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Abstract
Learning media plays a very important role in the learning process, especially in the 
digital era. Students are used to using technology in their daily activities, so it is nec-
essary to get used to using technology as well as in learning. Based on the results of  
initial observations conducted in 5 schools, it is known that the motivation to learn 
and mastery of  the concept of  grade VIII students is still relatively low, so learning 
media that can train these skills to students is needed. The purpose of  this research 
is to analysis the effectiveness of  SATUSIK Application to increase students’ moti-
vation to learn and master concepts. The test subjects in this study are students of  
grade VIII MTs Darul Ulum Semarang and SMP N 2 Tengaran for the 2023/2024 
academic year. The data analysis techniques used include analysis of  learning mo-
tivation and concept mastery using the N-gain test. The mastery of  the concept is 
also determined by the success of  students in achieving scores above the Minimum 
Completeness Criteria (KKM). The results of  the study showed that the effective-
ness of  the SATUSIK Application on students’ learning motivation was seen from 
the N-gain score of  0.84 with high criteria. The effectiveness of  the SATUSIK Ap-
plication on the mastery of  concepts was seen from 86% of  students were able to 
pass the KKM and after being tested N-gain got a score of  0.72 with a high category.

How to Cite         
Nuryanti, N., Marianti, A., & Christijanti, W. (2024). The Effectiveness of  the SA-
TUSIK Application to Improve Learning Motivation and Mastery of  the Concept 
of  Junior High School Digestive System Material. Unnes Science Education Journal, 
13(2), 150-154.

Article Info
Submitted 2024-07-30
Revised 2024-08-09
Accepted 2024-08-30

Keywords
SATUSIK Aplication; 
Motivation to Learn; Master 
Concepts; Effectiveness

 Correspondence Author: 
E-mail: nuryantinovi27@students.unnes.ac.id	

p-ISSN 2252-6617
e-ISSN 2502-6232



Novi Nuryanti, et al. / Unnes Science Education Journal 13 (2) (2024) 150-154

151

ture, (4) appreciation in learning, (5) interesting 
activities in learning (6) conducive learning en-
vironment. According to Safitri et al. (2021), the 
mastery of  concepts is influenced by the students’ 
learning interests.

Meanwhile, according to Bloom, mastery 
of  concepts is the ability to capture meaning, 
such as being able to express material in a form 
that is easier to understand, being able to provide 
explanations and being able to apply it. Accord-
ing to Anderson & Krathworl (2014) the indica-
tors of  concept mastery are remembering, un-
derstanding, applying, analyzing, evaluating and 
creating. This is in line with research conducted 
by Aryani (2019) that students who have a great 
interest tend to study the lesson seriously so that 
it will affect students’ understanding of  the sub-
ject of  interest. Ausubel’s theory of  meaningful 
learning (Rochim, 2019) also states that students’ 
interest in the learning process greatly determines 
the motivation or enthusiasm in students to learn 
to understand a concept. To increase students’ 
mastery of  concepts, it is necessary to choose ap-
propriate learning media (Astuti, 2022).

Observations were carried out on October 
3-10, 2023 at MTs Darul Ulum Semarang, SMP 
N 2 Tengaran, SMP Muhammadiyah Jambu, 
MTs NU Ungaran and MTs Ar Rois Cendekia 
Semarang. Based on a questionnaire given to 90 
students at the observed schools, 74.2% of  stu-
dents are still learning using Student Worksheets 
(LKS) and package books. 18% of  students who 
learn use videos and learning apps. The lack of  
variety of  learning media used can affect stu-
dents’ motivation to learn and mastery of  con-
cepts related to the material of  the digestive organ 
system and its disorders. This is known from the 
results of  observations related to learning motiva-
tion, the result was obtained that 51% of  students 
stated that they were not motivated to take sci-
ence lessons. 50.6% of  students stated that they 
often talk to friends, do assignments from other 
subjects or play games during science lessons. 
57.5% of  students are not interested in science 
lessons because they have never read material 
that has not been taught. Meanwhile, 50.6% of  
students stated that they did not re-read the mate-
rial that had been taught. The results of  observa-
tions related to the mastery of  concepts can be 
known from the learning outcomes of  grade VIII 
students, only 47.5% of  students get a score above 
the Minimum Completeness Criteria (KKM), 
while the others must take part in the remedial 
program first. 

