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Abstract:- The aims of this study is developping an 

android application with "Adobe Animated CC", which is 

named "Best French", and to knowing the level of 

appropriateness of the media based on experts as an 

alternative to learning French during the pandemic. This 

development research used a 4-D model of development 

which consists of four stages, namely definition, design, 

development, and dissemination. The stages of the 

analysis took use of theoretical studies and field analysis 

through questionnaires and interviews with lecturers 

and students of the French Education program at the 

Universitas Negeri Medan.  During the global covid-19 

pandemic, it found students are not organizing in their 

learning process. Lecturers as teaching staff are also 

very overwhelmed with the online learning process, 

especially learning writing skills. Based on this analysis, 

interactive multimedia was developed to improve the 

production ability of avancé ecrite with the theme of texte 

du procédure during the learning process at home. Based 

on the suggestions of lecturers, students, and expert 

validators, the product developed into an android-based 

application with the name "Best French", which is easily 

accessible, easy to learn by the applicable project, and 

expected to be one of the learning media for 

production ecrite avancé during the study period at 

home during the pandemic. The results score of media 

validation is 90.4, and material validation is 89.4. It 

means developed learning media "Best French" received 

a good response from students in practicing the texte du 

procedure questions. It implies that the product of this 

study will become one of the alternative learning media 

to improve French writing skills.  

 

Keywords:- Adobe Animated CC, Texte du Procédure, 

Pandemic. 

 

I. INTRODUCTION 

 

The implementation of French language learning aims 

for students to gain experience using the French language 

adequately, both orally and in writing. The Center Européen 

Commun Réfé-rencespourles Languages (CECRL) says 

learning French with a communicative approach puts more 

emphasis on acquiring communicative competence. 

Linguistic competence manifests through the provision of a 

model discourse that contains the form and meaning of 

various speeches (annoncésé de pulsé grammar). 

 

However, student responses to the needs analysis 
questionnaire for the Production Écrite Intermediare course, 

which is one of the compulsory subjects in the third 

semester, that is the aspect of methods and learning aids a 

"sufficient" score was obtained with the statement that 

during the Covid 19 pandemic, which had been one year of 

lectures and online learning with all the obstacles that both 

internal and external make learning less interesting, provide 

less clarity about the material being studied, and does not 

take place interactively. The need for interactive media and 

learning aids for students to understand because the 

illustrations provided are not always adequate, not 
continuous, for the mastery of French grammar in context. 

This fact has an impact on the existence of some students 

who do not master the French grammar that has been 

studied. It indicates the existence of a "C" score in the final 

exam results for the last odd semester. 

 

In the fourth semester, French language education 

students meet with the Production Écrite Avancée course, 

which is a course that requires students to be able to write 

texts with the correct structure and linguistic rules. Writing 

skills are the last and most difficult skill to master compared 

to other language skills. Although writing skills are 
considered the most difficult and complex language skills, 

these writing skills are important for students and even all 

language learners to master. Writing is the ability to express 

ideas, opinions, and feelings to others through written 

language. The accuracy of expressing ideas must support by 

the accuracy of the language used, vocabulary, grammar, 

and the use spelling. Good and quality writing is a 

manifestation and involvement of good thinking or 

reasoning activities. It means that a writer must develop 

ways of thinking rationally. The ability to write is 

essentially the result of a process. The process in question is 
writing practice. The more practice, the more likely students 

can write, especially in terms of using diction and language 

structure. When doing writing activities, students are 

required to think about expressing their ideas based on the 

schemas, knowledge, and experiences they have in writing. 

These activities require seriousness to process, organize, and 

calculate critically the ideas that are poured out in the form 

of writing or essays. Researchers choose writing skills based 

on considerations in the teaching and learning process 

writing skills are important because what determines student 

success in the learning process is largely determined by 
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writing ability. It can be a benchmark for students' language 

skills. Students are required to be skilled in writing and to 

pour ideas into writing. 

 

Thus, one of the efforts to increase students' mastery of 

writing skills in French is the realization of research that 

results in an android-based interactive learning multimedia 

product that is effective and feasible to use to improve 

students' writing procedural text skills which can use online 
or offline. The two procedures can use to write good 

grammar, which must master, among others: L’article 

partitif and le mode impératif présent become the aspect to 

be measured.   

 

Related to student responses and learning procedure 

text in the La Recette theme on the textbooks and teaching 

media used, the problems raised in this study are: (1) 

learning French procedural texts using the inductive method 

still having difficulty finding and inferring the meaning and 

function of the French past tense in the discourse they are 
learning; (2) the lack of illustrations of visual symbols 

supporting the understanding of the past in the textbooks 

used have caused students to have difficulty creating a film 

image of the function of impartiality; (3) the students' lack 

of mastery of the past tense of French if the explanation of 

the lecture material is delivered only verbally; (4) some 

students are less able to study independently because of the 

lack of computer-based past French language learning 

software in the French Language Education Department. 

 

Multimedia is part of the media that can use as a 

learning resource for students. Multimedia is a combination 
and variety of media containing elements of text, graphics, 

images, animation, sound, and video. (Hackbarth, 1996, 

p.228), Philips (1997, p.8) also argues "The multimedia 

component characterized by the presence of text, picture, 

sound, animation and video, some or all which organized 

into a coherent program". The combination and various 

media package in a single unit that displays information, 

messages, or lesson content. Based on its nature, the 

interactive multimedia produced is interactive multimedia, 

namely multimedia equipped with a controller that can be 

operated by the user so that the user can select the desired 
media content for further processing (Vaughan, 2006, p. 3). 

