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ABSTRAK

This research is motivated by the limitations of church musicians at HKBP Tangerang
Kota in mastering and combining the basic features of the Yamaha PSR-S/SX Keyboard
for worship music accompaniment, coupled with the ineffectiveness of thick and technical
physical manual books. This Research and Development (R&D) study aims to design a
mobile educational application using the ADDIE (Analysis, Design, Development,
Implementation, and Evaluation) development model for the Android operating system
that operates entirely offline using the Flutter framework and Dart. The application
content includes text guides, key layout images, and a high-compression audio sample
player in AAC format. System testing involving 20 church musician respondents resulted
in a 100% operational success rate in Black Box Testing, indicating that all navigation
instruments and media players run precisely without errors. Furthermore, the usability
evaluation using the System Usability Scale (SUS) method obtained an average score of
81.375, which falls into the Acceptable category with a Grade A rating. This empirically
proves that the designed PSR-S/SX Keyboard guide application is highly practical,
user-friendly, and feasible to be implemented as an independent learning tool to support
the empowerment of church musicians' talents.

Keywords: Android, ADDIE, Flutter, Keyboard PSR-S/SX, System Usability Scale

Penelitian ini dilatarbelakangi oleh keterbatasan pemusik gereja di HKBP Tangerang
Kota dalam menguasai dan mengombinasikan fitur dasar Keyboard Yamaha PSR-S/SX
untuk iringan musik ibadah, ditambah dengan ketidakefektifan buku manual fisik dari
pabrikan yang dinilai terlalu tebal dan teknis. Kajian Research and Development (R&D)
ini bertujuan merancang aplikasi edukasi mobile menggunakan model pengembangan
ADDIE (A4nalysis, Design, Development, Implementation, and Evaluation) untuk sistem
operasi Android yang beroperasi sepenuhnya secara luring (offline) dengan framework
Flutter dan bahasa pemrograman Dart. Konten aplikasi mencakup panduan teks, gambar
tata letak tuts/tombol, serta simulasi fitur pemutar sampel audio berformat kompresi
tinggi (AAC). Pengujian sistem yang melibatkan 20 responden pemusik gereja ini
menghasilkan tingkat keberhasilan operasional 100% pada Black Box Testing, yang
menandakan seluruh instrumen navigasi dan pemutar media berjalan presisi tanpa error.
Selanjutnya, evaluasi ketergunaan menggunakan kuesioner System Usability Scale (SUS)
memperoleh skor rata-rata 81,375 yang termasuk dalam rentang Acceptable dengan
predikat kelayakan Grade A. Hal ini membuktikan secara empiris bahwa rancangan
aplikasi panduan Keyboard PSR-S/SX ini terbukti praktis, ramah pengguna
(user-friendly), dan layak diimplementasikan sebagai sarana pembelajaran mandiri untuk
mendukung pemberdayaan talenta pemusik gereja.

Kata Kunci: Android, ADDIE, Flutter, Keyboard PSR-S/SX, System Usability Scale
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