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APLIKASI TASBIH DIGITAL UNTUK TELEPON GENGGAM 

BERBASIS ANDROID 

Jan Faris Majd 

NIM. 08650052 

 

INTISARI 

Mengingat Allah adalah kewajiban setiap umat Islam. Salah satu cara mengingat 

Allah adalah dengan berdzikir atau bertasbih. Bertasbih dapat dilakukan kapan 

saja, baik saat setelah sholat maupun diwaktu istirahat, ataupun saat bekerja. 

Untuk memudahkan berdzikir dimana saja, maka tasbih tradisional diubah 

menjadi tasbih digital dan dibangun pada telepon genggam, Untuk penelitian ini, 

telepon genggam yang digunakan berbasis Android. 

Metode pengembangan dilakukan dengan observasim dikarenakan telah 

banyaknya produk yang telah beredar di pasaran. Diambil 10 sampel dan diteliti 

kekurangan dan kelebihan dari masing-masing produk. Setelah diketahui 

kelebihan dan kekurangan, maka dibuat suatu aplikasi baru yang mencangkup 

semua kelebihan dan mengurangi semua kekurangan. 

Dari hasil penelitian dan pengujian, didapatkan hasil bahwa aplikasi baru yang 

dikembangkan mendapatkan respon positif dan dapat membantu pengguna untuk 

bertasbih. 

Kata Kunci : Android, Tasbih, Dzikir, Digital. 
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DIGITAL TASBEEH FOR ANDROID BASED MOBILE PHONE 

Jan Faris Majd 

NIM. 08650052 

 

ABSTRACT 

Remembering Allah is the duty of every Muslim. One way of remembering Allah 

is dhikr or tasbeeh. Dhikr can be done at any time, either at a time when after 

prayer breaks, take a break, or while working. To facilitate dhikr anywhere, 

traditional tasbeeh needs to be converted into digital and built on a mobile phone, 

for this study, which used mobile phones based on Android. 

The method used in this research is observation due to a lot of products that have 

been circulating in the market. 10 samples were taken and examined advantages 

and disadvantages of each product. Having obtained the advantages and 

disadvantages, then a brand new application was created that covers all of the 

advantages and mitigate all deficiencies. 

From the results of research and testing, showed that new applications that has 

been developed, it has all the useful features of the study, and got positive 

responses and can help users to dhikr. 

Key Word : Android, Tasbeeh, Dzikr, Digital. 
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BAB I 

PENDAHULUAN 

1.1 Latar Belakang 

Mengingat Allah adalah kewajiban setiap umat Islam. Kewajiban mengingat 

Allah dalam sehari minimal sejumlah 5 kali, yaitu sholat 5 waktu. Sangat 

dihimbau untuk setiap muslim untuk dapat mengingat Allah setiap saat. Salah 

satu cara mengingat Allah adalah dengan berdzikir atau bertasbih. Bertasbih 

dapat dilakukan kapan saja, baik saat setelah sholat maupun diwaktu istirahat, 

ataupun saat bekerja. 

Telepon genggam adalah sebuah device yang digunakan oleh masyarakat luas 

untuk berkomunikasi. Telepon genggam sekarang telah mudah untuk didapatkan. 

Telepon genggam keluaran akhir telah mendukung platform berbasis Android. 

Android adalah suatu platform mobile yang menggunakan bahasa Java dan XML 

dalam pengembangannya. 

Tasbih tradisional berbentuk seperti kalung yang berisi manik-manik yang 

digunakan untuk menghitung. Terkadang tasbih terlupakan untuk dibawa jka 

bepergian, tidak seperti telepon genggam yang bersifat fatal jika terlupakan untuk 

dibawa. Dengan melihat kondisi ini, diharapkan dapat membantu pengguna untuk 

bertasbih melalui telepon genggam dengan basis Android. 

Google Play Store adalah suatu portal bagi para pengguna Android untuk 

mendapatkan aplikasi-aplikasi untuk Android Device mereka. Aplikasi tasbih di 

Google Play Store sudah cukup banyak dan bervariasi, namun setiap aplikasi 
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memiliki kelebihan dan kekurangan. Rekap dari sampel aplikasi-aplikasi yang 

telah diteliti dapat dilihat pada Tabel 1.1. 

Tabel 1.1 Tabel perbandingan fitur aplikasi tasbih 

No Nama 1 2 3 4 5 6 7 8 9 10 

1 Tesbih X X X   X X    

2 iSebha X  X X   X X   

3 Dzikr Counter X   X X X     

4 Sebha X X X    X  X  

5 Misbaha X      X    

6 Tasbih Raffa X  X    X X   

7 
Digital 

Tasbeeh 
X  X     X 

  

8 DhikrCounter  X X   X  X   

9 Kupluk X  X     X   

10 Era Tasbih   X   X X X   

 

Keterangan untuk no. 1 pada tabel 1.1 adalah Instan, yaitu aplikasi dapat 

langsung digunakan saat aplikasi pertama kali dijalankan. No. 2 adalah 

Getar/Hitung, yaitu telepon genggam akan bergetar saat hitungan berlangsung. 

No. 3 adalah Getar/Limit, yaitu telepon genggam akan bergetar saat mark, contoh 

saat hitungan ke-33. No. 4 adalah Bunyi/Hitung, yaitu aplikasi akan 

mengeluarkan bunyi saat hitungan berlangsung. No. 5 adalah Bunyi/Limit, yaitu 

aplikasi akan mengeluarkan bunyi saat mark, contoh saat hitungan ke-33. No. 6 

adalah Display Lafal, yaitu aplikasi akan menampilkan lafal dari dzikir, contoh 
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subhanallah. No. 7 adalah Bersambung, yaitu aplikasi masih dapat berjalan 

walaupun telah melewati limit. No. 8 adalah Ketepatan, yaitu aplikasi akan 

menghitung dan bergetar sesuai dengan hitungan secara akurat. No. 9 adalah 

Mode Redup, yaitu mode dimana display akan meredup. No. 10 adalah Flight 

mode, yaitu jika saat flight mode diaktifkan, maka jaringan telepon akan di non 

aktifkan. Berdasarkan data perbandingan diatas, diharapkan aplikasi yang akan 

dibangun dapat memenuhi semua kriteria yang ada. 