 

Adobe Animate CC is software or computer software 

designed by Adobe System. Adobe Animate CC was 

previously called Adobe Flash Professional, Macromedia 

Flash, and Future Splash Animator. Labrecque (2016: 5) 

Adobe Animate CC is professional software that use to 

create various types of projects include animation, 

interactive media, games, smartphone applications, etc. In 

addition, Chun (2017: viii) stated Adobe Animate CC is a 

comprehensive application to create sophisticated 

animations and interactive applications rich in media that 
can publish. 

 

Some of the definitions above conclude that Adobe 

Animate CC is a multimedia authoring and computer 

animation program developed by Adobe Systems. Adobe 

Animate CC widely use for designing vector graphics, 

animation, internet publishing, and video games. The 

features in the Adobe Animate CC software include: having 

motion-based animations action script 3.0, managing videos 

with FLV playback facilities, managing audio, producing 

output in various formats (SWF, APK, EXE, Desktop exe, 

Desktop installer, Web Browser, IPA, etc.). 

This study uses research and development, or Research 

and Development (R&D) by adopting a 4-D development 

model. The 4D research and development model consists of 

4 main stages, namely define, design, develop, and 

disseminate. Meanwhile, Triyanto, the 4D development 
model can be adapted into 4Ps, namely: definition, design, 

development, and dissemination. The application of the 

main steps in research is not only according to the original 

version but adapted to the characteristics of the subject and 

the place of origin of the examiner. Using data collection 

techniques, namely questionnaires on the needs of students 

and educators, tabulation of needs analysis instruments, 

questionnaires validity test, and interview. The data sources 

of this research are students, educators, and expert lecturers. 

Data analysis used descriptive qualitative, by presenting the 

results of data analysis and data conclusions. 
 

II. METHODS 

 

The study conducted was at Unimed's French 

Language Education Study Program. The time of the 

research carried out was in May-November 2021. The 

research subjects in this development research consisted of 

two media experts, two material experts, ten students in 

small-scale field trials. The data collection techniques used 

in this research were observation, interviews, and 

questionnaires. Questionnaires were used to obtain data for 

assessing the quality of media feasibility developed 
according to media experts, as well as questionnaires to 

obtain quality assessment data from material experts, as well 

as students in small-scale field trials. This study then 

adapted the 4-D Development model. The research and 

development steps carried out were using a modification and 

Thiagarajan development model called 4-D. This 

development model uses four stages consisting of definition, 

design, development, and dissemination. 

 

1. Define 

The define stage is the stage to determine and define 
the requirements needed in the development of learning. 

Determination of the required conditions is carried out by 

taking into account and adjusting the learning needs of 

students. The define stage includes five main steps, namely 

front-end analysis (front-end analysis) which aims to raise 

and determine the main problems faced in learning 

production écrite on the theme of texte du procedure during 

the COVID-19 pandemic, so a learning media development 

is needed. The needs analysis with the analysis that has been 

carried out gets a description of the facts, hopes, and 

alternative solutions to main problems that make it easier to 

determine or choose the learning media developed student 
analysis (learner analysis). Student analysis is a study of the 

characteristics of students, in this case, are Unimed French 

students that are by the design of learning device 

development analysis and task analysis (conceptual 

analysis). 
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2. Design 

 At this stage, the collected material design in 

animated video-based learning media. Media design adapts 

to class conditions, the design of learning media here 

includes: 

 

Make Storyboards, Arranging material in the media 

include the layout used, Making learning scenarios, 

Compiling materials, and making practice questions that 
refer to contextual models and are visualized by using 

learning media. 

 

3. Develop 

Thiagarajan divides the development stage into two 

activities, namely: expert appraisal and developmental 

testing. An expert appraisal is a technique to validate or 

assess the feasibility of product design. 

 

4. Disseminate 

At this stage, the product implemented in the 
UNIMED French Education Study Program then assesses 

student learning outcomes to know the extent of the 

feasibility of the product. The feasibility of the product 

assesses from the validity of material experts, media experts, 

and learning outcomes with experimental pretest-posttest. 

 

Validation Results of Learning Media Expert  

The validator for media learning experts of this study 

is Mrs. Tansa Trisna Astono Putri. She is an expert in 

Informatics and Computer Engineering whom as a lecturer 

in the Informatics and Computer Engineering Education 

Study Program, State University of Medan. The assessment 
aspect in the media expert validation sheet instrument 

consists of aspects of guidance and information, software 

operations, as well as systematics, aesthetics, and media 

principles. Indicators in the instrument validation sheet 

consisted of 38 indicators. The percentage score of the 

learning media expert validation at the first meeting can see 

in the following table. 

 

The revision results of all errors in the learning media 

reviewed were by the media expert validator at the third 

meeting. Then the validator assessed the validation sheet 
instrument. The percentage score of the learning media 

experts at the third meeting was 90.4% which categories as 

very good. Validation at this meeting learning media experts 

gave a positive response to learning media. Learning media 

experts responded that the resulting learning media products 

were good, the designs were firm, and can adapt to the 

learning process in the classroom.  

