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Abstract - A learning application based on myths and legends was created to preserve local culture and support character 

education and multilingual learning. This research aims to create and develop a hybrid ADDIE-RAD-based application that will 

help users understand stories, expand their multilingual vocabulary, and understand the values of Pancasila. The method used 

is the ADDIE-RAD hybrid approach, which combines the ADDIE learning model with Rapid Application Development (RAD). 

While RAD enables quicker prototyping and iteration, the ADDIE paradigm guarantees an organized instructional design. After 

development, the application was tested using the black-box testing method to ensure its functionality. Test results show that all 

main features work well. This includes an interactive dictionary, a collection of stories in text, color, and image formats, and a 

reflection on the values of Pancasila. Users can easily switch between languages on the site, which improves their word retention 

and understanding in English and Moi. Additionally, this application combines character, language, and culture education in a 

multimedia-based digital platform. This application contributes to educational technology, preserves Papuan culture, and 

improves students' multilingual skills. The learning elements for navigation and linguistic structure are currently well-designed, 

with the opportunity for additional refinement to make them even more effective and user-friendly. 

Keywords - ADDIE model, Multimedia learning, Multilingual, Indonesian character building, RAD model.

1. Introduction  
Modernization is a term that has been commonly heard 

since the early 2000s, when various fields began to shift from 

traditional formats or systems to the use of computers in 

carrying out various activities. This transformation certainly 

brings various benefits and significant positive impacts. The 

transformation is increasingly felt in providing increased 

effectiveness, efficiency, and optimization in various 

professional activities, including education. Traditional 

education has given way to contemporary education, which 

incorporates digital resources for flexible, customized, and 

interactive learning [1-8].  

The modernization process, driven by technology 

adoption, has become the main driver for improving the 

quality of activities in various fields, including adaptive, 

innovative, and flexible learning processes, by adopting new 

media, such as multimedia, which combines text, color, and 

images. The use of new media in education is a complex 

matter, not only due to the use of technological tools but also 

because these tools can shape the social environment shaped 

by educational practices. However, transformation in the 

current era of modernization is undoubtedly unavoidable, so 

insight is needed so that this adaptation process can run well 

and provide a significant positive impact [9, 10]. One 

innovative new media in learning is multimedia learning 

applications, which are used in education. The role of 

multimedia is to facilitate access to learning and make it more 

flexible and dynamic [11-14]. This is also in line with the 

characteristics of Tech-Savvy Kids, especially students at the 

Klasaman 2 Christian Education Foundation Elementary 

School, Sorong City, Southwest Papua, who are used to and 

like the use of multimedia.  

However, many schools, including this one, still use 

traditional media in learning, often only using writing on the 

whiteboard. Using multimedia learning applications can 

increase student involvement in learning, create an engaging 

and dynamic learning environment [15], and also prepare 

students to be competitive in the future because the use of 

multimedia learning applications encourages the development 

of analytical and critical thinking skills  [16-18]. Using this 

new media can enable personalizing learning experiences for 

individuals with specific backgrounds [19]. For example, with 

diverse cultural backgrounds. The hybrid approach combines 

Analysis, Design, Development, Implementation, and 

https://www.internationaljournalssrg.org/
http://creativecommons.org/licenses/by-nc-nd/4.0/


Lulu Jola Uktolseja et al. / IJETT, 73(9), 79-90, 2025 

 
 

80 

Evaluation. The sequence of stages, known as ADDIE [20-

23], is integrated with Rapid Application Development (RAD) 

in developing multimedia learning applications to increase 

innovation in learning. This approach is very reliable, 

especially in maximizing learning in the current era of 

modernization. This hybrid approach is a strategy for 

transforming existing learning to create more dynamic and 

flexible multimedia -based learning solutions. In this research, 

it is necessary to develop a mobile multimedia application 

with sufficient iteration speed that can be built to adapt to user 

needs quickly.  

The multimedia learning application that was built aims 

to answer the need for multilingual learning in three 

languages, namely English, Indonesian, and the regional 

language of the Moi tribe (the native tribe of Sorong city). The 

concept is that three languages are combined in one 

multimedia learning application that can be easily accessed 

from anywhere. The urgency is that students at this school 

have gadgets, but they mostly only use them for games. This 

learning concept will encourage students to use devices for 

learning needs by providing interesting information through 

text, color, and images. Apart from that, based on the report of 

Kompasiana in 2024, many elementary school students in the 

city of Sorong still show bullying behavior. This indicates that 

character strengthening in education needs to be improved. 

One way is to use this multimedia learning application that 

contains three languages and ref lects stories about how 

students should react according to the Pancasila profile values 

contained in it. 

