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This study addresses a gap in curriculum-aligned interactive mobile media for high school 
Arabic learning. Although smartphones are common, Arabic instruction remains 
dominated by lectures and workbooks, limiting multimodal practice and formative 
feedback. This research develops and validates the An-Nasr mobile learning application 
through the first three ADDIE stages: analysis, design, and development. Interviews with 

15 Class X students and one Arabic teacher revealed that 53.3% (n=8) identified qawāʿid 
(grammar) as the primary learning obstacle, followed by meaning comprehension (26.7%, 
n=4) and vocabulary (20%, n=3), reaffirming grammar complexity as a structural barrier 
for non-Semitic language learners. A technology-adoption paradox emerged: 53.3% had 
used Duolingo and 33.3% used translation apps, yet 46.7% (n=7) never used smartphones 
for Arabic study, while 40% ranked mobile learning as their preferred format. This reflects 
systemic inhibition caused by a lack of curriculum-aligned apps and limited teacher 
confidence in integrating smartphone-mediated learning. The prototype was developed 
using PowerPoint, iSpring Suite, and Web 2 APK Builder, embedding structured modules, 
transliteration, native-speaker audio, annotated visuals, animations, gamified quizzes, real-
time feedback, adaptive learning paths, and autosave progress tracking. Expert validation 
indicated high feasibility (subject-matter: 92%; media: 91%). Field trials showed strong 
teacher acceptance (91%) and acceptable student feasibility (77%), yielding an overall 
feasibility score of 87.75%, confirming prototype readiness for broader implementation. 
The findings reinforce that curriculum alignment, multimodal scaffolding, and meaningful 
formative interactivity, rather than device availability alone, determine adoption, 
autonomy, and learner comprehensibility in secondary Arabic digital learning 
environments. 

 
Copyright:  
© 2025 by the author(s).  
This open-access article is distributed under the terms and conditions of the Creative 
Commons Attribution-ShareAlike (CC BY-SA) license 
(https://creativecommons.org/licenses/by-sa/4.0/). 

 

Keywords: 

An-Nasr mobile application; 

Arabic grammar; 

Arabic language learning; 

Interactive learning media; 

Mobile-assisted language learning 

(MALL). 

 
Articles Available Online: 
 

 

CORRESPONDING AUTHOR:  
Khasan Aedi,  
Department of Arabic Language Education, 
UIN Siber Syekh Nurjati Cirebon  
Jl. Perjuangan By Pass Sunyaragi, Kota Cirebon, Jawa Barat, Indonesia  
Email: khasanaedi@uinssc.ac.id  

How to Cite: 
Aedi, K., Nasrussalim, M., Gazali, E., & Akhirudin, M. T. (2025). Development of the An-Nasr Mobile Application to 
Enhance Independent Learning Skills in Arabic Language Instruction. Ta’lim al-’Arabiyyah: Jurnal Pendidikan Bahasa Arab 
& Kebahasaaraban, 9(2), 246–268. https://doi.org/10.15575/jpba.v9i2.49537 

https://doi.org/10.15575/jpba.v9i2.49537
mailto:khasanaedi@uinssc.ac.id


Development of the An-Nasr Mobile Application to Enhance Independent Learning....| Khasan Aedi et al 

 

          |   
Vol. 9 No. 2 2025 | 246-268 

Ta’lim al-‘Arabiyyah, P-ISSN: 2615-7241, E-ISSN: 2721-480X 

  
247 

INTRODUCTION 

The digital transformation of education has fundamentally changed pedagogical 

approaches worldwide, creating both challenges and opportunities for language learning 

(Hennelly & Ctori, 2023). In Indonesian Islamic education, the teaching of Arabic faces 

certain complexities because it serves dual purposes: facilitating religious understanding and 

developing communicative competence. However, traditional pedagogical approaches often 

fail to engage digital-native students who expect an interactive learning experience mediated 

by technology.  

Mobile-assisted language learning (MALL) has emerged as a promising pedagogical 

approach, offering flexibility, personalization, and multimodal content delivery that aligns 

with the preferences of contemporary learners (Widiananda et al., 2023). Research shows 

that mobile apps can significantly improve language acquisition by increasing engagement, 

providing direct feedback, and offering contextual learning opportunities (Widiananda et al., 

2023). The principles of gamification, when integrated into educational technology, have 

shown a positive effect on motivation and learning outcomes by incorporating game design 

elements such as points, levels, and direct rewards (Seventilofa, 2024). 

Despite extensive international research on digital language learning tools, there is a 

significant gap in contextually appropriate Arabic language learning applications for 

Indonesian Islamic high schools (Amadi & Sholikha, 2023). Most existing studies focus on 

the application of common language learning or Arabic language learning across different 

cultural contexts, with limited attention to the specific needs of Indonesian students with 

diverse educational backgrounds and curriculum requirements (Haq et al., 2024). 

Early observations and interviews in Islamic high schools reveal several critical 

problems: (1) learning media is limited to worksheets and photocopying; (2) the absence of 

a visualization tool for abstract Arabic grammatical concepts; (3) the unavailability of mobile 

applications that are aligned with the local curriculum and institutional context; (4) teacher-

centered teaching that results in passive learning; (5) low motivation due to monotonous 

teaching methods; and (6) lack of gamification elements in the learning process. 

These findings reflect a broader challenge in Arabic language education in Indonesia, 

where students often struggle because conventional pedagogical approaches fail to leverage 

available technologies. While students have smartphones and schools allow their use in 

education, these devices remain underutilized for Arabic language learning, creating a 

paradox between the availability of technology and its pedagogical applications. 

This study aims to: (1) analyze the needs of learning media for Arabic language teaching 

through a systematic needs assessment; (2) designing and develop a mobile application (An-

Nasr) based on the ADDIE model, combining the principles of multimedia and interactive 

gamification; and (3) evaluate the quality of the application through expert validation and 

user response assessment. 

Theoretically and practically, this research makes a significant contribution to the 

MALL literature through three main aspects. First, it provides empirical evidence of mobile 

app development tailored to specific cultural and curricular contexts in Islamic education. 

Second, it demonstrates the systematic application of the ADDIE model to create interactive 

learning media that address identified pedagogical gaps. Third, it offers insights into students' 

preferences and challenges in learning Arabic, which can inform future developments in 

educational technology in this context. 
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The study expands on previous research on digital Arabic learning media by integrating 

a comprehensive needs analysis, theoretical grounding in MALL and gamification principles, 

and a rigorous validation process (Laiya, 2025). In contrast to previous research that often 

focused only on product development, this study emphasizes theoretical foundations and 

systematic development processes that ensure pedagogical effectiveness and contextual 

suitability. 

 

METHOD 

This study employed a Research and Development (R&D) design guided by the 

ADDIE model, selected for its structured and iterative framework that supports systematic 

prototype refinement and expert validation before field deployment (Sanchez-García et al., 

2023). Consistent with standard practice in educational technology R&D, the present 

research was intentionally scoped to the first three stages: Analysis, Design, and 

Development to produce a validated prototype for future full-cycle implementation and 

effectiveness testing (Ramli et al., 2024; Ramli et al., 2024). This delimitation reflects 

methodological pragmatism rather than reduced rigor, ensuring strong foundational validity 

for subsequent research phases. 

The study was conducted in Islamic senior high schools implementing the 

Independent Curriculum for Arabic instruction, a context characterized by heterogeneous 

learner baselines. Participants included 15 Class X students and one Arabic teacher in the 

needs analysis phase, followed by two expert validators, a subject-matter specialist in Arabic 

education (M.Ag) and a media expert in educational technology (Ph.D. in Computer Science), 

during prototype validation. The development trial involved 12 Class X students with 

Android devices capable of installing the application, along with one Arabic teacher. 

