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Abstract : 
Purpose : The development of information technology in the modern era has brought changes to society in various aspects of life, including education. In this digital era, Hindu religious education in Indonesia has also begun to adopt modern technology. However, a survey conducted among teenagers or STT (Islamic boarding school) in Banjar Bunyuh, Perean Village, Baturiti, Tabanan, found that they are still unfamiliar with religious knowledge, such as the family shrine or sanggah pemerajan (Islamic boarding school). To address this lack of knowledge, more modern and engaging learning media, such as Android-based interactive multimedia, are needed.
Research methods : The method used is a three-stage production process: pre-production, production, and post-production. Primary data was obtained through interviews, observations, and surveys, while secondary data was obtained through library sources relevant to the research and documentation.
Findings : The results of the interactive multimedia design obtained results that met the established criteria, respondents considered that this interactive learning media could quickly understand the form and function of each pelinggih, as well as develop better reading and writing skills.
Implications : In the future, this multimedia development can be further developed by adding more information and video media in it so that it can further increase public insight.
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INTRODUCTION 
Sekaa Teruna Teruni (STT) is an organization that serves as a forum for developing the younger generation, especially school-aged and out-of-school children, to explore and apply the importance of socializing in Balinese society. Its members are teenagers from the banjar who are of age, ranging from 15 years old to unmarried[1]. The STT organization plays a role in supporting various local activities and strengthening bonds among teenagers. Being in a social environment, teenagers are inextricably linked with peers and possess a strong sense of curiosity. The existence of the STT organization in Bali serves as a platform for teenagers to develop their insights, develop their potential, and pursue positive hobbies by holding various activities involving STT teenagers[2]. In Bali, one of the holy places for prayer is called a merajan or sanggah in Hindu families. It is a holy place based on the concept of Tri Mandala, Tri Angga, or Tri Hita Karana, which serves as a place to worship both God and ancestors. [3] The Merajan consists of the main shrines, namely Kamulan, Padmasana, Taksu, Gedong, and Rong Tiga. The Sanggah is a sacred place for families in a courtyard, and has various names, such as mrajan, sanggah merajan, penghulun karang, sanggar kamimitan, sanggah kemulan, or sanggah pemerajan. The existence of the Sanggah is a building that still holds artistic and cultural values. 
However, the meaning of merajan, especially among Bali's younger generation, remains elusive. A survey of teenagers and religious leaders (STT) in Banjar Bunyuh, Perean Village, Baturiti, Tabanan, found that the younger generation is still unfamiliar with religious knowledge, such as the family shrine or sanggah pemerajan. They still accept and carry out religious activities, but lack a clear understanding of the significance of these structures. Therefore, efforts are needed to improve the understanding of today's young Balinese generation. One way to achieve this is by combining culture and art with technology. Technological developments in education have brought significant changes to the learning process. In this technological era, the younger generation is starting to forget their traditional cultural heritage due to the lack of modern and engaging cultural learning media. Traditional cultural learning media are limited to books and other printed media. Therefore, more modern learning media, such as interactive multimedia, are needed to facilitate student learning compared to monotonous textbooks or e-books[4][5].
The use of interactive multimedia as a learning medium in the teaching and learning process is currently quite widely developed and used. This is because it contains various elements, such as images, audio, video, interactivity, and animation, which help improve memory and convey information[6], [7]. In addition, the use of learning media is very important because it can be done directly in various places and times, and the learning process will be more interesting and flexible.[8]. Similar developments have also been developed with the case object of the Dalem Blanjong temple, Kesiman, which produced interactive multimedia about the history of the temple, the location of the temple, a photo gallery of the buildings/pelinggih, as well as the differences in names and descriptions of each pelinggih[9]. Therefore, the development of interactive media to introduce family rituals based on Android is highly feasible. This interactive media is expected to increase students' interest in Android-based family rituals through more engaging visualizations.

RESEARCH METHODS
This research is related to the collection of related and relevant data regarding the design of learning media for introducing family sacred places (sanggah). The data used are primary and secondary data. Primary data was obtained through interviews with related informants, namely Wahyu Adnyana, as the first deputy chairman of STT. Direct field observations were also conducted to find out more problems with adolescents in the banjar. Secondary data was also used to support the research obtained from documentation and literature studies of relevant data to support the research. In the process of designing learning media, it was carried out through three stages: pre-production, production, and post-production[10]. The results of the learning media will later be tested and distributed to target audiences.