The increasing use of multimedia in education makes this 

research increasingly relevant [24, 25]. The ADDIE-RAD 

hybrid approach can be explicitly applied in this multimedia 

learning application, especially at this school. The ADDI E 

model has been widely used in developing learning media, 

especially multimedia -based [26]. These three studies still 

focus on one field, while the current research is multilingual, 

namely English, Indonesian, and Moi. This application also 

encourages the growth of Pancasila student profiles, which  

was not done in the three previous studies. The current 

research will also be built using RAD, not only with ADDIE, 

for faster improvement based on feedback. This research aims 

to design and develop a hybrid ADDIE-RAD-based 

multimedia application that presents stories from the Land of 

Papua, by packaging three languages in one application and 

including reflections on Pancasila values. After that, the 

application is tested to ensure each feature works as expected. 

This research makes a real contribution to educational 

technology in Sorong City because it provides innovation in 

multilingual learning, improves the quality of education, and 

utilizes multimedia in basic education. 

2. Related Works 
ADDIE is known as a structured approach to instructional 

materials [27], while Rapid Application Development (RAD) 

emphasizes rapid iteration and prototyping [28, 29]. Previous 

studies [30, 31] have successfully created multimedia learning 

materials based on ADDIE to enhance proficiency in 

Indonesian and Lampung languages; however, their 

application remains limited to the pure ADDIE paradigm, 

monolingual content, and without reflection on Pancasila 

values. No research has yet combined ADDIE with RAD to 

accelerate learning development and incorporate multilingual, 

local cultural, and character education elements into a single 

multimedia program. By creating a multimedia application 

using the hybrid ADDIE-RAD method, this research bridges 

the gap in previous research and promotes language 

acquisition, cultural preservation, and the enforcement of 

Pancasila principles. This is also a novelty of the current 

research. 

Additionally, there has been no specific discussion in  

previous research about integrating ADDIE-RAD in the 

combined learning of the national, foreign, and regional 

languages for schools in Sorong City, Southwest Papua. As 

acknowledged by the author and the existing literature, there 

has been no research on the application of hybrid ADDIE-

RAD technology for multilingual learning in the Southwest 

Papua region.  

However, students in this region are well equipped to 

receive learning using modern technology. Given this research 

gap, this study aims to fill the void by exploring this topic. As 

such, this research is expected to contribute both theoretically 

and practically. This research focuses on myths and stories 

from Papua and is presented in Indonesian, English, and Moi. 

These myths and stories include traditional tales that 

emphasize respect for nature and legends that emphasize 

community unity. These narratives are not only culturally 

significant but also align with the principles of Pancasila, 

making them relevant for cultural preservation and character 

education. 

3. Materials and Methods 
3.1. Requirements Specification 

This application is developed to run on various gadgets 

powered by Android. This application supports multimedia 

features such as text, color, and images. It includes myth and 

legend from the Land of Papua in Indonesian, a dictionary of 

Indonesian, English, and Moi words, and a reflection on the 

values of Pancasila. This application provides digital access to 

Papuan myth and legend to preserve local culture, provides an 

interactive dictionary to improve understanding of Indonesian, 

English, and Moi, and instils Pancasila values through 

reflection in the form of text, color, and image. The functional 

requirements of this application, especially key features, are:  

1. Collection of myth and legend in text, color, and image 

formats. 

2. Translation of words inside the tale from Indonesian to 

English and Moi. 
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3. This usage is used to understand the application of 

Pancasila values in everyday life. 

4. After the data is downloaded, this application is 

accessible without an internet connection. 

Regarding non-functional requirements, this application 

supports Android compatibility with a responsive and user-

friendly UI/UX design. The hardware and software 

requirements to build this application are as follows: the 

processor must have a minimum of Intel Core i3, equivalent, 

or more. The minimum RAM required is 4 GB. Also, storage 

should be at least 2 GB. The mobile device used for testing is 

Android, with a minimum of Android 7.0 or higher. This is 

because all the students at the school use Android, but none 

use iOS. The app requires at least 300 MB of storage space to 

install and test. When accessed via a computer, the required 

operating system is Windows 10 or above. The application 

was built and accessed via a web-based platform, requiring a 

supported browser like Mozilla Firefox, Microsoft Edge, 

Google Chrome, or another suitable browser. The users of this 

application are elementary school students at the Klasaman 2 

Christian Education Foundation Elementary School, Sorong 

City, Southwest Papua , who are involved in the development 

of this application.  

This application also does not rule out the possibility that 

the general public can access it to get to know the culture and 

life values contained in it. In addition, cultural researchers can 

access it to obtain linguistic data. One limitation of this 

application is that the stories provided come from the Land of 

Papua. The story can be updated at any time.  

The validity and credibility of the application are 

guaranteed through translations by native speakers of the Moi 

language, data that has also been validated from the written 

Moi Language Dictionary, material testing by users, and 

technological evaluation on numerous Android devices. 