Needs analysis data were collected through semi-structured interviews in two formats: 

(1) individual interviews with the Arabic teacher addressing curriculum enactment, 

instructional strategies, resource availability, and learning barriers; and (2) student Focus 

Group Discussions (FGDs) organized into three groups (n=5 each) to elicit technology use 

habits, learning preferences, and desired digital learning affordances. Interview protocols 

were theoretically anchored in the Technology Acceptance Model (TAM) and language-

learning needs frameworks to ensure the structured elicitation of pedagogical, technological, 

and contextual design determinants (Farros et al., 2022; Farros et al., 2022). All sessions were 

audio-recorded with consent, transcribed verbatim, and analyzed using thematic analysis to 

extract recurring design needs (Iyamu & Mutudi, 2022). 

Prototype validity was established via expert questionnaires, each comprising 15 items 

assessed on a 5-point Likert scale (Oducado, 2021; Oducado, 2021). The material validation 

instrument examined learning design, material scope, and linguistic appropriateness (5 items 

per dimension), while the media validation instrument evaluated interface appearance, 

technical programming, and interactivity quality (5 items per dimension), reflecting 

multidimensional quality assurance standards in digital learning development (Oducado, 

2021). 
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Table 1 

Score Criterion 

5 Highly Worth It 

4 Proper 

3 Quite Decent 

2 Less Worthy 

1 Not Eligible 

 

The validation instrument was developed using established quality criteria for 

educational media and reviewed for content validity by the research supervisor before 

administration. To ensure rigorous appraisal, validators were provided with the application 

prototype, supporting documentation, and an evaluation rubric two weeks before the 

scheduled validation session, enabling sufficient time for systematic review and rubric-based 

scoring. 

Feasibility and user-response evaluations were collected using structured 

questionnaires tailored to teacher and student roles. The teacher-response instrument 

comprised 17 items across five dimensions: ease of use (3 items), content quality (3 items), 

interactivity (4 items), design (3 items), and language suitability (2 items). The student-

response instrument also contained 17 items covering content quality (4), interactivity (3), 

usability (3), language (2), and feedback clarity (3). Both instruments employed a 5-point 

Likert scale, consistent with the validation rubric, to maintain scoring coherence across 

evaluation phases. 

Field trials were conducted for one week, during which participants used the 

application independently. Post-trial data were collected via Google Forms, yielding a 100% 

completion rate among teachers and students (n=12), all of whom met device-compatibility 

requirements. The full completion rate confirms strong data sufficiency for feasibility 

estimation. Eligibility scores were calculated using a percentage-based feasibility formula 

(Saiful & Yusoff, 2019). 

P = (Σx/Σxi) × 100% 

 

P  = percentage of eligibility, 

Left  = the number of scores obtained from respondents, and 

Sxi = the ideal maximum score amount. 

 

With the following eligibility interpretation categories: 

Table 2 

Score Criterion 

81-100% Highly Worth It 

61-80% Proper 

41-60% Quite Decent 

21-40% Less Worthy 

0-20% Not Eligible 
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Data analysis in this study was carried out using two approaches: quantitative and 

qualitative, to obtain a comprehensive understanding of the feasibility of the developed 

application. Quantitative analysis is applied to validation data and user responses using 

descriptive statistics, where the percentage of feasibility is calculated with the formula: 

 

Eligibility Percentage = (Score Obtained / Maximum Score) × 100% 

With the interpretation criteria following the set threshold: 

Table 3 

Score Criterion 

81-100% Highly Worth It 

61-80% Proper 

41-60% Quite Decent 

21-40% Less Worthy 

0-20% Not Eligible 

 

Qualitative analysis of interview data was conducted using thematic analysis within a 

six-phase framework: initial coding, theme identification, review, definition, and report 

production. Open-ended responses from validation and trial questionnaires were also coded 

and categorized to capture improvement suggestions and potential implementation 

challenges. The study obtained official approval from the school and applied strict ethical 

protocols, including informed consent from all participants and parental consent for students 

under 18. Anonymity and confidentiality were maintained, and students were informed that 

participation was voluntary and would not affect their academic performance or 

achievement. 

 

RESULT AND DISCUSSION 

Result 

Analysis of Arabic Learning Media Needs 

The needs analysis phase yielded critical empirical insights into students’ linguistic 

challenges, patterns of technology engagement, and expectations for the affordances of 

digital Arabic learning, forming the basis for evidence-driven design decisions. Data collected 

from 15 Class X students and one Arabic teacher served as triangulated input for formulating 

pedagogical, technological, and user-experience requirements in the development of the An-

Nasr mobile learning application. The analysis identified that grammar comprehension 

constituted the most significant learning barrier, with 53.3% (n=8) of students reporting 

qawāʿid (Arabic grammar) as their primary difficulty, followed by meaning comprehension 

(26.7%, n=4) and vocabulary acquisition (20%, n=3). This distribution corroborates 

contemporary findings that Arabic morphosyntactic complexity poses a persistent 

acquisition obstacle, particularly for learners unfamiliar with Semitic linguistic structures 

(Muna et al., 2024). The predominance of grammatical challenges signals a need for explicit 

rule presentation coupled with contextualized and interactive practice, directly informing the 
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prioritization of the qawāʿid explanatory module and structured in-app exercises in An-Nasr 

(Allen, 2019). 

A notable paradox emerged in students’ engagement with technology. Despite 53.3% 

(n=8) reporting prior use of Duolingo and 33.3% (n=5) having relied on translation 

applications for Arabic learning, 46.7% (n=7) indicated never using smartphones for Arabic 

study, with 40% (n=6) using them only rarely. Interestingly, mobile learning was 

simultaneously ranked as the most preferred learning format (40%, n=6), surpassing 

PowerPoint (26.7%, n=4) and worksheets (13.3%, n=2). This divergence reflects systemic 

inhibition rather than motivational deficit. Thematic interview analysis revealed three 

constraining factors: (1) lack of curriculum-aligned Arabic learning applications; (2) teachers’ 

uncertainty in integrating smartphone-mediated learning activities; and (3) students’ 

perceptions that existing applications fail to meet their curricular and linguistic needs. These 

findings extend the MALL implementation discourse by reaffirming that device access alone 

does not guarantee meaningful technology uptake without pedagogically aligned applications 

(Alisoy & Sadiqzade, 2024). 

Learners articulated strong expectations for interactive and formative learning 

affordances. Desired features included quizzes (33.3%, n=5), translation tools (26.7%, n=4), 

grammar explanations (26.7%, n=4), and audio support (13.3%, n=2), reflecting students’ 

awareness of the formative role of assessment and feedback in reinforcing language 

knowledge (Rahmawati et al., 2023; Rahmawati et al., 2023). All respondents (100%) 

emphasized the importance of interactivity, with 60% categorizing it as “necessary” and 40% 

as “very necessary,” aligning with constructivist assumptions that digital learning 

environments should enable active knowledge construction through meaningful interaction 

(Raturi, 2023; Raturi, 2023). Social learning preferences also favored collaboration, with 60% 

(n=9) selecting group learning, 26.7% (n=4) paired learning, and only 13.3% (n=2) 

independent learning, consistent with evidence demonstrating the effectiveness of 

collaborative learning in strengthening communicative competence in second language 

contexts (Rahayu et al., 2024). 

