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ABSTRACT  

This research was conducted to design an English learning media with the aim of developing the cadets' 
cognitive abilities in pronunciation and memorization of maritime English. So that this interactive learning 
media fosters elaboration in learning because it is accompanied by graphic and audio elements. This study 
uses a Design and development research (DDR) approach. Richey & Klein 2014 a systematic study of the 
design, development, and assessment process with the aim of providing an empirical basis for the 
production of instructional and non-instructional goods and tools, as well as new or improved development 
models. Design includes analysis, design and coding with animation maker software. The design of 
interactive learning media includes storyboard designs, environment designs for maritime learning and 
menu designs. The design of the storyboard contains the storyline of the interactive learning media 
delivered using animated images and audio. In this interactive media, there are several options and level 
facilities. Meanwhile, the environmental design is the background of the illustration focusing on the case 
method of learning English in maritime. The menu design describes learning interactions with the Things 
Around Us, Part of Maritime, Environment, Quiz, and Back to the previous menu facilities. At a deeper 
level in the “Things around us” facility, there are interactive learning activities such as work safety, 
environmental maritime, maritime activity. The Quiz option facility is used to test the cadets' ability to 
learn interactive media outcomes. The design of this learning media and the sound effects available when 
answering it, can improve the pronunciation and understanding of English for the cadets. 
Keywords: interactive learning media, maritime English, environment design, maritime vocabulary, case 
study 
 
 
1. Introduction 

The global market has implications for the 
creation of international competitiveness. Not 
only on market products, but also the competition 
for human resources. Therefore, the ability of each 
individual to be able to survive in this global arena 
is a real measure of success. One of the key roles 
that can be played in facing these challenges is the 
personal ability to communicate globally. 
Maritime English at the Polytechnic of Maritime 
Sciences Semarang (PIP Semarang) is a training 
subject that is oriented towards the field 
marine/nautical/shipping. More specifically, 
English for the maritime world is included in the 
English for Specific Purposes (ESP) category. In 
other words, the English used is a language that 
has certain characters and terminology which is 
only intended for certain (specific) purposes. So, 
in learning and using English, special situations 
and conditions are needed so that learning 
provides a learning experience that is at least close 
to or almost similar to the actual situation. 

The cadets' ability to identify parts of the ship 
and the accompanying components, especially 
English, is an absolute must in this lesson. 
therefore, learning vocabulary is specifically 
studied. Marine Communication is a standard in 
communicating in maritime activities, especially 
if we work on ships which contain how to 
pronounce orders, requests for help, informing the 
distress conditions on board to rescue teams or 
other ships so that they are easy to understand in 
accordance with English rules and regulations. 
IMO standard as an International Maritime 
organization. This gives researchers ideas in 
designing maritime English learning that is easy to 
use and directly in accordance with the rules of 
ESP needs and its orientation in the 
marine/shipping/shipping sector at PIP Semarang. 

Maritime English or English Maritime is 
English that is used as a means of communication 
in the international maritime world to secure 
navigation and maritime trade (Trenkner, 2000). 
English in the maritime field is related to various 
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things, such as vocabulary and special terms 
related to navigation, cargo handling, reading and 
understanding machine manuals). Therefore, it is 
important for seafarers to understand and master 
English to prevent accidents on board ships, 
accidents between ships, as well as maintain 
shipping lanes and maintain productivity and 
efficiency in the logistics business. 

The learning approach is a theory or learning 
assumption that is the learning goal (Richards & 
Rodgers, 2014). The learning approach is a belief 
about how language should be taught. Several 
learning approaches in teaching foreign languages 
are the oral approach and the communicative 
approach. The teaching method is a plan of 
systematic teaching and learning activities 
designed and applied by the teacher to achieve the 
planned learning objectives (Natsir & Saragih, 
2022). The learning method will determine the 
learning techniques, learning objectives, syllabus, 
and the material being taught. 