 

Validation Results of Material 

The assessment of French language procedure text 

learning media materials assessed was by Dr. Hesti 

Fibriasari, M.Hum. She is a lecturer in the French language 
education study program, teaches at the Postgraduate 

Program at the State University of Medan, and is an expert 

in linguistics. The purpose of material expert validation is 

that the content of the material in the learning media is by 

the learning objectives, the actualization of the material 

content, the usefulness of the learning material, the 

suitability of the material to the needs of students, and the 

quality of presentation in conveying the concept of the 

material. 

 

The result from material experts at the second meeting 

was 89.4%, categorized as a very valid classification. It 

concluded that the learning media deserved to test in the 

field without any revision.  

 

Lecturer Assessment Results on Interactive Multimedia 

Android-based interactive multimedia assessment 
using Adobe Animated CC "Best French" the results of the 

assessment of learning media conducted by lecturers 

obtained the following results. The average percentage is 

93.8% with a score of 238 out of a maximum total of 25 

categorized as very good.  

 

III. RESULTS 

 

This study is development research, namely the 

development of interactive multimedia on android-based 

procedural text learning for French Education students, 
especially in the fourth semester. This study produces a 

product in the form of interactive multimedia learning 

procedure text using Adobe Animated CC, which can access 

on Android and has adapted to the needs of students and 

lecturers. The developed learning media has been declared 

feasible by the media expert validator, namely Mrs. Tansa 

Trisna Astono Putri, St., MT, and the material expert 

validator Dr. Hesti Fibriasari, M. Hum. Therefore, the 

developed learning media can improve student learning 

outcomes. 

 

The student results on Android-based interactive 
multimedia using Adobe Animated CC "Best French" for 

French Language Education Study Program students, the 

Production ecrite avancée subject that has been developed, 

is declared feasible and meets the needs with the criteria of 

"Very Good". It means the learning media developed has 

increased development and can meet the demands of 

learning needs. More fully, the results of the data acquisition 

list in the graphic diagram in the following diagram. 
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The effectiveness of Android-based interactive 

multimedia using Adobe Animated CC "Best French" for 

French Language Education Study Program students in the 

Production ecrite avancée course can be seen based on 

student learning outcomes. Student learning outcomes 

obtain from writing performance test scores for writing 

expository text material in the Syntax course. Student 

learning outcomes carry out in two stages, namely by 

conducting pretest and posttest. 
 

Based on the table above, it obtains data that student 

learning outcomes before using Android-based interactive 

multimedia using Adobe Animated CC "Best French" in 

French Education Study Program students in the Production 

ecrite avancée subject obtained an average score of 67.50 

with the category "Enough", meaning that the score 

achieved by students need to be further improved, while 

student learning outcomes after using interactive multimedia 

based on Android using Adobe Animated CC "Best French" 

in French Education Study Program students in the 
Production ecrite avancée subject obtained an average score 

of 92.7 with the "Very Good" category. It means that the 

student's score was better than before, with a difference of 

25.2. Thus, interactive multimedia based on Android using 

Adobe Animated CC "Best French" for French Language 

Education Study Program students in the Production ecrite 

avancée course effectively use to improve student learning 

outcomes of the French Education Study Program. 

 

IV. DISCUSSION 

 

One of the components in learning is learning media. 
The modern era and the crash of the world situation stricken 

by the COVID-19 outbreak start in early 2020 require 

educators to follow technological developments that realized 

in learning. One of the learning media is by technological 

advances is learning media that contains audio-visual and 

interactive or called interactive multimedia. The learning 

media that is most in demand by students is interactive 

multimedia learning media. Currently, all educators, all 

subjects, and courses need media that can convey learning 

without reducing the interactivity process. It underlies 

researchers to develop interactive multimedia learning based 
on Android because Android is the most friendly medium 

for modern human life. 

 

Learning French is essentially aimed at developing 

language skills both orally and in writing. Language skills 

are listening, speaking, reading, and writing. By the 

acquisition process, writing skills are the last and most 

difficult skills to master compared to other skills. Although 

writing skills are considered the most difficult and complex 

language skills, they are important for students to master. 

Writing activities is a manifestation and involvement of 

good thinking or reasoning activities. It means that a writer 
must be able to develop rational ways of thinking. Writing 

ability is essentially the result of a process. The process in 

question is writing practice. The more practice, the more 

likely students can write, especially using diction and 

language structure. When doing writing activities, students 

require to think about expressing their ideas based on the 

schemas, knowledge, and experiences they have in writing. 

These activities require seriousness to process, organize, 

critically calculate the ideas that pour out in writing or 

essays. 

 

Researchers choose writing skills based on 

considerations in the teaching and learning process. Writing 

skills are important because what determines student success 

in the learning process is largely determine by writing skills. 

Writing skill is a requirement to participate in various 

activities. It implies the importance of writing skills and 
abilities in everyday life. 

 

The Production Ecrite course in the UNIMED French 

Education Study Program is a course that focuses on writing 

skills. In the fourth semester, French language education 

students meet with the Production Ecrite Avancée course, 

which is one of the mandatory courses that require students 

to write texts with the correct structure and linguistic rules. 