1.2 Rumusan Masalah 

Berdasarkan latar belakang masalah yang ada maka rumusan masalah dari 

penelitian ini adalah: 

1. Bagaimana merancang dan membangun aplikasi untuk bertasbih dengan 

semua fitur yang telah diteliti sebelumnya menggunakan basis Android 

untuk mobile.  

2. Aplikasi yang dibangun memiliki fitur-fitur : 

1. Instan 

2. Getar/Hitung 

3. Getar/Limit 

4. Bunyi/Hitung 

5. Bunyi/Limit 

6. Display Lafal 

7. Bersambung 

8. Ketepatan 

9. Mode Redup 
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10. Flight Mode 

 

1.3 Batasan Masalah 

Adapun batasan masalah dalam penelitian ini adalah sebagai berikut: 

1. Aplikasi hanya mampu dijalankan di Android versi 2.2 ke atas. 

2. Aplikasi hanya menerima input sentuhan. 

3. Aplikasi hanya mengeluarkan output berupa tampilan, getaran, dan bunyi. 

4. Aplikasi ini hanya sebatas untuk bertasbih. 

5. Aplikasi ini hanya digunakan untuk umat Islam. 

1.4 Tujuan Penelitian 

Berdasarkan rumusan masalah di atas, maka tujuan yang ingin diperoleh dari 

pelaksana penelitian ini adalah: 

1. Mampu untuk merancang dan membangun aplikasi untuk bertasbih 

dengan semua fitur yang telah diteliti sebelumnya menggunakan basis 

Android untuk mobile. 

2. Mampu membangun aplikasi yang memiliki fitur-fitur sebagai berikut: 

1. Instan 

2. Getar/Hitung 

3. Getar/Limit 

4. Bunyi/Hitung 

5. Bunyi/Limit 

6. Display Lafal 

7. Bersambung 
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8. Ketepatan 

9. Mode Redup 

10. Flight Mode 

1.5 Manfaat Penelitian 

Hasil penelitian ini diharapkan akan dapat memberikan manfaat-manfaat 

sebagai berikut: 

1. Membantu masyarakat untuk bertasbih melalui telepon genggam berbasis 

Android mereka. 

2. Membantu masyarakat untuk mendapatkan aplikasi tasbih yang 

mempunyai fitur yang lebih lengkap tanpa biaya. 

1.6 Keaslian Penelitian 

Sejauh pengetahuan penulis, penelitian pengembangan aplikasi tasbih pada 

telepon genggam berbasis Android yang memiliki fitur-fitur seperti yang telah 

dibahas sebelumnya belum pernah dilakukan. Penelitian-penelitian sebelumnya 

lebih bertema Sistem Informasi dan Sistem Informasi Geografis. Adapun 

pengembangan aplikasi di luar Sistem Informasi berupa pembelajaran melafalkan 

bahasa inggris. 
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BAB VII 

KESIMPULAN DAN SARAN 

7.1 Kesimpulan 

Berdasarkan hasil pengujian yang telah dilakukan penulis pada Aplikasi 

tasbih Digital Le Tasbeeh, maka dapat diambil kesimpulan sebagai berikut: 

1. Penelitian ini berhasil merancang dan membangun  aplikasi untuk bertasbih 

dengan menggunakan basis Android untuk mobile. 

2. Aplikasi ini memiliki semua fitur yang telah diteliti sebelumnya yang 

merupakan kelemahan aplikasi sebelumnya dikarenakan tidak memiliki 

seluruh fitur yang dimaksud. 

7.2 Saran 

Penelitian yang dilakukan tentunya tidak terlepas dari pada kekurangan dan 

kelemahan. Oleh karena itu, untuk pengembangan sistem lebih lanjut, maka perlu 

diperhatikan beberapa hal berikut ini: 

1. Lafal yang disediakan masih sangat terbatas, sehingga masih diperlukan 

untuk adanya penambahan lafal. 

2. Adanya kostumisasi untuk tampilan tasbih dan background, sehingga user 

lebih merasa tertarik. 
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LAMPIRAN A 

Source Code function 

File BeaderActivity.java 

package beader.android.com; 

import java.util.HashMap; 

import android.app.Activity; 

import android.app.AlertDialog; 

import android.app.Dialog; 

import android.content.Context; 

import android.content.DialogInterface; 

import android.content.Intent; 

import android.content.SharedPreferences; 

import android.media.AudioManager; 

import android.media.SoundPool; 

import android.media.SoundPool.OnLoadCompleteListener; 

import android.os.Bundle; 

import android.os.Vibrator; 

import android.provider.Settings; 

import android.util.Log; 

import android.view.Menu; 

import android.view.MenuItem; 

import android.view.MotionEvent; 

import android.view.View; 

import android.view.View.OnTouchListener; 

import android.view.WindowManager; 

import android.view.animation.TranslateAnimation; 

import android.widget.FrameLayout; 

import android.widget.ImageView; 

import android.widget.TextView; 



84 
 

import android.widget.Toast; 

public class BeaderActivity extends Activity  

// implements  View.OnTouchListener  

 {    /** Called when the activity is first created. */ 

 int counter = 0; 

 int lafal=1; 

 int limit=0; 

 String momark; 

 private TextView display,counterlabel; 

 private ImageView 

button,displayAtas,subhanAllah,alhamdulillah,allahuakbar,lailahailallah,s

oundon,soundoff,sunoff,sunon,vibraon,vibraoff; 

 private FrameLayout bottom, top, mid; 

 private SoundPool soundPool; 

 public static final int SOUND_EXPLOSION = 1; 

 private int soundID,mode=1,bagian=1; 

 private int soundSub,soundAl,soundAllah; 

 boolean loaded = false; 

    private MenuItem mFlightMenuItem; 

    private static final int MENU_TOGGLEFLIGHTMODE = 0; 

    private boolean isFlightOn = false; 

    private boolean isSoundOn = false; 

    private boolean isVibrateOn = false; 

    private boolean isLightOn = false; 

    private static final int MENU_LAFAL = 1; 

    private static final int MENU_ABOUT = 3; 

    private static final int MENU_EXIT = 4; 

    private static final int DIALOG_WELCOME=0; 

    private static final String PREFS_NAME ="BEADER"; 

    private static final String PREFS_FLIGHT ="FLIGHTON"; 

    private static final String PREFS_SOUND ="SOUNDON"; 

    private static final String PREFS_VIBRATE ="VIBRATEON"; 

    private static final String PREFS_LIGHT ="LIGHTON"; 
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        @Override 