In addition to learning methods, usingmedia 
in learning is a pedagogical introduction to 
complete the teaching and learning process 
(Beckman et al., 2014). Supporting the above 
statement (Bulfin et al., 2013, p. 343) through a 
literature review, its review reveals that to design 
a good learning media, it is necessary to master 
mature theories, ideas, concepts, and frameworks 
contained in a good syllabus. So it can be 
concluded that media design requires a clear 
concept in its implications and development. The 
goals of designing this interactive learning media 
include; 1) Knowing the achievement of the 
cognitive aspects and intellectual abilities of 
cadets in the use of English Interactive Learning 
Media "Safe Working Practices". 2) Get a picture 
of the perception of the use of English Interactive 
Learning Media "Safe Working Practices" in 
improving the intellectual abilities of cadets. 

 
2. Research Methods 
 Vocabulary in Maritime learning media at 
PIP Semarang which is a product that is used as a 
solution to the problems in this study is designed 
using a model adapted from the Waterfall model 
proposed (Eason, 2016). The use of the Waterfall 
model as a design and development model for 
learning media in this study refers to the 
suggestion of using one of the models from the 
System Development Methods for novice 
researchers (Ellis & Levy, 2009, p. 112). The 
Waterfall model is a model that was coined by 
Winston Royce, this model is usually referred to 
as the classic life cycle. The Waterfall model is a 

series of continuous software development 
procedures, meaning that if a procedure has not 
been carried out, it cannot continue to the next 
procedure. The procedure of the Waterfall model 
according to Pressman begins with (1) 
communication, (2) planning, (3) modeling, (4) 
construction, and (5) deployment (Pressman, 
2005, p. 39). Media experts also assess the stages 
of media development researchers use, namely the 
Waterfall development model according to 
Pressman. 

Figure 1. D&D model research procedures 
according to Ellis dan Levy (Ellis & Levy, 2009, 
p. 112) 

  
Vocabulary in Maritime learning media at PIP 

Semarang which is a product that is used as a 
solution to the problems in this study is designed 
using a model adapted from the Waterfall model 
proposed (Eason, 2016). The use of the Waterfall 
model as a design and development model for 
learning media in this study refers to the 
suggestion of using one of the models from the 
System Development Methods for novice 
researchers (Ellis & Levy, 2009, p. 112). The 
Waterfall model is a model that was coined by 
Winston Royce, this model is usually referred to 
as the classic life cycle. The Waterfall model is a 
series of continuous software development 
procedures, meaning that if a procedure has not 
been carried out, it cannot continue to the next 
procedure. The procedure of the Waterfall model 
according to Pressman begins with (1) 
communication, (2) planning, (3) modeling, (4) 
construction, and (5) deployment (Pressman, 
2005, p. 39). 

   
Figure 2. Application development procedures 
(Pressman, 2005, p. 39). 
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3. Results and Discussion 
Applications that are easy to use and no 

problems when used make users feel comfortable 
using them. The software created and developed 
must be high quality, so software quality testing is 
needed. Software quality can be tested using the 
ISO 9126 model (Sutanti, 2016). In 2011, ISO 
25010 was released, replacing ISO 9126, and 
became a well-known software standard (ISO, 
2011). In this study using the ISO 25010 standard 
in software testing. ISO 25010 has eight standard 
criteria, namely: functional suitability, reliability, 
performance efficiency, usability, maintenance, 
security, compatibility, and portability (ISO, 
2011). The following is an explanation based on 
each criterion: 

Figure 3. ISO 25010 Standard Criteria and 
conducted to waterfall with ddr approach 
 
Design Results 
 

Figure 4. opening splash 
 

 
Figure 5. Start Menu 

 

 
Figure 6.  The picture that explains the meaning 

 

 
 

 
Figure 7.  The picture picture as drop subject  

 
4. Conclusion 

The design with the storyboard needs to be 
designed by the syllabus and learning 
planning tools by taking into account the 
instructional objectives of this media design 
already referring to this so that the application 
of the Waterfall development model by 
reference to the theory according to Pressman. 
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Furthermore, the design results are developed 
in a package ready to be tested based on the 
functions and benefits of the media using a 
perception test which will be continued in the 
next development research. 
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