The need for interactive media and learning aids in this 

pandemic period aims at enabling students to understand the 

illustrations provided properly, continuously, for mastery of 
French grammar in context. It intends so that all students 

can master the French grammar that study, especially in the 

Texte du Procédure material with the theme La recette. 

 

The objectives of this study are, 1) To obtain an 

interactive multimedia-based French language learning 

design as a learning medium, 2) To innovate French 

language learning that carries out to increase motivation to 

learn French, 3) To develop interactive multimedia based on 

Adobe Animated CC to improve the ability to write 

procedural texts for students in the French Language 

Education Study Program UNIMED. , 4) Describing the 
feasibility of interactive multimedia based on Android using 

Adobe Animated CC to improve the ability to write 

procedural texts for students of UNIMED French Education 

study program, 5) Knowing the effectiveness of interactive 

multimedia products based on Android using Adobe 

Animated CC to improve the ability to write procedural 

texts for UNIMED French Education study program 

students. 

 

This study uses research and development, or Research 

and Development (R&D) by adopting a 4-D development 
model. The 4D research and development model consists of 

4 main stages, namely define, design, develop, and 

disseminate. Meanwhile, Triyanto says the 4D development 

model can be adapted into 4Ps, namely: definition, design, 

development, and dissemination. The application of the 

main steps is not only according to the original version but 

adapted to the characteristics of the subject and the place of 

origin of the exam. 

 

V. CONCLUSIONS 

 

Based on the study, it concluded several things. First, 
overall interactive multimedia learning French procedure 

text is feasible to use and is included in the very good 

category because it obtains: the average score of material 

experts is 89.4%, learning media experts are 90.4%, and 

lecturers are 93.8%. The average score obtained in the 

individual test is 82.5, and the small group test is 88.2, then 

the large group test is 90.8. Second, the effectiveness of 

interactive multimedia in terms of student scores before 

http://www.ijisrt.com/


Volume 6, Issue 9, September – 2021                                   International Journal of  Innovative Science and Research Technology                                                 

                                        ISSN No:-2456-2165 

 

IJISRT21SEP652                                                                www.ijisrt.com                   1075 

using Best French media was 67.5, the student scores after 

using Best French media were 92.70, categorized as 

effective because the difference in scores between students' 

pre-test and post-test was 25.20. Adaptability indicated is by 

student responses that the learning media produced is by the 

characteristics of the material and their needs. 

 

REFERENCES 

 

[1]. Abud, M. (2012). Indonesia: New digital nation. 

Internews Center for Innovation and Learning. 

[2]. Anshari, M., Alas, Y., Hardaker, G., Jaidin, J.H., 

Smith, M.,&Ahad, A.D.(2016).Smartphone habit and 

behavior in Brunei: Personalization, gender, and 

generation gap. Computers in Human Behavior, 64, 

719-727. DOI:10.1016/j.chb.2016.07.063 

[3]. Anshari, M., Almunawar, M. N., Shahrill, M., 

Wicaksono, D. K., & Huda, M. (2017). 

[4]. Smartphones usage in the classrooms: Learning aid or 

interference?. Education and Information 

Technologies, 22(6), 3063-3079. DOI: 

10.1007/s10639-017-9572-7 

[5]. Arwizet,K.,Jalinus,N.,&Rizal,F.(2019,February).Devel

opmentandApplicationofProject- based Collaborative 

Learning Models on Vocational College in Indonesia. 
In 5th UPI 

InternationalConferenceonTechnicalandVocationalEd

ucationandTraining(ICTVET 2018). Atlantis Press. 

DOI:10.2991/ictvet-18.2019.12 

[6]. Astuti, I. (2019). The Implementation of ADDIE 

Model in Developing Career Guidance Program in 

Senior High School. JETL (Journal Of Education, 

Teaching and Learning), 4(1), 174-179. DOI: 

10.26737/jetl.v4i1.992 

[7]. Azali, K. (2017). Indonesia’s Divided Digital 

Economy. Yusof Ishak Institute. DOI: ISSN 2335- 

6677 

[8]. Benhabib, J., & Spiegel, M. M. (1994). The role of 

human capital in economic development evidence 

from aggregate cross-country data. Journal of 

Monetary Economics, 34(2), 143- 173. 

[9]. Berger, N.,&Fisher, P.(2013).A well-

educatedworkforceiskeytostateprosperity.Economic 
Policy Institute, 22(1),1-14. 

[10]. Binyamin, S. S., Rutter, M. J., & Smith, S. (2018). The 

Influence of Computer Self-Efficacy and Subjective 

Norms on the Students’ Use of Learning Management 

Systems at King Abdulaziz University. International 

Journal of Information and Education 

[11]. Technology, 8(10), 693-699. Available from: 

https://www.researchgate.net/profile/Sami_Binaymin/

publication/323834388_The_Influence_of_Computer_
Self-

Efficacy_and_Subjective_Norms_on_the_Students%2

7_Use_of_Learning_Management_Systems_at_King_

Abdulaziz_University/links/5b43840fa6fdccbcf910d63

d/The-Influence-of-Computer-Self-Efficacy-and-

Subjective-Norms-on-the-Students-Use-of-Learning-

Management-Systems-at-King-Abdulaziz-

University.pdf 

 

 

[12]. Blake, M. R., & Morse, C. (2016). Keeping your 

options open: A review of open source and free 

technologies for instructional use in higher education. 