    public boolean onCreateOptionsMenu(Menu menu) { 

        super.onCreateOptionsMenu(menu); 

        mFlightMenuItem= menu.add(0, MENU_TOGGLEFLIGHTMODE, 0, "Flight 

Mode").setIcon(isFlightOn?android.R.drawable.button_onoff_indicator_off:a

ndroid.R.drawable.button_onoff_indicator_on); 

        menu.add(0, MENU_LAFAL, 3, 

"Lafal").setIcon(android.R.drawable.ic_menu_preferences); 

        menu.add(0, MENU_ABOUT, 4, 

"About").setIcon(android.R.drawable.ic_menu_info_details); 

        menu.add(0, MENU_EXIT, 5, 

"Exit").setIcon(android.R.drawable.ic_lock_power_off ); 

        return true;    } 

    @Override 

    public boolean onOptionsItemSelected(MenuItem item) { 

     if(item.getItemId() == MENU_TOGGLEFLIGHTMODE) 

     { isFlightOn = !isFlightOn; 

      if(mFlightMenuItem!=null) 

mFlightMenuItem.setIcon(isFlightOn?android.R.drawable.button_onoff_indica

tor_off:android.R.drawable.button_onoff_indicator_on); 

      flightMode(); 

      Toast.makeText(this, "Flight Mode " + 

(isFlightOn?"off":"on"), Toast.LENGTH_SHORT).show(); 

            //Make sure the welcome message only appears on first launch 

            saveBoolean(PREFS_FLIGHT, isFlightOn); 

      return true; 

      }else if(item.getItemId() == MENU_LAFAL) 

      { 

       pilihLafal(); 

      return true; 

     }else if(item.getItemId() == MENU_ABOUT) 

      { showDialog(DIALOG_WELCOME); 

      return true; 

      }else if(item.getItemId() == MENU_EXIT) 

      {     finish(); 

       return true;     } 



86 
 

        return false;    } 

//=======================================================================  

    private void saveBoolean(String key, boolean value) 

    {        SharedPreferences settings = 

getSharedPreferences(PREFS_NAME, 0); 

        if(settings !=null)        { 

           SharedPreferences.Editor editor = settings.edit(); 

           editor.putBoolean(key, value); 

           editor.commit();        }    } 

    @Override 

    public void onCreate(Bundle savedInstanceState) { 

        super.onCreate(savedInstanceState); 

        setContentView(R.layout.main); 

        isSoundOn = true; 

        isVibrateOn = true; 

        isLightOn = true; 

//=======================================================================  

        subhanAllah = (ImageView) findViewById(R.id.imageView2); 

        alhamdulillah = (ImageView) findViewById(R.id.imageView3); 

        allahuakbar = (ImageView) findViewById(R.id.ImageView4); 

        lailahailallah = (ImageView) findViewById(R.id.imageView11); 

        soundon = (ImageView) findViewById(R.id.imageView10); 

        soundoff = (ImageView) findViewById(R.id.imageView9); 

        sunoff = (ImageView) findViewById(R.id.imageView6); 

        sunon = (ImageView) findViewById(R.id.imageView5); 

        vibraon = (ImageView) findViewById(R.id.imageView8); 

        vibraoff = (ImageView) findViewById(R.id.imageView7); 

        display = (TextView) findViewById(R.id.textView); 

        button = (ImageView) findViewById(R.id.button); 

        displayAtas = (ImageView) findViewById(R.id.imageView1); 

//======================================================================= 

 starter(); 
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//=======================================================================  

        this.setVolumeControlStream(AudioManager.STREAM_MUSIC); 

        soundPool = new SoundPool(10, AudioManager.STREAM_MUSIC, 0); 

        soundPool.setOnLoadCompleteListener(new OnLoadCompleteListener() 

{          @Override 

          public void onLoadComplete(SoundPool soundPool, int sampleId, 

              int status) { 

            loaded = true;          }        }); 

        //Memanggil suara 

        soundID = soundPool.load(this, R.raw.hit, 1); 

        soundSub = soundPool.load(this, R.raw.subhanallah, 1); 

        soundAl = soundPool.load(this, R.raw.alhamdulillah, 1); 

        soundAllah = soundPool.load(this, R.raw.allahuakbar, 1); 

//=======================================================================  

        button.setOnTouchListener(new OnTouchListener() { 

   @Override 

   public boolean onTouch(View arg0, MotionEvent arg1) { 

   // Proses yang akan dijalankan saat image disentuh 

    if (mode==1){ 

        tambah(); } 

    else if (mode==2){ 

     tambahA();  } 

    else if (mode==3){ 

     tambahC();  } 

    else if (mode==4){ 

     tambahB();  } 

    return false;  } });        

//=======================================================================  

        //fungsi yang terjadi saat tombol mode terang disentuh 

        sunon.setOnTouchListener(new OnTouchListener() { 

   @Override 

   public boolean onTouch(View arg0, MotionEvent arg1) { 

    //penggantian tombol mode terang ke redup 
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          sunoff.setVisibility(View.VISIBLE); 

          sunon.setVisibility(View.INVISIBLE); 

          //pemanggilan fungsi redup 

          redup(); 

             saveBoolean(PREFS_LIGHT, false); 

    return false;   }  }); 

//======================================================================= 

      //fungsi yang terjadi saat tombol mode redup disentuh 

        sunoff.setOnTouchListener(new OnTouchListener() { 

   @Override 

   public boolean onTouch(View arg0, MotionEvent arg1) { 

    //penggantian tombol mode terang ke redup 

          sunoff.setVisibility(View.INVISIBLE); 

          sunon.setVisibility(View.VISIBLE); 

        //pemanggilan fungsi terang 

          terang(); 

             saveBoolean(PREFS_LIGHT, true); 

    return true;   }  }); 

//=======================================================================  

        vibraon.setOnTouchListener(new OnTouchListener() { 

   @Override 

   public boolean onTouch(View arg0, MotionEvent arg1) { 

    // TODO Auto-generated method stub 

    vibraon.setVisibility(View.INVISIBLE); 

    vibraoff.setVisibility(View.VISIBLE); 

    vibrasoff(); 

             saveBoolean(PREFS_VIBRATE, false); 

    return true;   }  }); 