One of  the learning media that suits the 
needs of  students is the learning media in the 

INTRODUCTION

The development of  the times has shifted 
towards digital technology which of  course has 
a major impact on all aspects of  life, including 
the field of  education (Bakri, 2018;Refmianti et 
al, 2023). Students who are used to using tech-
nology in their daily lives, of  course, will not be 
suitable if  they are forced to learn without uti-
lizing technology. Therefore, it is not enough for 
teachers to rely only on the teaching skills of  stu-
dents, teachers are also required to utilize infor-
mation and communication technology to enrich 
their teaching skills (Rihani, 2022). Teachers can 
use technology to create quality learning, one of  
which is by developing learning media that are 
interesting and in accordance with the needs of  
students (Tarigan et al, 2023).

Learning media plays a very important role 
in the learning process (Delkisyarangga, 2017). 
Learning media can make it easier for teachers to 
deliver material. In addition, learning media can 
also make it easier for students to understand the 
material delivered by the teacher. Learning media 
can also stimulate students’ curiosity, new inter-
ests, and motivation during the learning process 
(Nurmadiah, 2016). Therefore, choosing learning 
media that suits the needs of  students is some-
thing that must be done to achieve learning goals. 

Learning science is actually easy because it 
only discusses related to nature and the surround-
ing environment. However, according to research 
conducted by Fardinelly et al. (2024), the material 
“Digestive System and Its Disorders” is included 
in the material that is difficult for students to un-
derstand, especially related to the detailed nature 
of  the physiological processes involved. Mean-
while, according to Aydin (2016), the material on 
the digestive system and its disorders is difficult to 
learn because the physiological processes cannot 
be seen directly, and the understanding obtained 
by students is often not in accordance with the 
concept. Therefore, it is very important in science 
lessons to use the right media to make it easier for 
students to understand the material.

Based on the theory of  learning motivation 
according to Uno (2016), the essence of  learning 
motivation is an external and internal encourage-
ment in students who are learning to make behav-
ioral changes, in general with several supporting 
indicators or elements. Without motivation to 
learn, a student will not learn and will ultimately 
not achieve success in learning. Learning motiva-
tion has several indicators, namely: (1) desire and 
desire to succeed, (2) encouragement and need 
in learning, (3) hopes and aspirations for the fu-
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form of  the SATUSIK application (Science Is 
Asik). This application is developed with the help 
of  Microsoft power point, ispring and website 2 
apk. This application is based on android so that 
it makes it easier for students to learn anytime 
and anywhere. The research was conducted at 
SMP Negeri 2 Tengaran and MTs Darul Ulum 
Semarang. This study was conducted to deter-
mine the effectiveness of  the SATUSIK applica-
tion in increasing learning motivation and mas-
tery of  the concept of  junior high school digestive 
system material.

METHOD
The effectiveness of  the Satusik Applicati-

on is known from test and non-test data related to 
students’ motivation to learn and mastery of  con-
cepts. The non-test data in question is a learning 
motivation questionnaire given to students. The 
questionnaire contains 24 statements that are in 
accordance with 6 indicators of  learning motiva-
tion according to Uno’s opinion (2016). Test data 
in the form of  pretest and posttest questions done 
by students before and after being given treatment 
in the form of  using the SATUSIK application. 
The question consists of  10 multiple-choice ques-
tions.

The calculation of  the validation score by 
the SATUSIK application material and media 
experts is calculated using the V-Aiken formula 
(Azwar, 2012).

Information: 
V	 : formula Aiken’s V
R	 : the number given by the assessor
Lo 	 : Lowest validity assessment number 
c 	 : the highest validity assessment rate 
n	 : The number of   experts  and  practitio-	
	    ners who conduct assessments 
i 	 : integers from 1,2,3 to n	

After the calculation is carried out and the 
V index is generated, it can be known whether 
the item is valid or not. An item can be said to be 
valid, if  the result of  the calculation V > Vtable.

The results of  the student learning motiva-
tion questionnaire and concept mastery test were 
analyzed using N-gain. N-gain-ternumalization 
can be expressed by the following formula:

 
Information:  
%(Sf) 	 : final score (post-test) 	
 %(Si)	 : initial score (pre-test)  	
Smax	 : the maximum possible score

The N-gain test criteria have the same cri-
teria as in Table 1.