Students’ topic preferences further underscored the role of relevance and interest-

driven learning. Hobbies-related content was identified as most engaging (53.3%, n=8), 

followed by professions (26.7%, n=4), sports (13.3%, n=2), and daily activities (6.7%, n=1), 

reinforcing the principle that personally meaningful content enhances learner motivation and 

facilitates stronger learning outcomes in digital language environments (Johansen et al., 2023; 

Johansen et al., 2023). Teacher interviews revealed complementary instructional gaps, 

including heavy reliance on lecture methods and curriculum workbooks, limited capacity for 

differentiated instruction in mixed-ability classrooms, and persistent difficulty in teaching 

abstract grammar without visualization support. However, teachers also recognized students’ 

informal smartphone use as latent pedagogical potential, expressing interest in interactive 

media that can provide real-time feedback, multimodal explanations, and opportunities for 

independent practice beyond classroom hours, particularly to mitigate time limitations and 

reduce correction workload (Aflah & Fitriah, 2025; Aflah & Fitriah, 2025). 

The synthesis of findings resulted in five non-negotiable design imperatives for An-

Nasr: (1) grammar-focused content with multimodal rule representation; (2) interactive 

assessments with live feedback and gamification support; (3) multimodal content integration 

(text, audio, visuals, animations); (4) curriculum-aligned, interest-driven topics; and (5) 
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intuitive interface design accommodating varied levels of technology literacy. Collectively, 

these requirements ensure that application development decisions are anchored in 

empirically verified needs rather than in assumed preferences, while aligning with theoretical 

principles of MALL and gamified language-learning frameworks (Alisoy & Sadiqzade, 2024). 

 

An-Nasr Application Design and Development Process 

The development process follows the Analysis, Design, and Development phase of 

the ADDIE model, with each stage systematically built on an empirical foundation 

established through needs analysis. 

 

Stages of Analysis 
Beyond learner needs, the analysis phase incorporated two contextual determinants of 

development: curriculum specifications and learner background heterogeneity. A curriculum 

analysis of independent curriculum frameworks indicates a strong orientation toward 

student-centered instruction, cultivation of 21st-century skills, and flexible learning 

trajectories (Sebastian et al., 2025). The competency-based curriculum for Class X defines 

four core maharah (language skills): istimāʿ (listening), kalām (speaking), qirāʾah (reading), and 

kitābah (writing) while also delineating essential grammatical targets (fiʿl muḍāriʿ, ism fāʿil, etc.) 

and thematic units (hobbies, professions). Teachers reported supplementing official 

workbooks with Ministry of Religious Affairs materials to mitigate perceived content 

limitations, underscoring the pedagogical value of a curriculum-aligned digital application in 

reducing preparation load and strengthening instructional coherence. Consequently, these 

findings established content-development priorities that emphasize comprehensive 

competency coverage and grammatical rigor as foundational design principles. 

Student background analysis revealed pronounced heterogeneity in prior Arabic 

literacy and linguistic preparedness. MTs graduates possess foundational competencies in 

hijāʾiyyah recognition, basic lexicon, and introductory grammar, enabling them to engage with 

intermediate content. Conversely, many SMP graduates demonstrate limited fluency in 

Arabic script, with some struggling to decode Arabic text. This disparity necessitates multi-

level entry points and differentiated learning pathways. The proposed design solution 

integrates: (1) a foundational review module (hijāʾiyyah and basic vocabulary), (2) adaptive 

learning routes allowing users to bypass mastered content, (3) systematic scaffolding 

progressing from concrete exemplars to abstract qawāʿid, and (4) embedded linguistic 

supports (translation tools, glossary). This approach reflects sociocultural learning principles, 

particularly the Zone of Proximal Development (ZPD), which posits that effective digital 

language instruction must bridge disparate prior knowledge through structured scaffolding 

toward shared competency outcomes (Zhang et al., 2018). The findings affirm that equitable 

achievement of curricular objectives in heterogeneous classrooms requires technology 

designs that enable adaptive progression while preserving unified learning targets. 
 

Design Stage 
The design phase translates insights from the needs analysis into concrete development 

specifications through a set of interconnected activities that guide the systematic 

construction of the application. Content preparation is based on three primary sources: an 

official independent curriculum workbook that provides core material aligned with learning 
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objectives; Arabic textbooks published by the Ministry of Religious Affairs that offer 

complementary explanations and examples; and authentic materials, such as simple texts on 

hobbies and professions, to enhance relevance and learner engagement. Grammatical 

explanations are structured according to explicit instruction principles, including rule 

presentation, illustrative examples, guided practice, and independent application (Kizi, 2025). 

Each grammar topic includes clear definitions using appropriate linguistic terminology, 

structural patterns with color-coded morphological components, contextualized example 

sentences, and progressively sequenced practice exercises that move from introduction to 

production tasks. Vocabulary instruction is thematically organized around hobbies and 

professions identified in the needs analysis, with each unit presenting 15–20 target items, 

accompanied by Arabic text and transliteration, Indonesian translations, native-speaker audio 

recordings of pronunciation, contextual usage examples, and visual representations. 

Assessment development is designed in accordance with Bloom’s taxonomy by 

incorporating quiz items across multiple cognitive levels, including remembering through 

vocabulary recognition, understanding via translation tasks, applying grammatical patterns, 

and analyzing errors. Each quiz consists of 10–15 items with clear instructions, randomized 

answer options, real-time feedback displaying correct answers with brief explanations, and 

score reporting that categorizes achievement levels as excellent, good, fair, or needs 

improvement. Gamification elements are strategically integrated through a points system that 

rewards completion and accuracy, achievement badges for milestones such as module 

completion and perfect quiz scores, and visual progress-tracking features. These elements 

align with self-determination theory by supporting learner autonomy through the choice of 

learning paths, competence through explicit performance feedback, and connectedness 

through shareable achievements (Yadav, Nghiem, & Yadav, 2025). 

Multimedia asset collection is conducted with careful attention to supporting 

multimodal learning. Visual elements, including images and animations, are sourced from 

copyright-free repositories such as Pixabay and Pexels or custom-designed using graphic 

design software. Audio components include native Arabic speaker recordings for vocabulary 

and text pronunciation, neutral-paced narration for instructional explanations, and engaging 

sound effects for gamification features such as achievement notifications and correct-answer 

feedback. The selection and integration of multimedia elements follow principles of cognitive 

load theory, ensuring that visual and auditory resources reinforce rather than distract from 

learning objectives. Decorative graphics are intentionally minimized, while explanatory 

visuals such as grammatical diagrams and annotated sentence examples are prioritized to 

support comprehension. 

The application's overall navigation structure is planned through detailed flowcharts 

and storyboards that map the user experience from the entry point to all functional 

components. These flowcharts define the opening screen, main menu options including 

learning materials, quizzes, user guides, and settings, as well as module pathways, quiz 

sequences, and feedback screens. By establishing a clear, logical information architecture, 

flowcharts help prevent user disorientation and ensure smooth navigation throughout the 

application (Davis, 2019). A visual flowchart illustrates the complete design framework of 

the An-Nasr Arabic learning application. 
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Figure 1 Flowchart 

 

After completing the creation flowchart or a flowchart outlining the application's 

working process, the next step is to compile a storyboard. Storyboard provides screen-by-

screen visual specifications, including: layout composition (content placement, navigation 

buttons), color scheme (consistent with Islamic educational aesthetics while ensuring 

readability), typography (Arabic fonts optimized for mobile displays, appropriate sizes for 

different screen sizes), and interaction points (buttons, scrollable content, audio playback 

controls)(Purwanti, 2023). 