Furthermore, repeated assessments are conducted based on the 

RAD principle, whereby input from teachers and students is 

used to modify prototypes before finalization, ensuring 

consistent functionality and performance. This hybrid method 

enables the creation of interactive learning materials for 

elementary school students that are more appropriate and 

successful. 

3.2. Process Design 

 
Fig. 1 System flowchart 

This image explains the flow of this application. Users 

start using this application by accessing it through their 

respective devices. After logging in, users can explore the 

menu, which displays Pancasila student profiles. Next, users 

can choose to read stories containing myths and legends from 

districts and cities in Papua. After reading, users can use the 

vocabulary dictionary in Indonesian, English, and Moi. After 

completing the story, users will be directed to the reflection 

section on the Pancasila va lues contained in the story. Thus, 

students gain cultural insight and Pancasila values, which can 

be applied in everyday life while improving language skills, 

especially vocabulary in three languages. The process then 

ends when the user has explored all the features in the 

application. 

Start 

Viewing the Pancasila Student Profile Menu 

Reading Stories 

Data Dictionary 

The Values Contained in the Pancasila 

End 

User Accessing 3IN1 
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3.3. System Design 

 
Fig. 2 UI mockup multimedia learning application 

 
Fig. 3 UI mockup multimedia learning application 

 
Fig. 4 UI mockup multimedia learning application 

The home page displays the application's name and a 

short description. Then, a start button directs users to the next 

stage. After logging in, users will read an explanation of the 

importance of reading and the values of Pancasila. 

 
Fig. 5 UI mockup multimedia learning applications
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Fig. 6 UI mockup multimedia learning applications 

 
Fig. 7 UI mockup multimedia learning applications 

 

Figure 5 shows a selection of stories from various regions. 

When the user has selected a story, the user will be redirected 

to the story page, as shown in Figure 6. On this page, users can 

read the selected stories. The story's title is displayed at the 

top, followed by illustrations and the story's contents. There 

are two navigation buttons: "Next" to continue to the Word  

Dictionary page and "Menu" to return to the story list. The 

third screen is the page where the user clicks the "next" button. 

A Word Dictionary has a vocabulary list in three languages:  

Indonesian, English, and Moi. Users can see equivalent 

words in these three languages. At the bottom of the Word 

Dictionary is a reflection on the Pancasila values contained in 

the story and a "Back" button to return to the story page.

3.4. System Modelling Language 

 
Fig. 8 Use case diagram 
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Use case shows user interactions with various features 

provided in this application. When using the application, users 

can carry out several activities, such as viewing Pancasila 

student profiles, which provide information about the 

character and values a student must ha ve based on Pancasila 

principles. Then, users can read the available stories. When 

reading, users can see illustrations with interesting visual 

elements, mainly depicting various elements of Papuan 

culture, which can enrich the reading experience. The 

extended relationship in the diagram indicates this. A 

vocabulary dictionary feature also helps users understand 

words in three languages: Indonesian, English, and Moi. The 

application can allow users to relate the story's content to the 

character they want to develop daily.

3.5. System Development Model 

The application design and development method in this research is Rapid Application Development (RAD), shown in the 

following figure [32]: 

 
Fig. 9 Rapid Application Development (RAD) model

3.6. Instructional Design Models 

 
Fig. 10 ADDIE model 
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Educational designers often use ADDIE to compile and 

develop innovative instructional models [33]. Research also 

explains that ADDIE proves robust due to its highlighting of 

the content of the substance and the suitability of its 

implementation [34]. The ADDIE model has five stages that 

provide a framework for reflecting on its development. [35]. 

The ADDIE model comprises the phases represented by the 

acronym from the analysis to the evaluation [36]. It serves as 

an organized guide to develop applicable instructional 

activities.

3.7. Integration in Hybrid ADDIE-RAD 

 
Fig. 11 The hybrid of ADDIE-RAD with multilingual and character education 

 

In this research, a hybrid integration of ADDIE and RAD 

was carried out to build this application. In developing this 

application, the ADDIE and RAD approaches were integrated. 

ADDIE will provide a learning instructional design  

framework, while RAD provides a framework for developing 

applications quickly with repeated iterations according to user 

input. Several stages are integrated, which can be explained as 

follows: 
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 Requirements 
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 User Design 
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1. Analysis - Requirements and Planning 

Combining learning needs analysis with application 

system specifications. 

2. Design - User Design 

Pedagogy-based design combined with interactive 

prototype development. 

3. Development – Construction 

Develop learning materials and content. Then, learning 

content is integrated into iteration-based application 

development. 

4. Implementation – Construction 

Testing applications in a learning environment. Iterate on 

creating and testing application prototypes and 

conducting system trials with users. The implementation 

is tested in real scenarios with early users.  