//=======================================================================  

        vibraoff.setOnTouchListener(new OnTouchListener() { 

   @Override 

   public boolean onTouch(View arg0, MotionEvent arg1) { 
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    // TODO Auto-generated method stub 

    vibraon.setVisibility(View.VISIBLE); 

    vibraoff.setVisibility(View.INVISIBLE); 

    vibrason(); 

          saveBoolean(PREFS_VIBRATE, true); 

    return false;   }  }); 

//=======================================================================  

        soundon.setOnTouchListener(new OnTouchListener() { 

   @Override 

   public boolean onTouch(View arg0, MotionEvent arg1) { 

    // TODO Auto-generated method stub 

    soundon.setVisibility(View.INVISIBLE); 

    soundoff.setVisibility(View.VISIBLE); 

    soundsoff(); 

             saveBoolean(PREFS_SOUND, false); 

    return true;   }  }); 

//=======================================================================  

        soundoff.setOnTouchListener(new OnTouchListener() { 

   @Override 

   public boolean onTouch(View arg0, MotionEvent arg1) { 

    // TODO Auto-generated method stub 

    soundon.setVisibility(View.VISIBLE); 

    soundoff.setVisibility(View.INVISIBLE); 

    soundson(); 

             saveBoolean(PREFS_SOUND, true); 

    return false;   }  }); 

//=======================================================================  

        counterlabel = (TextView) findViewById(R.id.textCounter); 

        bottom = (FrameLayout) findViewById(R.id.frameLayout2); 

        top = (FrameLayout) findViewById(R.id.frameLayout4); 

        mid = (FrameLayout) findViewById(R.id.FrameLayout02); 

        TranslateAnimation ani = new TranslateAnimation(480,0,0,0);               
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        ani.setDuration(800);  

        displayAtas.setAnimation(ani);        } 

 protected Dialog onCreateDialog(int id) { 

  if(id == DIALOG_WELCOME)  { 

   String message = getString(R.string.about); 

   AlertDialog dialog = new 

AlertDialog.Builder(BeaderActivity.this).create();//new 

AlertDialog(Bookmarker.this); 

 dialog.setTitle(getString(R.string.about_title)); 

            dialog.setMessage(message); 

            dialog.setButton("OK", new DialogInterface.OnClickListener() 

{            public void onClick(DialogInterface dialog, int whichButton) 

{ 

             }          }); 

            dialog.setCancelable(true); 

            return dialog; 

  }else return null; } 

 //================================================================ 

    public void tambah() { 

        // Do something in response to button 

     counter ++; 

     counterlabel.setText(String.valueOf(counter)); 

     getar(); 

     gantiDisplay(); 

     //mark(); 

     animasi(); 

     suara(); 

     aniMark();    } 

  

//======================================================================= 

    public void tambahA() { 

        // Do something in response to button 

     counter ++; 

     counterlabel.setText(String.valueOf(counter)); 
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     getar(); 

     gantiDisplay(); 

     //mark(); 

     animasi(); 

     //suara(); 

     aniMark();    } 

//======================================================================= 

    public void tambahB() { 

        // Do something in response to button 

     counter ++; 

     counterlabel.setText(String.valueOf(counter)); 

     //getar(); 

     gantiDisplay(); 

     //mark(); 

     animasi(); 

     //suara(); 

     aniMark();    }  

//======================================================================= 

    public void tambahC() { 

        // Do something in response to button 

     counter ++; 

     counterlabel.setText(String.valueOf(counter)); 

     //getar(); 

     gantiDisplay(); 

     //mark(); 

     animasi(); 

     suara(); 

     aniMark(); 

     //explode();    }  

//======================================================================= 

    public void animasi(){     

        TranslateAnimation anim = new TranslateAnimation(0,0,0,170);               

        anim.setDuration(150);  
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        button.setAnimation(anim);      

        TranslateAnimation anima = new TranslateAnimation(0,0,0,30);   

        anima.setDuration(150); 

        bottom.setAnimation(anima);    

        TranslateAnimation animx = new TranslateAnimation(0,0,0,40);               

        animx.setDuration(150);  

        top.setAnimation(animx);      

        TranslateAnimation anime = new TranslateAnimation(0,0,20,0);               

        anime.setDuration(150);  

        mid.setAnimation(anime);         }  

//======================================================================= 

    // fungsi flight mode nyala 

    public void flightMode(){ 

       // membaca setting flight mode      

         boolean isEnabled = Settings.System.getInt( 

              getContentResolver(),  

              Settings.System.AIRPLANE_MODE_ON, 0) == 1; 

        // switch flight mode 

       Settings.System.putInt( 

             getContentResolver(), 

             Settings.System.AIRPLANE_MODE_ON, isEnabled ? 0 : 1); 

          saveBoolean(PREFS_FLIGHT, isFlightOn); 

       // Post an intent to reload 

       Intent intent = new 

Intent(Intent.ACTION_AIRPLANE_MODE_CHANGED); 

       intent.putExtra("state", !isEnabled); 

       sendBroadcast(intent);    } 

//======================================================================= 

 // fungsi flight mode mati 

    public void flightModeOff(){ 

        // membaca setting flight mode      

        boolean isEnabled = Settings.System.getInt( 

             getContentResolver(),  
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             Settings.System.AIRPLANE_MODE_ON, 0) == 1; 

        // switch flight mode 

        Settings.System.putInt( 

            getContentResolver(), 

            Settings.System.AIRPLANE_MODE_ON, 0); 

 

      // Post an intent to reload 

      Intent intent = new Intent(Intent.ACTION_AIRPLANE_MODE_CHANGED); 

      intent.putExtra("state", !isEnabled); 

      sendBroadcast(intent); 

       super.onDestroy ();    }  

//======================================================================= 

    //Fungsi suara tiap hitungan 

    public void suara(){ 

     AudioManager audioManager = (AudioManager) 

getSystemService(AUDIO_SERVICE); 

        float actualVolume = (float) audioManager 

            .getStreamVolume(AudioManager.STREAM_MUSIC); 

        float maxVolume = (float) audioManager 

            .getStreamMaxVolume(AudioManager.STREAM_MUSIC); 

        float volume = actualVolume / maxVolume; 

        // Is the sound loaded already? 

        if (loaded) { 

          soundPool.play(soundID, volume, volume, 1, 0, 1f); 