FINDINGS
The design of learning media for introducing the family's sacred place begins with 3 stages, namely;
Pre-production
Pre-production is the initial stage of planning and data collection or reference work in the design process, including compiling and collecting important assets that can support the interactive multimedia design process. In this research, the author used a computer with appropriate specifications, such as a laptop and a mobile phone, for the production process and preparation of other necessary assets. The software used in creating the learning media included CorelDRAW for creating visual assets and Adobe Animate for creating interactive multimedia learning applications.
The next step is to determine the design concept used, namely simplicity. This learning media is designed to provide a comprehensive introduction to building drawings, development through easily accessible interactive content, and provide additional content and support for teachers or parents to support optimal understanding. The concept is further implemented through supporting elements such as typography, color, and audio. The typography used is Serif and Sans Serif, which have a simple form and are easy to read. These typefaces are suitable for the design of this interactive media that uses the concept of simplicity. The colors used are colors related to nature, dominated by blue and green, to convey a neutral impression to create a relaxing atmosphere, as well as several other supporting colors. Meanwhile, the audio or sound element uses a Balinese gamelan instrument in WAV format. After that, the learning media menu structure is compiled as illustrated below.[image: ]
Figure 1 . Multimedia menu navigation
[Source: Writer, 2025]

Production
The production process involves several stages, including creating image assets, animating, and adding background music. The process begins with asset creation using vector image processing software to process and edit the designs or vector images that form the basis of this interactive multimedia. The user interface is essential in this process, as the assets created are based on the pre-designed user interface. The design process begins with creating an outline and then adding color. An example of asset creation is illustrated by creating a pelinggih building asset, starting with the outline as a base. The outline creation process uses freehand tools and shapes. The tools used in this process include the 3-point curve, rectangle tool, ellipse, ruler, and layers. The Merajan building is then colored with a light brown color to match the natural hues.
[image: ][image: ]
Figure 2 Creating vector assets
[Source: Writer, 2025]

The next step after asset creation is the animation process. The animation process is performed using animation processing software. The created character assets will be animated according to the designed user interface. This process begins by combining character assets, props, and backgrounds into a single layout in Adobe Animate.

[image: ]
Figure 3 Adding assets to Adobe Animate
[Source: Writer, 2025]

Once all the necessary assets are in one layout, the animation process can begin. First, shift the timeline to frame 1. Then, begin moving the assets according to the designed user interface. The animation process is carried out by adding key frames from frame to frame. Once the animation process is complete, the next step is to create commands/coding to access the menus so they function properly.
[image: ]
Figure 4 Giving command script
[Source: Writer, 2025]

Once the assets have been added, the next step is to add background sound. There are several ways to add background sound in Adobe. The process for adding background sound in this application uses an ActionScript. The music format used must be (.MP3), and the music file must be saved in the same folder as the media file (.SWF).

[image: ]
Figure 5 Menambahkan backsound
[Source: Writer, 2025]

Post-production
Post-production occurs after the production process is complete. This stage includes combining all animated scenes, adding background music, creating SFX, editing, and final rendering. The following are the processes involved in the post-production stage.

Table 1 Visualisasi Menu multimedia pembelajaran
[Source: Writer, 2025]

	No.
	Visualization
	Information

	1
	[image: ]
	The splash screen displays the logo and title of the interactive media from the application.

	2
	[image: ]
	The main menu contains several buttons that can be accessed, namely: material button, type button, quiz button, about button, sound, instructions and exit button.

	3
	[image: ]
	This material menu displays a brief explanation regarding the pelinggih and contains a next button to go to the next page.

	4
	[image: ]
	This menu of types of shrines displays the types of shrines and a brief explanation of the shrines and contains a next button to go to the next page.

	5
	[image: ]
	Quiz menu display showing multiple choice questions

	6
	[image: ]
	Display of the learning media creator profile menu

	7
	[image: ]
	Display instructions using learning media



After successfully visualizing the designed application, the next trial obtained good results. Based on the results of testing by content experts, media experts, and questionnaires to teenagers, an average score of 90% indicates that the interactive media for introducing the Family Sacred Place or Sanggah Merajan based on Android has met the established criteria, respondents consider this interactive learning media can quickly understand the form and function of each pelinggih, as well as develop better reading and writing skills.

CONCLUSION
The development of an interactive Android-based media platform for introducing family shrines, or sanggah merajan, has yielded quite positive results after undergoing a trial phase. In the future, this platform can be further developed by adding more material categories and more engaging features, making it a viable learning tool for ongoing use.
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Merasan Atau sangah dalam keluarsa Hindu adalah sebuah tempa
SUCi Yano berdasarkan kansep Tri mandala. Tri Anoea akau

Karana merupakan sebiah tempat SUCi Utk memusa Tuhan
dah Jusa Roh leluhur (Adngana. 2013). HenUrUL konsep Tri anasa Hrasan
adalah tempab Uamansa Yano Dibaratkan Sebasai Keraia, Rumzh
Keliarsa dianasap sebasai Badan atau basian Mmadsa Sedansian basian
Nista ano9a adalah perkebunan akau pekaranoan.

Sebasal Saku_keselarasan antara orano yang tinogal dan
inakunoannya 3sa diperiiian sesuah tempat Utk Melakikan Sebiiah
sineraisme ke atas yang dalam hal ini berhubunaan denaan Tuhan Yana
Maha ESa Jadi merasan adalah Sebuah tempat Suci yano berada disetiap
ingkunaan Kellaroa untuk MM keberadaan Tunan dan 3usa elunur
Denaan demikian Sangaah/Nrajan dimengerti sebasai tempat pemusaan
elundr, dan umat Hindu pada UMUMINGA Sefail berupaya unkiuk melakukan
ang terbaik. namun ketidakpahaman teiah mendebaban mereka tidak
Menselola Sanasah/Hrasan ini denoan tepat (Hakijah. 2007).
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