori Pembelajaran Anak Usia Dini. PT. Remaja Rosdakarya.

Tegeh, ., Jampel, N., & Pudjawan. (2014). Model penelitian dan pengembangan. Graha
lImu.

Utmi, F., Rukiyah, Andika, W. D., & Sumarni, S. (2020). Introduction to sea animals with
augmented reality based flashcard for early childhood. Advances in Social Science,
Education and Humanities Research, 513, 215-220.
https://doi.org/10.2991/assehr.k.201230.108

Widiansyah, S., Program, H., Sosiologi, S. P., Keguruan, F., & Pendidikan, 1. (2018).
Dampak perubahan global terhadap nilai-nilai budaya lokal dan nasional (kasus pada

190


https://doi.org/10.21009/Communications.1.1.1
https://doi.org/10.15575/al-tsaqafa.v19i1.18292
https://doi.org/10.17977/um032v0i0p21-29
https://doi.org/10.52266/pelangi.v2i2.582
https://doi.org/10.31316/jk.v5i2.1530
https://doi.org/10.13189/ujer.2014.020203
https://doi.org/10.2991/assehr.k.201230.108

masyarakat Bugis-Makasar). Hermeneutika: Jurnal Hermeneutika, 4(1), 39-48.
https://doi.org/10.30870/hermeneutika.v4i1.4822

Yanti, S. N., & Budiyati, E. (2020). Aplikasi pengenalan budaya provinsi bagian WITA di
Indonesia berbasis android. Seminar Nasional llmu Terapan IV 2020, 1-11.

Yektyastuti, R., & Ikhsan, J. (2016). Pengembangan media pembelajaran berbasis android
pada materi kelarutan untuk meningkatkan performa akademik siswa SMA. Jurnal
Inovasi Pendidikan IPA, 2(1), 88. https://doi.org/10.21831/jipi.v2i1.10289

Yuandana, T., & Fitriyono, A. (2022). Peningkatkan kemampuan motorik anak usia dini
melalui pembelajaran tari kreasi Madura. Aulad: Journal on Early Childhood, 5(1), 127-
132. https://doi.org/10.31004/aulad.v5i1.296

191


https://doi.org/10.30870/hermeneutika.v4i1.4822
https://doi.org/10.21831/jipi.v2i1.10289
https://doi.org/10.31004/aulad.v5i1.296