          Log.e("Test", "Played sound");        }    }  

//======================================================================= 

// fungsi suara Subhanallah 

    public void suaraSub(){ 

     AudioManager audioManager = (AudioManager) 

getSystemService(AUDIO_SERVICE); 

        float actualVolume = (float) audioManager 

            .getStreamVolume(AudioManager.STREAM_MUSIC); 

        float maxVolume = (float) audioManager 

            .getStreamMaxVolume(AudioManager.STREAM_MUSIC); 
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        float volume = actualVolume / maxVolume; 

        // Is the sound loaded already? 

        if (loaded) { 

          soundPool.play(soundSub, volume, volume, 1, 0, 1f); 

          Log.e("Test", "Played sound");        }    } 

//======================================================================= 

// fungsi suara Alhamdulillah 

    public void suaraAl(){ 

     AudioManager audioManager = (AudioManager) 

getSystemService(AUDIO_SERVICE); 

        float actualVolume = (float) audioManager 

            .getStreamVolume(AudioManager.STREAM_MUSIC); 

        float maxVolume = (float) audioManager 

            .getStreamMaxVolume(AudioManager.STREAM_MUSIC); 

        float volume = actualVolume / maxVolume; 

        // Is the sound loaded already? 

        if (loaded) { 

          soundPool.play(soundAl, volume, volume, 1, 0, 1f); 

          Log.e("Test", "Played sound");        }    }  

//======================================================================= 

// fungsi suara Allahuakbar 

    public void suaraAllah(){ 

     AudioManager audioManager = (AudioManager) 

getSystemService(AUDIO_SERVICE); 

        float actualVolume = (float) audioManager 

            .getStreamVolume(AudioManager.STREAM_MUSIC); 

        float maxVolume = (float) audioManager 

            .getStreamMaxVolume(AudioManager.STREAM_MUSIC); 

        float volume = actualVolume / maxVolume; 

        // Is the sound loaded already? 

        if (loaded) { 

          soundPool.play(soundAllah, volume, volume, 1, 0, 1f); 

          Log.e("Test", "Played sound");        }    }  

//======================================================================= 



95 
 

 //fungsi penentuan lafal 

    public void gantiDisplay(){  

     if(lafal==1){ 

     if (bagian == 1){ 

      subhanAllah.setVisibility(View.VISIBLE); 

      alhamdulillah.setVisibility(View.INVISIBLE); 

      allahuakbar.setVisibility(View.INVISIBLE); 

      lailahailallah.setVisibility(View.INVISIBLE);     } 

     if(counter == 33 && bagian==1){ 

      bagian=2; 

      counter=0; 

      mark();     } 

     if(counter == 33 && bagian==2){ 

      bagian=3; 

      counter=0; 

      mark();     } 

     if(counter == 33 && bagian==3){ 

      bagian=1; 

      counter=0; 

      mark();  

      subhanAllah.setVisibility(View.INVISIBLE); 

      alhamdulillah.setVisibility(View.INVISIBLE); 

      allahuakbar.setVisibility(View.INVISIBLE); 

            TranslateAnimation ani = new TranslateAnimation(480,0,0,0);               

            ani.setDuration(800);  

            displayAtas.setAnimation(ani);        }     } 

     else if(lafal==2){ 

      marco(); 

      subhanAllah.setVisibility(View.VISIBLE); 

      alhamdulillah.setVisibility(View.INVISIBLE); 

      allahuakbar.setVisibility(View.INVISIBLE); 

      lailahailallah.setVisibility(View.INVISIBLE);     } 
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     else if(lafal==3){ 

      marco(); 

      subhanAllah.setVisibility(View.INVISIBLE); 

      alhamdulillah.setVisibility(View.VISIBLE); 

      allahuakbar.setVisibility(View.INVISIBLE); 

      lailahailallah.setVisibility(View.INVISIBLE);     } 

     else if(lafal==4){ 

      marco(); 

      subhanAllah.setVisibility(View.INVISIBLE); 

      alhamdulillah.setVisibility(View.INVISIBLE); 

      allahuakbar.setVisibility(View.VISIBLE); 

      lailahailallah.setVisibility(View.INVISIBLE);     } 

     else if(lafal==5){ 

      marco(); 

      subhanAllah.setVisibility(View.INVISIBLE); 

      alhamdulillah.setVisibility(View.INVISIBLE); 

      allahuakbar.setVisibility(View.INVISIBLE); 

      lailahailallah.setVisibility(View.VISIBLE);     }} 

//======================================================================= 

    // fungsi animasi tiap limit 

    public void aniMark(){ 

    if(lafal==1){ 

     if (counter == 1 && bagian==1){ 

            TranslateAnimation ani = new TranslateAnimation(480,0,0,0);               

            ani.setDuration(600);  

      suaraSub(); 

            subhanAllah.setAnimation(ani);      } 

     else if (counter == 1 && bagian== 2){ 

            TranslateAnimation ani = new TranslateAnimation(480,0,0,0);               

            ani.setDuration(600);  

      suaraAl();       

            alhamdulillah.setAnimation(ani);  
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      subhanAllah.setVisibility(View.INVISIBLE); 

      alhamdulillah.setVisibility(View.VISIBLE); 

      allahuakbar.setVisibility(View.INVISIBLE);     } 

     else if (counter == 1 && bagian== 3){ 

            TranslateAnimation ani = new TranslateAnimation(480,0,0,0);               

            ani.setDuration(600);  

      suaraAllah();       

            allahuakbar.setAnimation(ani);   

      subhanAllah.setVisibility(View.INVISIBLE); 

      alhamdulillah.setVisibility(View.INVISIBLE); 

      allahuakbar.setVisibility(View.VISIBLE);  }    } 

    else if(lafal==2 && counter==1){ 

        TranslateAnimation ani = new TranslateAnimation(480,0,0,0);               

        ani.setDuration(600);  

            subhanAllah.setAnimation(ani);  

      subhanAllah.setVisibility(View.VISIBLE); 

      alhamdulillah.setVisibility(View.INVISIBLE); 

      allahuakbar.setVisibility(View.INVISIBLE); 

      lailahailallah.setVisibility(View.INVISIBLE);     } 

    else if(lafal==3 && counter==1){ 

        TranslateAnimation ani = new TranslateAnimation(480,0,0,0);               

        ani.setDuration(600);  

            alhamdulillah.setAnimation(ani);  

      subhanAllah.setVisibility(View.INVISIBLE); 

      alhamdulillah.setVisibility(View.VISIBLE); 

      allahuakbar.setVisibility(View.INVISIBLE); 