Reference Services Review, 44(3), 375-389. 

[13]. Blomström, M., & Kokko, A. (2002). FDI and human 

capital: a research agenda (Vol. 3, No. 1, pp. 47-58). 
Paris, France: OECD Development Centre. 

[14]. Brook, T., & Luong, H. V. (Eds.). (1999). Culture and 

economy: The shaping of capitalism in Eastern Asia. 

University of Michigan Press. 

[15]. Chew, E. S., Hamid, A., & Madar, A. R. (2017). 

Conceptual Framework for Designing and Developing 

a Creativity Enhancement Module in Education. 

Incorporating Indigenous Perspectives 25(67). 

Available from: 
http://psasir.upm.edu.my/id/eprint/58307/1/JSSH%20

Vol.%2025%20%28S%29%20Apr. 

[16]. %202017%20%28View%20Full%20Journal%29.pdf#

page=83 

[17]. Chong, C. H., & Yeo, K. J. (2015). An overview of 

grounded theory design in educational research. Asian 

Social Science, 11(12), 258. DOI: 

10.5539/ass.v11n12p258 

[18]. Cole, A. W., & Weber, N. L. (2019). The Use of 
Emerging Technology Exploration Projects to Guide 

Instructional Innovation. In Technology Leadership for 

Innovation in Higher Education (pp. 165-184). IGI 

Global. DOI: 10.4018/978-1-5225-7769-0.ch007 

[19]. Collins, A., & Halverson, R. (2018). Rethinking 

education in the age of technology: The digital 

revolution and schooling in America. Teachers 

College Press. 

[20]. Connelly, J. O., & Miller, P. (2018). Improving 

Learning Outcomes for Higher Education Through 

Smart Technology. International Journal of 

Conceptual Structures and Smart Applications 

(IJCSSA), 6(1), 1-17. DOI: 

10.4018/IJCSSA.2018010101 

[21]. Divayana, D. G. H. (2017). Utilization of CSE-UCLA 

model in evaluating of digital library program based 

on expert system at Universitas Teknologi Indonesia: 

A model for evaluating of information technology-
based education services. Journal of Theoretical & 

Applied Information Technology, 95(15). 

[22]. Di Gropello, E., Kruse, A., & Tandon, P. (2011). Skills 

for the labor market in Indonesia: trends in demand, 

gaps, and supply. The World Bank. 

[23]. Dotong, C. I., De Castro, E. L., Dolot, J. A., & Prenda, 
M. (2016). Barriers for educational technology 

integration in contemporary classroom environment. 

Asia Pacific Journal of Education, Arts, and Sciences, 

3(2), 13-20. 

[24]. Elkhider, I. A. & Khalil, M. K. (2016). Applying 

learning theories and instructional design models for 

effective instruction. Advances in physiology 

education, 40(2), 147-156. DOI: 

10.1152/advan.00138.2015 

 
 

 

http://www.ijisrt.com/
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
https://www.researchgate.net/profile/Sami_Binaymin/publication/323834388_The_Influence_of_Computer_Self-Efficacy_and_Subjective_Norms_on_the_Students%27_Use_of_Learning_Management_Systems_at_King_Abdulaziz_University/links/5b43840fa6fdccbcf910d63d/The-Influence-of-Computer-Self-Efficacy-and-Subjective-Norms-on-the-Students-Use-of-Learning-Management-Systems-at-King-Abdulaziz-University.pdf
http://psasir.upm.edu.my/id/eprint/58307/1/JSSH%20Vol.%2025%20%28S%29%20Apr.%202017%20%28View%20Full%20Journal%29.pdf#page%3D83
http://psasir.upm.edu.my/id/eprint/58307/1/JSSH%20Vol.%2025%20%28S%29%20Apr.%202017%20%28View%20Full%20Journal%29.pdf#page%3D83
http://psasir.upm.edu.my/id/eprint/58307/1/JSSH%20Vol.%2025%20%28S%29%20Apr.%202017%20%28View%20Full%20Journal%29.pdf#page%3D83
http://psasir.upm.edu.my/id/eprint/58307/1/JSSH%20Vol.%2025%20%28S%29%20Apr.%202017%20%28View%20Full%20Journal%29.pdf#page%3D83


Volume 6, Issue 9, September – 2021                                   International Journal of  Innovative Science and Research Technology                                                 

                                        ISSN No:-2456-2165 

 

IJISRT21SEP652                                                                www.ijisrt.com                   1076 

 

[25]. Felker, G. (2013). Technology policies and innovation 

systems in Southeast Asia. In Southeast Asian paper 

tigers (pp. 154-190). Routledge. Available from: 

https://www.taylorfrancis.com/books/e/978113600446

9/chapters/10.4324/9780203060407-11 

[26]. Guetterman, T. C., Babchuk, W. A., Howell Smith, M. 

C., & Stevens, J. (2017). Contemporary approaches to 

mixed methods–grounded theory research: A field-

based analysis. Journal of Mixed Methods Research, 

1558689817710877. DOI: 

10.1177/1558689817710877 

[27]. Guillén, M. F., & Suárez, S. L. (2005). Explaining the 
global digital divide: Economic, political and 

sociological drivers of cross-national Internet use. 