This comprehensive design documentation serves a dual purpose: to provide clear 

development guidelines and allow for supervisor review before beginning the resource-

intensive development phase (Kumar & Gouri, 2023). The systematic planning approach 

reflects instructional design best practices that emphasize thoughtful preparation rather 

than reactive improvisation (Morrison et al., 2019). 
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Development Stage 
The development stage transforms the design specification into a functional mobile 

app through a multi-phase technical process: 

 
Figure 2 Microsoft PowerPoint View 

 

The initial content assembly uses the familiar Microsoft PowerPoint interface, allowing 

for efficient slide creation and organization. This section features content organized 

hierarchically: main modules (grammar topics), sub-sections (explanations, examples, 

exercises), and individual learning units. Each slide is combined: a background design that 

establishes a visual identity, text content in Arabic and Indonesian formats that are 

appropriate, a static image to support the explanation, and placeholder elements for further 

refinement. 

 
Figure 3 Hyperlink Features 

 

The navigation buttons are implemented using PowerPoint's hyperlink functionality, 

allowing forward/backward movement between slides, returning to the main menu, 

controlling audio playback, and accessing translation overlays. This approach provides basic 

interactivity within PowerPoint's native capabilities before integrating advanced features. 

The iSpring Suite integration transforms static presentations into interactive multimedia 

experiences. Significant improvements include: iSpring Quiz Maker enables advanced 
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scoring features not available in basic PowerPoint, such as random question selection from 

a bank of items, branching logic (performance-based adaptive question sequence), detailed 

answer feedback with explanations, timed assessment tracking of completion speed, and 

comprehensive outcome reporting with performance analytics. 

 
Figure 4 iSpring Suite Integration 

 

Quiz questions are configured with multiple-choice formats for introductory tasks, 

blank-fill exercises for grammar, matching activities that connect vocabulary to 

definitions/images, and true/false items for comprehension checks. Each question includes 

a feedback message: a congratulatory text with a brief explanation for the correct response, 

constructive guidance that identifies misunderstandings for the wrong response. 

 
Figure 5 Multimedia Synchronization 

 

Audio narration is synchronized with the content on the screen using iSpring's timeline 

editor, ensuring that: vocabulary pronunciation plays when items appear, grammar 

explanations feature voiceovers coordinated with highlighted text, and sentence examples 

include audio playback with text that highlights following the rhythm of speech. 

Comprehensive testing occurs before finalization: all navigation paths are tracked to 

identify dead ends or circular loops, audio synchronization is verified across slides, quiz 
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functionality is tested for accurate scoring and appropriate feedback delivery, and display 

consistency is checked across various screen resolutions in PowerPoint presentation mode. 

Identified issues are documented and fixed regularly. For example, the initial audio 

playback sometimes interferes with navigation, solved by adjusting the trigger settings. Quiz 

feedback initially lacked an adequate explanation; this was addressed by expanding the 

response message. These iterative refinements reflect agile development principles that 

emphasize continuous testing and improvement (Beck et al., 2001). 

The completed PowerPoint presentation is published to HTML5 format using the 

iSpring converter, generating: a standalone HTML5 package containing all content, assets, 

and interactive elements; optimized media files (compressed audio and responsive images); 

and JavaScript code that enables quizzes and navigation functionality in web browsers. 

Publication settings are configured for balancing medium-quality file sizes with visual 

precision, customizing the player interface (Arabic-compliant color scheme, navigation 

controls), and mobile optimization that ensures responsive layout adaptation across different 

screen sizes. 

The HTML5 package is converted to the Android APK format using the Web 2 APK 

Builder, which enables installation on Android devices without an internet connection, 

integration with device features (e.g., local storage for progress tracking), and distribution via 

standard APK installation procedures. The conversion process involved: selecting the "Local 

HTML Website" option as the input of the HTML5 folder, configuring the app's metadata 

(name: "An-Nasr", version: 1.0, design icons displaying Arabic calligraphy), setting the 

display properties (full-screen orientation, corresponding screen size), and building the APK 

file through the platform's auto-compilation process. 

The resulting APK file (approximately 45 MB) is tested on various Android devices 

(versions 8.0-13.0, different manufacturers) to ensure consistent compatibility and 

functionality. Testing revealed no significant device-specific issues, confirming that the Web 

2 APK Builder's compatibility layer successfully manages platform variation. 

 

Repeated validation and refinement 

Important feedback informing improvements before user trials: 

Subject Matter Expert Validation: Subject matter experts (M.Ag in Arabic Language 

Education) evaluate content in three dimensions, providing quantitative ratings and 

qualitative feedback: 

 
Figure 6 Bar Diagram of Material Expert Validation Results 

92% 92% 92%

0%

20%

40%

60%

80%

100%

Learning Aspects Material Aspect Language Aspects

P
er

se
n

ta
se

Material Expert Validation Results



 Development of the An-Nasr Mobile Application to Enhance Independent Learning....| Khasan Aedi et al  

 

          |   
Vol. 9 No. 2, 2025 | 246-268 

Ta’lim al-‘Arabiyyah, P-ISSN: 2615-7241, E-ISSN: 2721-480X 

 

258 

Learning Aspects (92% - Very Feasible): Strengths include effective technology integration, 

clear instructions for use, and versatility across learning contexts. One of the weaknesses 

identified is limited support for self-paced learning, as the app's structured pathways offer 

inadequate opportunities for learner-directed exploration. Recommendation: Add an 

optional "challenge mode" with open-ended tasks that encourage the use of creative language 

outside of the specified exercise. 

Material Aspect (92% - Very Feasible): Alignment with the curriculum objectives and clear 

presentation are highly rated. Concerns arise regarding: (a) material adequacy – some 

grammar topics receive minimal coverage relative to their complexity; (b) Suitability of 

practical questions – some items assess memorization rather than applied comprehension. 

Specific feedback led to the revisions detailed in Table 11 of the original document. 

Language Aspects (92% – Very Feasible): Language use and vocabulary are appropriate, but 

some explanations exceed the student's comprehension level, using excessive linguistic 

terminology without adequate scaffolding. Recommendation: Simplify metalinguistic 

descriptions and provide concrete examples before introducing technical terms. 

Critical revisions based on subject matter expert feedback include: Corrected a 

vocabulary practice question from " رْْ
ُ
نْظ

َ
ىْ  أ

َ
وْرَةِْ  إِل الصُّ " (View image) to "ِْْوْرَة ىْهَذِهِْالصُّ

َ
رْْإِل

ُ
نْظ

ُ
أ

عَرَبِيَةِْ !
ْ
بِال قُلُْ

َ
ت اْ

َ
 'Dividing long istima ;(?See this picture! What do you say in Arabic) "مَاذ

(listening) texts into three shorter segments with appropriate comprehension questions 

reduces cognitive load and allows for focused listening exercises. 

Media experts (Dr. in Computer Science, specializing in Educational Technology) assess 

the technical and design dimensions: 

 
Figure 7 Bar Diagram of Media Expert Validation Results 
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include: (a) design consistency – some navigation icons lack visual coherence; (b) text 

readability – font size sometimes drops below the optimal range for mobile display (especially 
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Programming Aspect (92% - Very Decent): The app's responsiveness and compatibility across all 

Android versions are excellent. Navigation efficiency generally works well, though some multi-
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reliability shows one minor bug: progress tracking sometimes fails to save between sessions, 

which is addressed by applying more frequent autosave triggers. 

Interactivity Aspect (88% - Very Feasible): The use of interactive multimedia and the 

suitability of feedback are strong, but gamification features can be improved. Specific 

recommendations include: expanding the variety of achievement badges, adding visual 

progress indicators in the main menu, and implementing social features (an optional 

leaderboard for willing participants). 