      lailahailallah.setVisibility(View.INVISIBLE);     } 

    else if(lafal==4 && counter==1){ 

        TranslateAnimation ani = new TranslateAnimation(480,0,0,0);               

        ani.setDuration(600);  

            allahuakbar.setAnimation(ani);  

      subhanAllah.setVisibility(View.INVISIBLE); 
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      alhamdulillah.setVisibility(View.INVISIBLE); 

      allahuakbar.setVisibility(View.VISIBLE); 

      lailahailallah.setVisibility(View.INVISIBLE);     } 

    else if(lafal==5 && counter==1){ 

        TranslateAnimation ani = new TranslateAnimation(480,0,0,0);               

        ani.setDuration(600);  

            lailahailallah.setAnimation(ani);  

      subhanAllah.setVisibility(View.INVISIBLE); 

      alhamdulillah.setVisibility(View.INVISIBLE); 

      allahuakbar.setVisibility(View.INVISIBLE); 

      lailahailallah.setVisibility(View.VISIBLE);     }    } 

  

//======================================================================= 

 //fungsi getar limit 

    public void mark(){ 

             Vibrator v = (Vibrator) 

getSystemService(Context.VIBRATOR_SERVICE); 

             v.vibrate(800);          } 

//======================================================================= 

    //fungsi getar untuk mode custom 

    public void marco(){ 

      if (limit==11 && counter == 11){ 

         Vibrator v = (Vibrator) 

getSystemService(Context.VIBRATOR_SERVICE); 

             v.vibrate(800);  

                starter();         } 

         else if (limit==33 && counter == 33){ 

         Vibrator v = (Vibrator) 

getSystemService(Context.VIBRATOR_SERVICE); 

             v.vibrate(800);  

                starter();         } 

         else if (limit==100 && counter == 100){ 

         Vibrator v = (Vibrator) 

getSystemService(Context.VIBRATOR_SERVICE); 
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             v.vibrate(800);  

                starter();         } 

         else if (limit==1000 && counter == 1000){ 

         Vibrator v = (Vibrator) 

getSystemService(Context.VIBRATOR_SERVICE); 

             v.vibrate(800);  

                starter();         } 

         else if (limit==9999 && counter == 0){ 

         Vibrator v = (Vibrator) 

getSystemService(Context.VIBRATOR_SERVICE); 

             v.vibrate(800);  

                starter();         }    } 

    protected void starter(){ 

     counter=0; 

     bagian=1; 

  subhanAllah.setVisibility(View.INVISIBLE); 

  alhamdulillah.setVisibility(View.INVISIBLE); 

  allahuakbar.setVisibility(View.INVISIBLE); 

  lailahailallah.setVisibility(View.INVISIBLE);    } 

//======================================================================= 

    //fungsi untuk meredupkan display 

    public void redup(){ 

        WindowManager.LayoutParams layout = getWindow().getAttributes(); 

        layout.screenBrightness = 0.05F; 

        getWindow().setAttributes(layout);    } 

  

//======================================================================= 

    //fungsi untuk membuat terang display 

    public void terang(){ 

        WindowManager.LayoutParams layout = getWindow().getAttributes(); 

        layout.screenBrightness = 0.8F; 

        getWindow().setAttributes(layout);         } 

//======================================================================= 
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    //fungsi untuk menyalakan getar 

    public void vibrason(){ 

  if (mode==3){ 

   mode=1; 

  } else if (mode==4){ 

   mode=2;  }    } 

//======================================================================= 

    //fungsi untuk mematikan mode getar 

    public void vibrasoff(){ 

  if (mode==1){ 

   mode=3;  } 

  else if (mode==2){ 

   mode=4;  }    } 

//======================================================================= 

    //fungsi untuk menyalakan suara 

    public void soundson(){ 

  if(mode==2){ 

  mode=1;  } 

  else if(mode==4){ 

   mode=3;  }    } 

//======================================================================= 

    //fungsi untuk mematikan mode suara 

    public void soundsoff(){ 

  if (mode==1){ 

   mode=2;  } 

  else if(mode==3){ 

   mode=4;  }    } 

//======================================================================= 

    //Fungsi Getar 

    public void getar(){ 

     Vibrator v = (Vibrator) 

getSystemService(Context.VIBRATOR_SERVICE); 
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     v.vibrate(35);    } 

//======================================================================= 

    //Fungsi untuk menentukan Mode Cahaya 

    public void setLight(){ 

    boolean A = isLightOn; 

     int K = A?0:1; 

     if(K==0){ 

      sunon.setVisibility(View.VISIBLE); 

      sunoff.setVisibility(View.INVISIBLE); 

      terang();     } 

     else{ 

      sunon.setVisibility(View.INVISIBLE); 

      sunoff.setVisibility(View.VISIBLE); 

      redup();     }    } 

//======================================================================= 

  //Fungsi untuk menentukan Mode Getar 

    public void setVibra(){ 

      boolean A = isVibrateOn; 

      int K = A?0:1; 

      if(K==0){ 

       vibraon.setVisibility(View.VISIBLE); 

       vibraoff.setVisibility(View.INVISIBLE); 

       vibrason();      }      else      { 

       vibraon.setVisibility(View.INVISIBLE); 

       vibraoff.setVisibility(View.VISIBLE); 

       vibrasoff();      }    } 

//======================================================================= 

    //Fungsi untuk menentukan Mode Cahaya 

    public void setSound(){ 

    boolean A = isSoundOn; 

     int K = A?0:1; 

     if(K==0){ 
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      soundon.setVisibility(View.VISIBLE); 

      soundoff.setVisibility(View.INVISIBLE); 

      soundson();     }     else{ 

      soundon.setVisibility(View.INVISIBLE); 

      soundoff.setVisibility(View.VISIBLE); 

      soundsoff();     }    } 

//======================================================================= 

    //Fungsi untuk menentukan Mode Airplane 

    public void setFlight(){ 

        boolean isEnabled = isFlightOn; 

        int val = isEnabled?0:1; 

         // switch flight mode 

        Settings.System.putInt( 

              getContentResolver(), 

              Settings.System.AIRPLANE_MODE_ON, val); 

