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ABSTRACT

Jawi is one style of writing that have been widely use during the era of the
Melayu in a few centuries ago. Even though Jawi has existed for a long time ago, but
still many people cannot read or write Jawi very well as writing using Jawi script is
becomes fading. Many students does not have interested in learning Jawi as they fed
learning Jawi is bored and complicated. Therefore, this project is about designing a
flashcard to teach Jawi aphabet for kindergarten student using flashcard in tablet
environment which use Android based platform. By using the new learning
environment, it might catch student attention as there are some multimedia elements are
included in developing it. This application is divided in two parts which the first part
will teach the student by showing one to one aphabet and related picture on it. For the
second part, there are some quizzes that student have to choose the right answer
according to the sound of alphabet that will be heard. The expected outcomes of the
application are, kindergarten student can easily remember the new script (Jawi) that
they have learn so that it will be easier for them to read and write fluently in the future.
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