The leading media expert's recommendation – increasing the quiz text size from 36pt 

to 40pt – was immediately implemented, significantly improving readability on a standard 

smartphone screen. 

 

 

Figure 8 Before Revision Figure 9 After Revision 

Evaluate Application Quality Through User Trials 

After expert validation and revision, the An-Nasr app underwent field trials with 

Arabic teachers and Class X students to assess its real-world usability and perceived 

effectiveness. 

Teacher's Response 

The evaluation of participating Arabic teachers showed a very high level of eligibility, 

with an overall 91% in the "Very Feasible" category, providing valuable insights into the 

pedagogical utility of the application and the potential for practical integration in the context 

of Arabic language learning in an educational setting. The results of the teacher's response 

questionnaire are shown in the following diagram. 

 
Figure 10 Bar Diagram of Teacher Response Questionnaire Results 
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Teachers recommended replacing text-dominant instructions with multimodal onboarding 

support, such as video tutorials or interactive guides, to reduce ambiguity. Usability friction 

was also reported in menu hierarchies that demand multiple taps to reach high-frequency 

features (e.g., quiz results, learning progress), a known limitation when functionality 

outweighs interface efficiency. This aligns with evidence that even feature-rich learning 

applications risk low adoption if affordances are not easily retrievable (Milla et al., 2024). 

The application achieved an excellent content-quality rating (87%), confirming 

strong curriculum alignment and instructional clarity. Teachers highlighted three core 

strengths: (1) comprehensive coverage of competency targets from the independent 

curriculum, (2) structured scaffolding from basic to intermediate grammatical concepts, and 

(3) sufficient practice activities to consolidate language skills. Lower ratings emerged only in 

relation to teachers’ requests for differentiated enrichment content, including advanced-level 

challenges for high achievers and more authentic reading texts beyond constructed examples, 

reflecting the need to balance curricular completeness with differentiation in heterogeneous 

classrooms (Widiananda et al., 2023). 

Teachers rated the interactivity dimension at 100%, validating its pedagogical efficacy 

in shifting learners from passive recipients to active participants. Gamified quizzes 

demonstrated substantial motivational impact, evidenced by students’ social comparison of 

badges and achievement indicators, and the application was perceived as effective for 

extending independent practice beyond classroom hours. This supports findings that 

interactive multimedia, when pedagogically structured, amplifies learner engagement and 

learning outcomes (Seventilofa, 2024). 

Visual design also achieved a 100% rating, indicating a successful balance between 

aesthetic appeal and functional sustainability. Teachers valued the age-appropriate interface, 

readable typography for Arabic and Indonesian text, and optimized font sizing for mobile 

screens, reinforcing that adherence to visual design principles strengthens long-term usability 

and adoption (Sebastian et al., 2025).  

Language suitability was rated 90%, with teachers noting occasional assumptions of 

prior knowledge in grammar explanations, signaling a need for additional scaffolding and 

self-regulated learning supports, consistent with previous research on self-regulation and 

knowledge activation in digital learning environments (Toharudin, 2023). Overall, the 

aggregated teacher evaluation score of 91% demonstrates that An-Nasr meets core 

pedagogical and usability requirements and has strong potential for sustained adoption. 

Importantly, teachers expressed willingness for continued integration and future 

effectiveness studies, indicating authentic perceived value rather than nominal approval. 

 
Student Responses 

Student evaluations (77% overall – Feasible) reveal strengths and areas that need 

improvement from the perspective of the leading end-user. The following diagram visually 

displays the percentage of feasibility for each evaluation component carried out by the 

respondents. 
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Figure 11 Bar Diagram of Student Response Questionnaire Results 

 

Students evaluated the application’s content quality as generally aligned with 

curriculum objectives and largely comprehensible, supported by clear examples that 

strengthened conceptual understanding (83%) and acceptable curriculum relevance (77%), 

yielding an overall content rating of 76%. However, students reported uncertainty about how 

the four maharah istimāʿ, kalām, qirāʾah, and kitābah are operationalized within learning 

tasks (72%), and partial opacity in grammatical explanations (73%), revealing that validated 

material (experts: 92%) may remain linguistically or cognitively inaccessible to some learners. 

This gap reaffirms that academic soundness does not guarantee learner accessibility, 

underscoring the need for user-centered design in educational technology (Ilin, 2022). 

Interactivity ratings reflected nuanced learner expectations. Although students 

enjoyed gamified features (83%) and recognized their motivational appeal, perceived 

engagement (68%) and active participation (77%) varied, indicating that interactivity without 

meaningful agency can limit involvement. Students described learning flows as guided but 

not sufficiently participatory, echoing findings that structured instruction benefits beginners 

but may reduce perceived autonomy (Cody et al., 2020). Usability was rated positively overall 

(78%), with navigation considered clear (77–80%). However, interviews surfaced non-critical 

interface frictions, including feature discoverability, progress-tracking confusion, and quiz-

to-material re-entry issues, all consistent with the principle that interfaces should demand 

minimal cognitive load (Stuart & Stuart, 2024). 

Language suitability achieved the highest learner rating (80%), suggesting appropriate 

linguistic calibration (82%) and sufficient vocabulary variation (78%), yet minor lexical 

barriers persisted for some SMP-background learners, underscoring a need for expanded 

linguistic scaffolding. The overall student eligibility score of 77% (“Decent”), lower than the 

expert and teacher evaluations (91–92%), reflects expectation asymmetry, trial duration 

limits, heterogeneous literacy baselines, and possible questionnaire fatigue, reinforcing the 

need for multi-stakeholder evaluation to capture learner realities beyond expert judgment. 

Comparative Analysis and Overall Quality Assessment 
A synthesis of expert validation and user trial data reveals a comprehensive overall 

quality profile of An-Nasr's app, where all stakeholder groups, subject matter experts, media 

experts, teachers, and students rate the app at least in the "Feasible" category, thus 
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confirming the fulfillment of the required basic quality standards. Consistent strengths 

identified across the evaluation include curriculum-appropriate content coverage, effective 

multimedia integration supporting multimodal learning, adequate interactivity to increase 

engagement beyond static materials, and generally exemplary technical implementation 

without significant functionality issues. 

Nonetheless, ranking variations across stakeholder groups provide nuanced insights 

into different perspectives, as shown in the following diagram: 

 

 
Figure 12 Bar Chart of Overall Assessment Results 

 

This variation reflects a legitimate difference in evaluation priorities rather than a 

contradiction, as a comprehensive quality assessment requires a pluralistic perspective in 

which each stakeholder group contributes unique insights, as articulated by Mazza & Azzali 

(2025). 

The combined average of 87.75% in the "Highly Feasible" category represents a 

weighted synthesis taking into account all stakeholder inputs, which shows that An-Nasr's 

application successfully meets the established quality criteria across the dimensions of 

content, technical implementation, and user acceptance, thus demonstrating readiness for 

wider implementation while recognizing specific areas that require continuous refinement. 

An-Nasr's application quality metrics are in line with previous Arabic learning media 

development studies, as seen from multimedia development Suryani & Ishartiwi (2024), 

which achieved a content expert rating of 4.45-4.5 and a media expert rating of 4.34-4.95 in 

the "Excellent" category, as well as mobile interactive media that achieved 88% expert 

validation for media and 87% for material (Manahijassu'ada et al., 2023), both of which are 

very much in line with the results of An-Nasr's validation. Consistency across these studies 

suggests that the systematic application of development models such as ADDIE, combined 

with rigorous validation processes, can be relied upon to produce high-quality educational 

technologies. Yet, the variation in student responses across the study, ranging from 77% to 

85%, underscores the importance of user-centric refinements beyond mere expert validation. 
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Discussion 
The needs analysis confirms that grammar mastery is the most persistent obstacle in 

secondary Arabic learning, with over half of learners (53.3%, n=8) identifying qawāʿid as their 

primary difficulty. This supports evidence that Arabic’s morphosyntactic complexity creates 

a structural acquisition barrier for non-Semitic language learners (Muna et al., 2024) and 

reinforces the pedagogical need for explicit rule instruction combined with contextualized, 

interactive practice (Allen, 2019). The prototype design of An-Nasr, which prioritizes a 

structured qawāʿid module, is therefore theoretically and empirically justified. 