       // Post an intent to reload 

        Intent intent = new 

Intent(Intent.ACTION_AIRPLANE_MODE_CHANGED); 

        intent.putExtra("state", !isEnabled); 

        sendBroadcast(intent);        }  

//======================================================================= 

  //fungsi untuk memilih lafal 

    protected void pilihLafal(){ 

     final CharSequence[] items = {"Default: 33","Subhanallah", 

"Alhamdulillah", "Allahuakbar","La ilaha Illallah","-"}; 

  AlertDialog.Builder builder = new AlertDialog.Builder(this); 

  builder.setTitle("Silahkan pilih lafal yang diinginkan"); 

 builder.setItems(items, new DialogInterface.OnClickListener() { 

     public void onClick(DialogInterface dialog, int item) { 

          Toast.makeText(getApplicationContext(), items[item], 

Toast.LENGTH_SHORT).show(); 

          if (items[item]=="Default: 33"){ 

           lafal=1; 

              displayAtas.scrollTo(0, 0);   
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                 starter();          } 

          if (items[item]=="Subhanallah"){ 

           lafal=2; 

           pilihLimit();          } 

          if (items[item]=="Alhamdulillah"){ 

           lafal=3; 

           pilihLimit();          } 

          if (items[item]=="Allahuakbar"){ 

           lafal=4; 

           pilihLimit();          } 

          if (items[item]=="La ilaha Illallah"){ 

           lafal=5; 

           pilihLimit();          } 

          if (items[item]=="-"){ 

           lafal=6; 

           pilihLimit();  }    } }); 

  AlertDialog alert = builder.create(); 

  alert.show();     }     

//======================================================================= 

//fungsi untuk memilih limit 

    protected void pilihLimit(){ 

 final CharSequence[] items = {"11", "33", "100","1000","Tak Terbatas"}; 

  AlertDialog.Builder builder = new AlertDialog.Builder(this); 

 builder.setTitle("Silahkan pilih jumlah limit yang diinginkan"); 

 builder.setItems(items, new DialogInterface.OnClickListener() { 

     public void onClick(DialogInterface dialog, int item) { 

          Toast.makeText(getApplicationContext(), items[item], 

Toast.LENGTH_SHORT).show(); 

          if (items[item]=="11"){ 

           limit=11; 

                 starter(); 

              displayAtas.scrollTo(0, 0);          } 
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          if (items[item]=="33"){ 

           limit=33; 

                 starter(); 

              displayAtas.scrollTo(0, 0);         } 

          if (items[item]=="100"){ 

           limit=100; 

                 starter(); 

              displayAtas.scrollTo(0, 0);          } 

          if (items[item]=="1000"){ 

           limit=1000; 

                 starter(); 

              displayAtas.scrollTo(0, 0);           } 

          if (items[item]=="Tak Terbatas"){ 

           limit=9999; 

                 starter(); 

              displayAtas.scrollTo(0, 0);  }}}); 

  AlertDialog alert = builder.create(); 

  alert.show();    } 

//======================================================================= 

protected void onDestroy (){ 

 flightModeOff(); 

   super.onDestroy ();} 

//======================================================================= 

protected void onPause (){ 

 flightModeOff(); 

   super.onPause (); 

 //  mWakeLock.release();} 

protected void onRestart () 

{ super.onRestart ();} 

protected void onResume () 

{   super.onResume (); 
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   SharedPreferences settings = getSharedPreferences(PREFS_NAME, 

Context.MODE_PRIVATE); 

   if(settings !=null)   { 

      isFlightOn = settings.getBoolean(PREFS_FLIGHT, true); 

     setFlight(); 

     //memanggil fungsi penyimpanan mode Cahaya 

       isLightOn = settings.getBoolean(PREFS_LIGHT, true); 

     setLight(); 

     //memanggil fungsi penyimpanan mode getar 

     isVibrateOn = settings.getBoolean(PREFS_VIBRATE, true); 

     setVibra(); 

     //memanggil fungsi penyimpanan mode suara 

     isSoundOn = settings.getBoolean(PREFS_SOUND, true); 

     setSound();   }} 

protected void onStart () 

{   super.onStart (); 

   SharedPreferences settings = getSharedPreferences(PREFS_NAME, 

Context.MODE_PRIVATE); 

   if(settings !=null)   { 

     isFlightOn = settings.getBoolean(PREFS_FLIGHT, false); 

    setFlight(); 

     //memanggil fungsi penyimpanan mode Cahaya 

    isLightOn = settings.getBoolean(PREFS_LIGHT, false); 

    setLight(); 

    //memanggil fungsi penyimpanan mode getar 

    isVibrateOn = settings.getBoolean(PREFS_VIBRATE, false); 

    setVibra(); 

    //memanggil fungsi penyimpanan mode suara 

    isSoundOn = settings.getBoolean(PREFS_SOUND, false); 

    setSound();   }} 

protected void onStop () 

{   flightModeOff();   super.onStop ();}} // end class 
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LAMPIRAN B 

Source Code Layout 

File main.xml 

<?xml version="1.0" encoding="utf-8"?> 

<RelativeLayout 

xmlns:android="http://schemas.android.com/apk/res/android" 

    android:id="@+id/RelativeLayout1" 

    android:layout_width="fill_parent" 

    android:layout_height="fill_parent" > 

    <FrameLayout 

        android:id="@+id/frameLayout1" 

        android:layout_width="match_parent" 

        android:layout_height="match_parent" 

        android:layout_alignParentLeft="true" 

        android:layout_alignParentTop="true" > 

        <FrameLayout 

            android:id="@+id/frameLayout7" 

            android:layout_width="match_parent" 

            android:layout_height="match_parent" 

            android:background="@drawable/samall" > 

        </FrameLayout> 

        <FrameLayout 

            android:id="@+id/FrameLayout02" 

            android:layout_width="wrap_content" 

            android:layout_height="wrap_content" 

            android:layout_gravity="center" 

            android:layout_marginLeft="75dp" 

            android:layout_marginTop="30dp" 

            android:background="@drawable/back" > 

        </FrameLayout> 
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        <FrameLayout 

            android:id="@+id/frameLayout3" 

            android:layout_width="wrap_content" 

            android:layout_height="wrap_content" 

            android:layout_gravity="center" 

            android:layout_marginLeft="75dp" 

            android:layout_marginTop="50dp" 

            android:background="@drawable/thread" > 

        </FrameLayout> 

        <FrameLayout 

            android:id="@+id/FrameLayout01" 

            android:layout_width="wrap_content" 

            android:layout_height="wrap_content" 

            android:layout_gravity="center" 

            android:layout_marginLeft="75dp" 

            android:background="@drawable/thread" > 

        </FrameLayout> 

        <FrameLayout 

            android:id="@+id/frameLayout2" 

            android:layout_width="wrap_content" 

            android:layout_height="wrap_content" 

            android:layout_gravity="center" 

            android:layout_marginLeft="75dp" 

            android:layout_marginTop="160dp" 

            android:background="@drawable/bottom" > 

        </FrameLayout> 

        <ImageView 

            android:id="@+id/imageView1" 

            android:layout_width="518dp" 

            android:layout_height="252dp" 

            android:layout_gravity="center" 

            android:layout_marginBottom="160dp" 
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            android:src="@drawable/dedes" /> 