Social forces, 84(2), 681-708. 

[28]. Glaser, B. G., & Strauss, A. L. (2017). Discovery of 

grounded theory: Strategies for qualitative research. 

Routledge. DOI: 10.4324/9780203793206 

[29]. Grzybowski, M. (2013). Educational technologies in 
South Korea. General and Professional Education, 

2013(1), 3-9. ISSN 2084-1469 

[30]. Gusmida, R., & Islami, N. (2017). The Development 

of Learning Media for the Kinetic Theory of Gases 

Using the ADDIE Model with Augmented Reality. 

Journal of Educational Sciences, 1(1), 1-10. DOI: 

10.31258/jes.1.1. 

[31]. Hanushek, E. A., & Kimko, D. D. (2000). Schooling, 

labor-force quality, and the growth of nations. 

American economic review, 90(5), 1184-1208. 

[32]. Hasibuan, Z. A., & Santoso, H. B. (2005, July). The 

use of e-learning towards new learning paradigm: Case 

study student-centered e-learning environment at 

Faculty of Computer Science-University of Indonesia. 

In Fifth IEEE International Conference on Advanced 

Learning Technologies (ICALT'05) (pp. 1026-1030). 
IEEE. 

[33]. Hess, A. N., & Greer, K. (2016). Designing for 

engagement: Using the ADDIE model to integrate 

high-impact practices into an online information 

literacy 

[34]. course. Communications in information literacy, 10(2), 
6. DOI: 10.15760/comminfolit.2016.10.2.27 

[35]. Hidayati, N., & Wuryandari, A. I. (2012). Media 

design for learning Indonesian at junior high school 

level. Procedia-Social and Behavioral Sciences, 67, 

490-499. DOI: 10.1016/j.sbspro.2012.11.354 

[36]. Hsu, T. C., Lee-Hsieh, J., Turton, M. A., & Cheng, S. 

F. (2014). Using the ADDIE model to develop online 
continuing education courses on caring for nurses in 

Taiwan. The Journal of Continuing Education in 

Nursing, 45(3), 124-131. DOI: 10.3928/00220124-

20140219- 04 

[37]. Jones, B. A. (2014). ADDIE Model (Instructional 

Design). 

[38]. Kanbur, R., Rhee, C., & Zhuang, J. (Eds.). (2014). 

Inequality in Asia and the Pacific: Trends, drivers, and 

policy implications. Routledge. ISBN: 1134670206 
[39]. affecting e-learning adoption in developing countries–

empirical evidence from Pakistan’s higher education 

sector. IEEE Access, 5, 10968-10978. DOI: 

10.1109/ACCESS.2017.2714379 

[40]. Khalil, M. K., & Elkhider, I. A. (2016). Applying 

learning theories and instructional design models for 

effective instruction. Advances in physiology 

education, 40(2), 147-156. DOI: 

10.1152/advan.00138.2015 

[41]. Kruse, K., 2009, January 1, Introduction to 

Instructional Design and the ADDIE model. 
[42]. Retrieved March 14, 2015, from 

http://www.transformativedesigns.com/id_systems.ht

ml  

 

[43]. Mang, C. F., & Wardley, L. J. (2012). Effective 

adoption of tablets in post-secondary education: 

[44]. Recommendations based on a trial of iPads in 

university classes. Journal of Information Technology 

Education, 11(1), 301-317. Available from: 
http://jite.org/documents/Vol11/JITEv11IIPp301-

317Mang1138.pdf 

[45]. Manning, M. L., & Bucher, K. T. (2013). Classroom 

management: Models, applications, and cases. 

Pearson. ISBN: 9780132693233 

[46]. Martin, S., López-Martín, E., Lopez-Rey, A., Cubillo, 

J., Moreno-Pulido, A., & Castro, M. (2018). Analysis 
of new technology trends in education: 2010–2015. 

IEEE Access, 6, 36840-36848. 

10.1109/ACCESS.2018.2851748 

[47]. Marx, A., Backes, C., Meese, E., Lenhof, H. P., & 

Keller, A. (2016). EDISON-WMW: exact dynamic 

programming solution of the Wilcoxon–Mann–

Whitney test. Genomics,proteomics & bioinformatics, 

14(1), 55-61. 

[48]. McKenzie, B. K., Mims, N., Bennett, E., & Waugh, 

M. (2000). Needs, concerns, and practices of online 

instructors. Online Journal of Distance Learning 

Administration, 3(3). 

[49]. Mohammadyari, S., & Singh, H. (2015). 

Understanding the effect of e-learning on individual 

performance: The role of digital literacy. Computers & 
Education, 82, 11-25. DOI: 

10.1016/j.compedu.2014.10.025 

[50]. Mok, K. H. (2006). Education reform and education 

policy in East Asia. Routledge. 

[51]. Montrieux, H., Vanderlinde, R., Schellens, T., & De 

Marez, L. (2015). Teaching and learning with mobile 

technology: A qualitative explorative study about the 
introduction of tablet devices in secondary education. 

PloS one, 10(12), e0144008. DOI: 

10.1371/journal.pone.0144008 

[52]. Mulet, J., Van de Leemput, C., & Amadieu, F. (2019). 