A key contribution of this study lies in identifying a systemic paradox in technology 

adoption: while many students had previously used language apps (Duolingo: 53.3%; 

translation apps: 33.3%), nearly half reported never using smartphones for Arabic learning 

(46.7%, n=7). However, mobile learning remained the most preferred learning format (40%, 

n=6), suggesting that low usage is not caused by motivation, but by lack of curriculum-

aligned MALL (MALL) applications and limited teacher confidence in smartphone-mediated 

learning integration. This aligns with prior assertions that technology availability does not 

guarantee learning uptake without pedagogical alignment and perceived usefulness (Alisoy & 

Sadiqzade, 2024). 

Although expert validators rated content feasibility at 92%, students' perceptions of 

content accessibility were lower (76%), suggesting that academic validity does not 

automatically ensure learner comprehensibility (Ilin, 2022). Students expressed uncertainty 

regarding skill integration across the four maharah (72%). They found some grammar 

explanations unclear (73%), confirming that linguistic scaffolding and skill-alignment 

signaling must be made more explicit, especially for learners with limited prior Arabic literacy. 

This finding reinforces the importance of multi-stakeholder evaluation and learner-centered 

refinements beyond expert judgment. 

The interactivity dimension achieved 100% teacher approval and 83% student 

enjoyment, validating the motivational impact of gamified assessments, live feedback, and 

multimedia interaction (Seventilofa, 2024). However, lower engagement ratings (68%) 

indicate that interactivity without meaningful agency can reduce perceived autonomy, 

particularly when learners feel confined to predetermined learning paths (Cody et al., 2020). 

Usability results (78%) further show that navigation hierarchies and progress-tracking clarity 

must be simplified, consistent with the principle that interfaces should require minimal 

cognitive effort to operate (Stuart & Stuart, 2024). 

Overall, the prototype demonstrates acceptable student feasibility (77%) and high 

teacher feasibility (91%), reflecting a legitimate expectation asymmetry between students and 

educators, in which learners may benchmark digital learning tools against commercial gaming 

experiences rather than pedagogical criteria alone. Similar variations have been reported in 

prior learning-media R&D, reinforcing that expert-validated ADDIE prototypes are reliable 

foundations for educational app development, yet must be complemented by iterative, user-

centered optimization to address learner heterogeneity. 

The findings also highlight an essential instructional-design implication regarding the 

nature of grammar learning in MALL environments. Because Arabic grammar is a high-

intrinsic-cognitive-load domain, expert validation alone cannot predict whether learners can 

process explanations efficiently during independent mobile use. The gap between expert 

feasibility (92%) and student accessibility (76%) indicates the presence of extraneous load 
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induced by presentation density and implicit skill mapping, rather than conceptual invalidity. 

This aligns with cognitive-load assumptions in digital learning, where complex rule-based 

language systems require not only explicit instruction but also progressive scaffolding, 

segmentation, and clear maharah–task signaling to enable schema construction across 

heterogeneous learners. 

Furthermore, the observed agency deficit in interactivity scores (teacher 100% vs. 

student engagement 68%) suggests that learners differentiate between interaction and 

autonomy. While gamified quizzes successfully generate affective engagement, sustained 

behavioral engagement depends on whether students feel empowered to navigate, skip, or 

revisit learning paths according to their competence level. This supports sociocultural 

assertions that scaffolding must adapt to learner entry points within the zone of proximal 

development (ZPD), ensuring equitable competence attainment without suppressing 

autonomy perception. Therefore, future iterations should emphasize adaptive pathways, 

transparent progress dashboards, optional review loops, and lightweight, multimodal 

guidance to convert enjoyable interactions into meaningful, self-directed learning 

participation, thereby strengthening both uptake and instructional usability. 

 

CONCLUSION 

This study successfully developed and validated the An-Nasr mobile application for 

Arabic language learning by systematically applying the Analysis, Design, and Development 

stages of the ADDIE model. Grounded in empirical needs analysis and relevant theoretical 

frameworks, the development process resulted in an interactive multimedia application that 

achieved an overall quality score of 87.75%, categorized as very feasible based on expert and 

user evaluations. The findings demonstrate that integrating multimedia learning principles 

with Arabic pedagogy in an Islamic educational context can produce a pedagogically sound 

and technologically effective Mobile-Assisted Language Learning (MALL) application. 

The An-Nasr application offers a practical, context-sensitive solution to several 

persistent challenges in Arabic language instruction, including limited access to interactive 

media, inadequate visualization of grammatical concepts, and low learner engagement with 

conventional teaching methods. Its offline functionality and user-friendly interface enable 

effective implementation in resource-limited educational settings. Nevertheless, this study 

has notable limitations, particularly the restriction of the development process to three 

ADDIE stages, the small sample size, and the single-institution research context, which 

collectively constrain the comprehensive assessment of learning effectiveness and the 

generalizability of the findings. 

Future research should address these limitations by completing the Implementation 

and Evaluation stages of the ADDIE model through controlled experimental and 

longitudinal studies across diverse institutional settings. Further development should also 

incorporate adaptive learning pathways, enhanced social learning features, teacher-learning 

analytics, and expanded instructional content. From a theoretical perspective, future studies 

are encouraged to examine the relationships between MALL design elements, multimedia 

integration, gamification, and Arabic language learning outcomes. Overall, the An-Nasr 

application not only contributes a practical instructional tool but also provides a replicable 

development framework for designing culturally and pedagogically appropriate MALL 

applications in Islamic education contexts. 



Development of the An-Nasr Mobile Application to Enhance Independent Learning....| Khasan Aedi et al 

 

                                                                                                                              |          
Vol. 9 No. 2, 2025 | 246-268 

Ta’lim al-‘Arabiyyah, P-ISSN: 2615-7241, E-ISSN: 2721-480X 
265 

ACKNOWLEDGMENT 

The author is grateful to Allah SWT for making this research possible. Special thanks 

to the research supervisors, Mr. Khasan Aedi, M.Si., and Mr. Erfan Gazali, M.Si., for their 

guidance during the development process. Appreciation was expressed to the validators, Mr. 

Hasan Saefuloh, M.Ag. (material expert), and Dr. Darwan, M.Kom. (media expert), for 

thorough evaluation and constructive feedback. The author would like to thank Mrs. Nursiti 

Juwita Kusumah, S.Pd. (Principal) for the research permit, Mrs. Rifa'atul Mahmudah, S.Pd. 

(Arabic teacher) for the collaboration, and Class X students who participated as research 

subjects. All contributions significantly improve the quality of this research.  

 

AUTHOR CONTRIBUTIONS STATEMENT 

KA contributes to the conceptualization of research, methodological supervision, 

and manuscript review. MN is responsible for the needs analysis, design, and development 

of the An-Nasr application, data collection and analysis, and the preparation of the initial 

script. EG contributes to research methodology, application development oversight, 

verification of findings, and revision and editing of final manuscripts. All authors verify and 

approve the final published version. 