5. Evaluation - Cut Over 

Measuring the effectiveness of learning and system 

improvements. User feedback for app improvement. 

Pedagogical and technical evaluations will be used for the 

next iteration. 

This hybrid model provides several advantages, such as 

flexibility in development and updates, supports 

multilingualism and character education, and is based on user 

needs. 

 

4. Result and Discussion
4.1. Presentation of Findings 

 
Fig. 12 Design page view 

 
Fig. 13 Design page view 
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Fig. 14 Design page view 

 
Fig. 15 Coding 

4.2. Application Testing 

After the system is designed and built, the next stage is to 

test the application using the black-box testing method to 

ensure that each feature functions well and as expected. This 

test is carried out by testing the input and output. The 

following is the explanation in the table:  

Table 1. Black-box testing 

No. Testing Aspect Expected Result 
Actual 

Result 

Notes 

(Bug/Issue) 

Stage in Hybrid ADDIE-

RAD 

1 Key feature  

(Main Function) 

Core features work as 

designed 
Success - 

Implementation 

(ADDIE)/construction 

(RAD) 

2 User interface and user 

experience (UI/UX) 

Buttons, layout, and 

design are displayed 

properly 

Success No issues found 

User design 

(RAD)/Evaluation 

(ADDIE) 

3 System Security and 

reliability 

The application runs 

stably without 

crashes/errors 

Success 
No intrusion or 

interference 

Construction 

(RAD)/cutover (RAD) 
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4 Responsiveness and 

performance 
Page loading < 3 seconds  

Avg. 2.7 

sec 

Within normal 

limits 

Implementation 

(ADDIE)/Construction 

(RAD) 

5 Navigation and user 

experience 

Users can navigate 

between menus smoothly 
Success - 

User design 

(RAD)/evaluation (ADDIE) 
 

Based on this table, this test ensures that every important 

aspect functions properly. The main features, interface, 

reliability, compatibility, performance, and navigation run 

well and as expected. After carrying out this research, it can 

be compared with several previous studies, which will be 

explained here. The current research is mobile-based with an 

ADDIE model, unlike previous research, which was desktop-

based [37]. This current study focuses on digital 

implementation, not just the development of theory-based 

learning [38]. This research builds a mobile application, not an 

e-book [39]. This research focuses on multilingual 

applications and the profile of Pancasila , and does not only 

focus on social aspects [40]. This research uses a hybrid 

model, namely the ADDIE model for instructional learning 

and RAD for the system development model. Thus, this 

research focuses on and balances the two fields, namely 

education and technology, with integration. Thus, this 

research makes a more profound contribution to science. 

In addition to black box testing, trials were conducted 

with students and teachers at Klasaman 2 Christian Education 

Foundation Elementary School, Sorong City, Southwest 

Papua. At this stage, respondents were given a  feedback form 

and observed directly to assess their experience with the 

application, with an emphasis on overall impressions and 

practicality. The findings indicate that the program is easy to 

use, well understood, and highly valued by users. These 

findings are also correlated with the demographic and 

students' educational interests in Southwest Papua, especially 

in this school, which requires simple, interactive, interesting, 

and contextual learning media. These findings further 

reinforce the results of functional testing, which show that the 

application has been running according to its development 

objectives and has good technical effectiveness. 

Apart from that, this application is undoubtedly more 

effective than traditional models. There were no significant 

obstacles in implementing this activity because the students 

were very enthusiastic about learning. If there was a challenge, 

it is only because applications with three languages, especially  

regional languages, are not commonplace and require 

adjustments. Moreover, through further study, this application 

can be modified for similar educational levels in the Sorong 

City area or even used in other areas of Indonesia with  

different language and cultural needs. To improve the 

adaptability and usability of the application, the integration of 

new features that are appropriate to local needs and different 

curricula is being explored. 

5. Conclusion 
A learning application based on Papua myths and legends 

has been successfully developed and tested using black-box 

testing. The results show that all the main features are working 

correctly. This application is for Android devices and supports 

multimedia features such as text, color, and images. A 

collection of Papuan myths and legends, an interactive 

dictionary in three languages, and a representation of 

Pancasila values in text, color, and image make the app easier 

to use. Once the data is downloaded, off line access is also 

allowed. The ADDIE-RAD hybrid approach was used to 

develop this application, specifically for multilingual learning 

in elementary schools. It can teach language, protect Papuan 

culture, and spread Pancasila values. Overall, the app has 

shown improved story comprehension, support for 

multilingual learning, and character education. Additionally, 

this research shows advances in media -based learning, which  

is a real contribution to educational technology. However, 

certain features can still be improved to improve the user 

experience. For example, features of teaching language 

structures and improving navigation are possible. For future 

plans, other myths and legends in Southwest Papua will 

continue to be added to the application so that students can 

study more deeply. 
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