A Critical Literature Review perceptions of Tablets for 

Learning in Primary and Secondary Schools. 

educational psychology Review, 1-32. DOI: 

10.1007/s10648-019-09478-0 

[53]. Muruganantham, G. (2015). Developing of E-content 

package by using ADDIE model. International 

Journal of Applied Research, 1(3), 52-54. Available 

from: 

http://www.allresearchjournal.com/vol1issue3/PartB/p

df/67.1.pdf 

http://www.ijisrt.com/
https://www.taylorfrancis.com/books/e/9781136004469/chapters/10.4324/9780203060407-11
https://www.taylorfrancis.com/books/e/9781136004469/chapters/10.4324/9780203060407-11
https://www.taylorfrancis.com/books/e/9781136004469/chapters/10.4324/9780203060407-11
http://www.transformativedesigns.com/id_systems.html
http://www.transformativedesigns.com/id_systems.html
http://jite.org/documents/Vol11/JITEv11IIPp301-317Mang1138.pdf
http://jite.org/documents/Vol11/JITEv11IIPp301-317Mang1138.pdf
http://www.allresearchjournal.com/vol1issue3/PartB/pdf/67.1.pdf
http://www.allresearchjournal.com/vol1issue3/PartB/pdf/67.1.pdf


Volume 6, Issue 9, September – 2021                                   International Journal of  Innovative Science and Research Technology                                                 

                                        ISSN No:-2456-2165 

 

IJISRT21SEP652                                                                www.ijisrt.com                   1077 

[54]. Nazief, B. (2000, October). Development of 

computational Linguistics research: A challenge for 

Indonesia. In Proceedings of the 38th Annual Meeting 

on Association for Computational Linguistics (pp. 1-

2). Association for computational linguistics. 

[55]. Nedungadi, P., Ramesh, M. V., Pradeep, P., & Raman, 

R. (2018). Pedagogical Support for Collaborative 
Development of Virtual and Remote Labs: Amrita 

VLCAP. Cyber-Physical Laboratories in Engineering 

and Science Education, 219-240. DOI: 10.1007/978-3-

319-76935-6_9 

[56]. Nevins, J., & Peluso, N. L. (Eds.). (2018). Taking 

Southeast Asia to Market: Commodities, nature, and 

people in the neoliberal age. Cornell University Press. 

[57]. Nguyen, L., Barton, S. M., & Nguyen, L. T. (2015). iP 

ads in higher education—Hype and hope. British 

Journal of Educational Technology, 46(1), 190-203. 

DOI: 10.1111/bjet.12137 

[58]. Nichols Hess & Greer, K. (2016). Designing for 

engagement: Using the ADDIE model to integrate 

high-impact practices into an online information 

literacy 

[59]. course. Communications in information literacy, 10(2), 

6. DOI: 10.15760/comminfolit.2016.10.2.27 

[60]. Nurhaeni, I. D. A., Nugroho, R. A., & Kusumawati, N. 

S. (2019, February). Developing Strategic Plan for 

Supporting Internationalization of Technical and 

Vocational Education and Training. In 5th UPI 

International Conference on Technical and Vocational 
Education and Training (ICTVET 2018). Atlantis 

Press. DOI: 10.2991/ictvet-18.2019.74 

[61]. Orange, G., Seitz, V., & Kor, A. (2012). Information 

dissemination needs of Indonesian migrant domestic 

workers in Malaysia. Journal of Southeast Asian 

Research. DOI: 10.5171/2012.492902 

[62]. Osín, L. (1998). Computers in education in developing 
countries: Why and how?. Education andTechnology 

Team, Human Development Network, World Bank. 

[63]. Palaigeorgiou, G., & Papadopoulou, A. (2019). 

Promoting self-paced learning in the elementary 

classroom with interactive video, an online course 

platform, and tablets. Education andInformation 

Technologies, 24(1), 805-823. DOI: 10.1007/s10639-

018-9804-5 

[64]. Patel, S. R., Margolies, P. J., Covell, N. H., Lipscomb, 

C., & Dixon, L. B. (2018). Using the instructional 

design, Analyze, Design, Develop, Implement, and 

Evaluate (ADDIE), to develop e-Learning modules to 

disseminate Supported Employment for community 

behavioral health treatment programs in New York 

State. Frontiers in public health, 6, 113. DOI: 

10.3389/fpubh.2018.0011 

[65]. Peterson, C. (2003). Bringing ADDIE to life: 

Instructional design at its best. Journal of Educational 

Multimedia and Hypermedia, 12(3), 227-241. 

[66]. Price, J. H., & Murnan, J. (2004). Research limitations 

and the necessity of reporting them. 

[67]. Puspitasari, L., & Ishii, K. (2016). Digital divides and 

mobile Internet in Indonesia: Impact of smartphones. 

Telematics and Informatics, 33(2), 472-483. DOI: 

10.1016/j.tele.2015.11.001 

[68]. Rodrigo, M. M. T., Baker, R. S. J. D., & Rossi, L. 