 

REFERENCES 

Aflah, M. N., & Fitriah. (2025). Optimalisasi Pembelajaran Interaktif dengan Teknologi 

Multimedia untuk Meningkatkan Keterampilan Guru Menggunakan Media 

Pembelajaran. Jurnal SOLMA, 14(2), 2782–2787. https://doi.org/10.22236  

Alisoy, H., & Sadiqzade, Z. (2024). Mobile-Assisted Language Learning (MALL): 

Revolutionizing Language Education. Luminis Applied Science and Engineering, 1(1), 60–

72. https://doi.org/10.69760/lumin.202400002  

Allen, R. (2019). Review of the book Arabic as One Language: Integrating Dialect in the 

Arabic Language Curriculum ed. by Mahmoud Al-Batal. Al-ʿArabiyya: Journal of the 

American Association of Teachers of Arabic, 52, 159-162. Retrieved from 

https://muse.jhu.edu/article/747372  

Amadi, A. S. M., & Sholikha, D. W. (2023). Perkembangan Pendidikan Bahasa Arab di Era 

Digital : Sistematic Literature Review Perkembangan Pendidikan Bahasa Arab di Era 

Digital : Jurnal Motivasi Pendidikan Dan Bahasa, 1(3), 30 1–309. 

https://journal.widyakarya.ac.id/index.php/jmpb-widyakarya/article/view/1112  

Cody, C., Maniktala, M., Warren, D., Chi, M., & Barnes, T. (2020). Does autonomy help 

Help? The impact of unsolicited hints on help avoidance and performance. Proceedings 

of the 13th International Conference on Educational Data Mining, EDM 2020, Edm, 591–595. 

Davis, W. S. (2019). Data flow diagrams. doi:10.1201/9781420049107-24 

Farros, H., Shinta, A., Zaid, Z., & Pasca Al Bahy, M. (2022). Evaluating the Effect of EFL 

College Students’ Intention To Utilize Mobile English Vocabulary in The Learning 

Process: A TAM Framework. VELES Voices of English Language Education Society, 6(1), 

91–101. https://doi.org/10.29408/veles.v6i1.5277  

Haq, A. Z., Akmansyah, M., Erlina, E., & Koderi, K. (2024). Technology integration in arabic 

language learning: A literature review on the effectiveness of e-learning and mobile 

applications. Journal of Research in Instructional, 4(2), 481–494. 

https://doi.org/10.30862/jri.v4i2.473  

https://doi.org/10.22236
https://doi.org/10.69760/lumin.202400002
https://muse.jhu.edu/article/747372
https://journal.widyakarya.ac.id/index.php/jmpb-widyakarya/article/view/1112
https://doi.org/10.29408/veles.v6i1.5277
https://doi.org/10.30862/jri.v4i2.473


 Development of the An-Nasr Mobile Application to Enhance Independent Learning....| Khasan Aedi et al  

 

          |   
Vol. 9 No. 2, 2025 | 246-268 

Ta’lim al-‘Arabiyyah, P-ISSN: 2615-7241, E-ISSN: 2721-480X 

 

266 

Hennelly, M. L., & Ctori, I. (2023). GLOBAL EDUCATION MONITORING REPORT 

Technology in education. In Community Eye Health Journal (First edit, Vol. 35, Issue 114). 

GLOBAL EDUCATION MONITORING REPORT. 

Ilin, V. (2022). The role of user preferences in engagement with online learning. E-Learning 

and Digital Media, 19(2), 189–208. https://doi.org/10.1177/20427530211035514  

Iyamu, T., & Mutudi, M. (2022). Challenges and Mitigation Strategies in the Use of the Semi-

Structured Interview Technique. Proceedings of the 15th IADIS International Conference 

Information Systems 2022, IS 2022, 99–107. 

https://doi.org/10.33965/is2022_202201l012  

Johansen, M. O., Eliassen, S., & Jeno, L. M. (2023). “ Why is this relevant for me ?”: 

increasing content relevance enhances student motivation and vitality. Frontiers in 

Psychology, 14(September), 1–12. https://doi.org/10.3389/fpsyg.2023.1184804 

Jug, R., Jiang, X. S., & Bean, S. M. (2019). Giving and receiving effective feedback a review 

article and how-to guide. Archives of Pathology and Laboratory Medicine, 143(2), 244–250. 

https://doi.org/10.5858/arpa.2018-0058-RA  

Kizi, K. N. M. (2025). BEST PRACTICES AND APPROACHES IN TEACHING 

GRAMMAR. Advances in Science and Education, 01(04), 6–8. 

https://doi.org/10.70728/edu.v01.i04.002  

Kumar, M. P., & Gouri, M. H. (2023). FEASIBILITY STUDY & INPUT/OUTPUT FORM 

DESIGN (1st ed.). Feasibility Study & Input/ Output Form Design. https://doi.org/I: 

https://doi.org/10.52458/9788196869434.2023.eb.grf.ch-12  

Kurnia, S., & Nawaningtyas, N. (2024). Analisis Interaksi Pengguna dalam Desain User 

Interface dan User Experience yang Lebih Baik Menggunakan Metode Heuristik. Jurnal 

Teknik Mesin, Industri, Elektro Dan Informatika, 3(4), 113–119. 

https://doi.org/10.55606/jtmei.v3i4.4433  

Laiya, F. F. S. (2025). Design and Implementation of Gamification-Based Arabic Language 

Learning Materials through the Quizizz Application to Enhance Students’ Motivation 

and Interactivity. Albariq: Jurnal Pendidikan Bahasa Arab, 6(1), 111–135. 

https://doi.org/10.24239/albariq.v6i1.118  

Manahijassu’ada, S., Maryono, D., & Efendi, A. (2023). Mobile Based Interactive Media 

Development for Increasing Interest in Learning Arabic in Class V Students at MI 

Roudlotul Ulum Suwawal. Journal of Informatics and Vocational Education (JOIVE), 6(3), 

99–103.  

Mazza, T., & Azzali, S. (2025). Stakeholders’ involvement in economics and management 

programs quality assurance. Quality Assurance in Education, 33(1), 47–61. 

https://doi.org/10.1108/QAE-11-2023-0193  

Milla, D., Zulkipli, Sahar, A., Reliubun, A. S., & Amri, H. (2024). Penerapan Teknologi 

Pendidikan: Menghadapi Kendala, Menciptakan Solusi. IMEIJ-Indo-MathEdu Intellectuals 

Journal, 5(6), 7416–7425. https://doi.org/http://doi.org/10.54373/imeij.v5i6.2109 

7416 

Morrison, G. R., Ross, S. M., Morrison, J. R., & Kalman, H. K. (2019). Design Effective 

Instruction (8th ed.). Willey. 

Muna, Z. T., Fadhilah, F. N., Rachmawati, A. E., & Setiawan, A. (2024). Ta ’ lim al - ‘ 

Arabiyyah : Jurnal Pendidikan Bahasa Arab dan Kebahasaaraban CHALLENGES IN 

https://doi.org/10.1177/20427530211035514
https://doi.org/10.33965/is2022_202201l012
https://doi.org/10.5858/arpa.2018-0058-RA
https://doi.org/10.70728/edu.v01.i04.002
https://doi.org/10.52458/9788196869434.2023.eb.grf.ch-12
https://doi.org/10.55606/jtmei.v3i4.4433
https://doi.org/10.24239/albariq.v6i1.118
https://doi.org/10.1108/QAE-11-2023-0193
https://doi.org/http:/doi.org/10.54373/imeij.v5i6.2109


Development of the An-Nasr Mobile Application to Enhance Independent Learning....| Khasan Aedi et al 

 

                                                                                                                              |          
Vol. 9 No. 2, 2025 | 246-268 

Ta’lim al-‘Arabiyyah, P-ISSN: 2615-7241, E-ISSN: 2721-480X 
267 

ARABIC LANGUAGE INSTRUCTION : EVALUATING THE. Ta’lim Al-

‘Arabiyyah: Jurnal Pendidikan Bahasa Arab Dan Kebahasaaraban, 8(1), 56–72. 