        <FrameLayout 

            android:id="@+id/frameLayout4" 

            android:layout_width="wrap_content" 

            android:layout_height="wrap_content" 

            android:layout_gravity="center" 

            android:layout_marginBottom="160dp" 

            android:layout_marginLeft="75dp" 

            android:background="@drawable/top" > 

        </FrameLayout> 

        <ImageView 

            android:id="@+id/button" 

            android:layout_width="wrap_content" 

            android:layout_height="wrap_content" 

            android:layout_gravity="center" 

            android:layout_marginBottom="65dp" 

            android:layout_marginLeft="75dp" 

            android:background="@drawable/bead" 

            android:text="0" /> 

        <TextView 

            android:id="@+id/textView" 

            android:layout_width="wrap_content" 

            android:layout_height="wrap_content" 

            android:layout_gravity="center" 

            android:layout_marginBottom="165dp" 

            android:layout_marginRight="55dp" 

            android:textAppearance="?android:attr/textAppearanceMedium" 

            android:textColor="#000000" /> 
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        <ImageView 

            android:id="@+id/imageView12" 

            android:layout_width="102dp" 

            android:layout_height="46dp" 

            android:layout_gravity="center" 

            android:layout_marginRight="38dp" 

            android:layout_marginTop="25dp" 

            android:src="@drawable/didis" /> 

        <TextView 

            android:id="@+id/textCounter" 

            android:layout_width="wrap_content" 

            android:layout_height="wrap_content" 

            android:layout_gravity="center" 

            android:layout_marginRight="37dp" 

            android:layout_marginTop="25dp" 

            android:text="0" 

            android:textAppearance="?android:attr/textAppearanceMedium" 

            android:textColor="#000000" 

            android:textSize="34dp" /> 

        <ImageView 

            android:id="@+id/imageView2" 

            android:layout_width="160dp" 

            android:layout_height="50dp" 

            android:layout_gravity="center" 

            android:layout_marginBottom="160dp" 

            android:layout_marginRight="60dp" 

            android:scaleType="fitXY" 

            android:src="@drawable/subhanallah" 

            android:visibility="visible" /> 
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        <ImageView 

            android:id="@+id/imageView3" 

            android:layout_width="160dp" 

            android:layout_height="50dp" 

            android:layout_gravity="center" 

            android:layout_marginBottom="160dp" 

            android:layout_marginRight="60dp" 

            android:scaleType="fitXY" 

            android:src="@drawable/aalhamdulillah" 

            android:visibility="visible" /> 

        <ImageView 

            android:id="@+id/ImageView4" 

            android:layout_width="160dp" 

            android:layout_height="50dp" 

            android:layout_gravity="center" 

            android:layout_marginBottom="160dp" 

            android:layout_marginRight="60dp" 

            android:scaleType="fitXY" 

            android:src="@drawable/allahuakbar" 

            android:visibility="visible" /> 

        <ImageView 

            android:id="@+id/imageView11" 

            android:layout_width="160dp" 

            android:layout_height="50dp" 

            android:layout_gravity="center" 

            android:layout_marginBottom="162dp" 

            android:layout_marginRight="60dp" 

            android:src="@drawable/laillahailallah" /> 

        <SlidingDrawer 

            android:id="@+id/slidingDrawer1" 

            android:layout_width="90dp" 

            android:layout_height="382dp" 
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            android:layout_gravity="bottom" 

            android:content="@+id/content" 

            android:handle="@+id/handle" > 

            <Button 

                android:id="@+id/handle" 

                android:layout_width="90dp" 

                android:layout_height="90dp" 

                android:background="@drawable/seton" 

                        android:layout_marginLeft="200dp" /> 

            <LinearLayout 

                android:id="@+id/content" 

                android:layout_width="match_parent" 

                android:layout_height="100dp" 

                android:minHeight="120dp" 

                android:minWidth="120dp" 

                android:orientation="horizontal" > 

                <FrameLayout 

                    android:id="@+id/frameLayout6" 

                    android:layout_width="wrap_content" 

                    android:layout_height="wrap_content" > 

                    <ImageView 

                        android:id="@+id/ImageView01" 

                        android:layout_width="90dp" 

                        android:layout_height="90dp" 

                        android:src="@drawable/soundon" /> 

                    <ImageView 

                        android:id="@+id/imageView5" 

                        android:layout_width="90dp" 

                        android:layout_height="90dp" 

                        android:layout_marginTop="200dp" 

                        android:src="@drawable/sun" /> 
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                    <ImageView 

                        android:id="@+id/imageView6" 

                        android:layout_width="90dp" 

                        android:layout_height="90dp" 

                        android:layout_marginTop="200dp" 

                        android:src="@drawable/sunoff" /> 

                    <ImageView 

                        android:id="@+id/imageView7" 

                        android:layout_width="90dp" 

                        android:layout_height="90dp" 

                        android:layout_marginTop="100dp" 

                        android:src="@drawable/vibraoff" /> 

                    <ImageView 

                        android:id="@+id/imageView8" 

                        android:layout_width="90dp" 

                        android:layout_height="90dp" 

                        android:layout_marginTop="100dp" 

                        android:src="@drawable/vibraon" /> 

                    <ImageView 

                        android:id="@+id/imageView9" 

                        android:layout_width="90dp" 

                        android:layout_height="90dp" 

                        android:src="@drawable/soundoff" /> 

                    <ImageView 

                        android:id="@+id/imageView10" 

                        android:layout_width="90dp" 

                        android:layout_height="90dp" 

                        android:src="@drawable/soundon" /> 

                </FrameLayout>   </LinearLayout>  </SlidingDrawer> 

    </FrameLayout></RelativeLayout> 
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