(2013). Student off-task behavior in computer-based 

learning in the Philippines: comparison to prior 

research in the USA. Teachers College Record, 

115(10), 1-27. ISSN-1467-9620 

[69]. Sabani, A., Deng, H., & Thai, V. (2018). A Conceptual 
Framework for the Adoption of E-Government in 

Indonesia. In Proceedings of the Proceedings of the 

29th Australasian Conference on Information Systems 

(ACIS). Available from: http://www.acis2018.org/wp-

content/uploads/2018/11/ACIS2018_paper_56.pdf 

[70]. Sadiman, A. S. (2004, November). Challenges in 

education in Southeast Asia. In International Seminar 

on Towards Cross Border Cooperation between South 

and Southeast Asia: The Importance of India’s North 
East Playing Bridge and Buffer Role, Kaziranga, India 

(pp. 16-19). 

[71]. Salloum, S. A., Al-Emran, M., Shaalan, K., & Tarhini, 

A. (2019). Factors affecting the E-learning acceptance: 

A case study from UAE. Education and Information 

Technologies, 24(1), 509-530. DOI: 10.1007/s10639-

018-9786-3 

[72]. Selwyn, N. (2015). Data entry: towards the critical 

study of digital data and education. Learning, Media 

and Technology, 40(1), 64-82. DOI: 

10.1080/17439884.2014.921628 

[73]. Songhori, M. H. (2008). Introduction to needs 

analysis. English for specific purposes world, 4(20), 1-

25. 

[74]. Sujarwoto, S., & Tampubolon, G. (2016). Spatial 

inequality and the Internet divide in Indonesia 2010–

2012. Telecommunications Policy, 40(7), 602-616. 

DOI: 10.1016/j.telpol.2015.08.008 

[75]. Tang, C. M., & Chaw, L. Y. (2016). Digital Literacy: 

A Prerequisite for Effective Learning in a Blended 
Learning Environment?. Electronic Journal of E-

learning, 14(1), 54-65. ISSN: EISSN-1479-4403. 

[76]. Teräs, H., & Kartoğlu, Ü. (2017). A grounded theory 

of professional learning in an authentic online 

professional development program. International 

Review of Research in Open and Distributed Learning, 

18(7). DOI: 10.19173/irrodl.v18i7.2923 

[77]. Thornberg, R. (2017). Informed grounded theory. The 

BERA/SAGE Handbook of educational research, 1, 

355-375. DOI: 10.1080/00313831.2011.581686 

[78]. Urick, M. (2017). Adapting the training to meet the 

preferred learning styles of different generations. 

International Journal of Training and Development, 

21(1), 53-59. DOI: 10.1111/ijtd.12093 

[79]. Van Laar, E., van Deursen, A. J., van Dijk, J. A., & de 

Haan, J. (2017). The relation between 21st-century 
skills and digital skills: A systematic literature review. 

Computers in human behavior, 72, 577-588. DOI: 

10.1016/j.chb.2017.03.010 

[80]. Wang, L., & Liu, C. (2018). The mobile Internet 

underclass: Reality or hyperbole?. Journal of 

Information Science, 44(5), 569-579. DOI: 

10.1177/0165551517690083 

 

 

http://www.ijisrt.com/
http://www.acis2018.org/wp-content/uploads/2018/11/ACIS2018_paper_56.pdf
http://www.acis2018.org/wp-content/uploads/2018/11/ACIS2018_paper_56.pdf


Volume 6, Issue 9, September – 2021                                   International Journal of  Innovative Science and Research Technology                                                 

                                        ISSN No:-2456-2165 

 

IJISRT21SEP652                                                                www.ijisrt.com                   1078 

[81]. Wolf, A., Jenkins, A., & Vignoles, A. (2006). 

Certifying the workforce: economic imperative or 

failed social policy?. Journal of education policy, 

21(5), 535-565. 

[82]. Yim, J. S. C., Moses, P., & Azalea, A. (2019). 

Predicting teachers’ continuance in a virtual learning 

environment with psychological ownership and the 

TAM: a perspective from Malaysia. Educational 

Technology Research and Development, 1-19. 
 

 

http://www.ijisrt.com/

	Keywords:- Adobe Animated CC, Texte du Procédure, Pandemic.
	I. INTRODUCTION
	II. METHODS
	III. RESULTS
	IV. DISCUSSION
	One of the components in learning is learning media. The modern era and the crash of the world situation stricken by the COVID-19 outbreak start in early 2020 require educators to follow technological developments that realized in learning. One of the...
	Learning French is essentially aimed at developing language skills both orally and in writing. Language skills are listening, speaking, reading, and writing. By the acquisition process, writing skills are the last and most difficult skills to master c...
	Researchers choose writing skills based on considerations in the teaching and learning process. Writing skills are important because what determines student success in the learning process is largely determine by writing skills. Writing skill is a req...
	The Production Ecrite course in the UNIMED French Education Study Program is a course that focuses on writing skills. In the fourth semester, French language education students meet with the Production Ecrite Avancée course, which is one of the mandat...
	The objectives of this study are, 1) To obtain an interactive multimedia-based French language learning design as a learning medium, 2) To innovate French language learning that carries out to increase motivation to learn French, 3) To develop interac...
	This study uses research and development, or Research and Development (R&D) by adopting a 4-D development model. The 4D research and development model consists of 4 main stages, namely define, design, develop, and disseminate. Meanwhile, Triyanto says...
	V. CONCLUSIONS
	REFERENCES