Oducado, R. M. (2021). Survey Instrument Validation Rating Scale. SSRN Electronic Journal, 

2005. https://doi.org/10.2139/ssrn.3789575  

Purwanti, S. (2023). Storyboard Design of Android-Based Learning Multimedia Integration 

Application Using Standard Process Tutorial Model. PIKSEL : Penelitian Ilmu Komputer 

Sistem Embedded and Logic, 11(1), 1–10. https://doi.org/10.33558/piksel.v11i1.5893  

Putri, AA, Thalib, DFAS, Naifah, N., & Alshaer, A. (2025). Pengembangan Media  

Pembelajaran Video Animasi Berbasis TPACK untuk Meningkatkan Penguasaan 

Kosakata Bahasa Arab. Ta'lim Al-'Arabiyyah: Jurnal Pendidikan Bahasa Arab & 

Kebahasaaraban , 9 (2), 190–206. https://doi.org/10.15575/jta.v9i2.46054 

Rahayu, P. I. N., Utami, A. Y., Nasution, A. A. E., Nuraini, Siregar, K. R., & Daulay, M. A. 

J. (2024). Penerapan Pembelajaran Kolaboratif Dalam Mata Kuliah Bahasa Indonesia 

tradisional yang berpusat pada dosen . Metode ini menekankan pada ceramah dan 

pemberian. Bhinneka : Jurnal Bintang Pendidikan DanBahasa, 2(3), 139–151. 

https://doi.org/10.59024  

Rahmawati, N. I., Fajriani, D., Suriyanto, B., Hidayat, A., & Ngundiati, N. (2023). 

Penggunaan Quizizz Sebagai Media Asesmen Formatif Untuk Meningkatkan Minat 

Belajar Ekonomi Materi Sistem Pembayaran. Innovative: Journal Of Social Science Research, 

3(2), 7236–7248. http://j-innovative.org/index.php/Innovative/article/view/1149  

Ramli, N., Hashim, M. E. A. H., & Prameswari, N. S. (2024). Methodology Used to Develop 

Prototypes of Augmented Reality Teaching Instruments: A Structured Review. Journal 

of Advanced Research in Applied Sciences and Engineering Technology, 57(4), 74–87. 

https://doi.org/10.37934/araset.57.4.7487  

Raturi, S. (2023). A Social Constructivist Approach to E-Learning: Methodologies and 

Challenges. BSSS Journal of Education, XII(1), 78-90. doi:10.51767/je1206 

Rufaiqoh, E., Hasanah, M., Syuhadak, S., Asy'ari, H., & ElJack Ibrahim, NI (2024).  

Pembelajaran Berbasis Masalah (PBL) dalam Pembelajaran Menulis Opini Bahasa 

Arab. Ta'lim Al-'Arabiyyah: Jurnal Pendidikan Bahasa Arab & Kebahasaaraban , 8 (2), 249–

263. https://doi.org/10.15575/jpba.v8i2.38579  

Saiful, M., & Yusoff, B. (2019). ABC of Content Validation and Content Validity Index Calculation. 

11(2), 49–54. https://doi.org/10.21315/eimj2019.11.2.6  

Saepurrohman, A., Yunus, BM, Musthafa, I., Sunarya, Y., Ummah, W., & Setiawan, R. (2024).  

Mengintegrasikan Model Pembelajaran Kooperatif Team Game Tournament dan 

Media Kokami untuk Menumbuhkan Kemampuan Berbicara Bahasa Arab. Ta'lim Al-

'Arabiyyah: Jurnal Pendidikan Bahasa Arab & Kebahasaaraban , 8 (2), 334–349. 

https://doi.org/10.15575/jpba.v8i2.40658 

Sanchez-Garcia, J. R., Galeana-Victoria, L. G., Flores-Azcanio, N. P., & Sánchez-Vázquez, 

E. (2023). ADDIE model as a methodology for the design of distance courses. Revista 

de Tecnología Informática, 10(30), 16–26. https://doi.org/10.35429/jit.2023.30.10.16.26  

Sebastian, P., Klaus, O., & Florian, B. (2025). Curriculum Development for Lifelong 

Learning : Preparing Students for an Uncertain Future through Critical Thinking and 

Problem-Solving Skills 2 . Lifelong learning in the 21st Century 3 . The Role of Critical 

Thinking and Problem-Solving in Lifelong Lear. Frontiers in Psychology., 1–10. 

https://doi.org/10.2139/ssrn.3789575
https://doi.org/10.33558/piksel.v11i1.5893
https://doi.org/10.59024
http://j-innovative.org/index.php/Innovative/article/view/1149
https://doi.org/10.37934/araset.57.4.7487
https://doi.org/10.15575/jpba.v8i2.38579
https://doi.org/10.21315/eimj2019.11.2.6
https://doi.org/10.35429/jit.2023.30.10.16.26


 Development of the An-Nasr Mobile Application to Enhance Independent Learning....| Khasan Aedi et al  

 

          |   
Vol. 9 No. 2, 2025 | 246-268 

Ta’lim al-‘Arabiyyah, P-ISSN: 2615-7241, E-ISSN: 2721-480X 

 

268 

https://doi.org/10.2139/ssrn.5018480  

Seventilofa, I. G. N. O. (2024). Dampak Gamifikasi Dalam Pembelajaran Bahasa Inggris. Al-

Aqlu: Jurnal Matematika, Teknik Dan Sains, 2(1), 31–35. 

https://doi.org/10.59896/aqlu.v2i1.44  

Suryani, L., & Ishartiwi. (2024). Pengembangan Multimedia Pembelajaran Bahasa Arab 

Untuk Mahasiswa Uin Sunan Kalijaga Yogyakarta. Jurnal Inovasi Teknologi Pendidikan, 

1(1), 65–83. https://doi.org/10.21831/tp.v1i1.2460  

Toharudin, U. (2023). Peran Prior Knowledge Dalam Self Regulation Siswa. Jurnal Bioedukasi, 

6(1), 231–240. https://doi.org/10.33387/bioedu.v6i1.5977  

Widiananda, S., Rabbani, Z. I., & Darmawangsa, D. (2023). Mobile-Assisted Language 

Learning Dalam Pembelajaran Keterampilan Menyimak Bahasa Asing: Sebuah Tinjauan 

Pustaka. Jurnal Educatio FKIP UNMA, 9(1), 114–122. 

https://doi.org/10.31949/educatio.v9i1.4075  

Yadav, R., Nghiem, X.‐H., & Yadav, M. (2025). Gamification Elements in Language-

Learning Chatbots. Advances in computational intelligence and robotics book series 

doi:10.4018/979-8-3693-9974-3.ch002  

Zhang, S., Lai, W., Song, J., Yu, X., Liao, X., & Hao, J.-D. (2018). Scaffolding Instruction 

Design Research Based on Zone of Proximal Development of Learning Community. 

doi:10.1109/EITT.2018.00061  

 

 

https://doi.org/10.2139/ssrn.5018480
https://doi.org/10.59896/aqlu.v2i1.44
https://doi.org/10.21831/tp.v1i1.2460
https://doi.org/10.33387/bioedu.v6i1.5977
https://doi.org/10.31949/educatio.v9i1.4075