Table 1. N-gain Criteria

Normalized Gain Range Criteria

(g)   < 0,30 low

0,70 >   (g)   0,30 medium

(g)   0,70 high

RESULT AND DISCUSSION

The validity of  the SATUSIK Application 
was obtained from the results of  the media and 
material validity tests by material experts and 
media experts. The validation of  the material and 
media was carried out by 7 people consisting of  
2 lecturers and 5 science teachers. The validators 
consisted of  (1) Lecturers of  Faculty of  Mathe-
matics and Natural Sciences Universitas Negeri 
Semarang; (2) Professor of  Science Education 
Management UIN Salatiga; (3) Science Teacher 
MTs Darul Ulum Semarang; (4) Science Teach-
er of  Ar Rois Cendekia Junior High School; (5) 
Science Teacher MTs NU Ungaran; (6) Science 
Teacher of  SMP N 2 Tengaran; (7) Science Te-
acher of  Muhammadiyah Jambu Junior High 
School. and the discussion can be written on the 
same section to avoid long quotes.

Table 2. Media Validation Assessment

Indicator V Category

Auxiliary information 0.910714 high

Affective consideratons 0.928571 high

Interface 0.921429 high

Navigation 0.940476 high

Pedagogy 0.935714 high

Invisible feature 0.982143 high

Effectiveness 0.988095 high

Table 3. Material Validation Assessment

Indicator V Category

Auxiliary information 0.94898 high

Presentation of  infor-
mation 

0.940476 high

Deepening of  the mate-
rial

0.934524 high

Effectiveness 0.952381 high

The validity test score of  material experts 
and media experts on the SATUSIK Application 
shows a value above 0.9 so that it is in the high 
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category (very valid) in every aspect of  the assess-
ment. This shows that the SATUSIK Application 
is very good to be applied in learning activities.

The effectiveness of  the SATUSIK App-
lication in increasing students’ learning motiva-
tion is measured based on the results of  questi-
onnaires filled out by students before and after 
learning. The student learning motivation ques-
tionnaire consists of  several sub-indicators that 
are adjusted to the learning motivation indicators 
according to Uno (2016). The number of  items is 
24 questions consisting of  12 positive items and 
12 negative items.

Table 4. Results of  the N-gain Test for Learning 
Motivation

Learning Moti-
vation Indicators

Pretest 
(%)

Posttest 
(%)

N-gain Category

Desire and desire 
to succeed

49 91 0.83 High

Motivation and 
need to learn

50 93 0.85 High

Future hopes and 
aspirations

51 92 0.84 High

Rewards in 
learning

51 93 0.85 High

Interesting activi-
ties in learning

49 93 0.85 High

Conducive learn-
ing environment

50 92 0.84 High

Average 50 92 0.84 High

The posttest percentage score of  92 and the 
N-gain score showed a figure of  0.84 so that it 
showed a high category. This proves that the use 
of  the SATUSIK application in learning is able to 
increase students’ motivation to learn. The state-
ment about the effectiveness of  learning applica-
tions in increasing students’ learning motivation 
is also supported by research conducted by Kha-
sanah (2022) which states that the use of  learning 
applications is proven to be positively correlated 
with better learning outcomes by making the 
learning process more interactive and interes-
ting. This helps students feel more involved in the 
learning process and can make the material more 
relevant and memorable. Digital learning media 
can also increase student motivation by making 
learning more interactive and visually interesting, 
so that it can improve learning outcomes (Puspi-
tarini, 2019). In addition, Android-based interac-
tive learning media can make education more ac-
tive and interesting, leading to increased student 
motivation (Saebani, 2023; Zuleni & Riri, 2022).

The effectiveness of  the SATUSIK App-
lication in improving students’ mastery of  con-

cepts is measured based on students’ learning 
outcomes in the form of  multiple-choice questi-
ons that are done before and after teaching. The 
multiple-choice question of  students’ concept 
mastery consists of  several sub-indicators that are 
adjusted to the concept mastery indicators Accor-
ding to Anderson & Krathworl (2014).

Figure 1. Graph of  Concept Mastery Results 
Based on KKM

Based on the graph above, it can be seen 
that there has been a significant increase in the 
results of  pretest and post test of  students. Before 
the use of  the SATUSIK Application, the number 
of  students who could pass the KKM was only 
8 out of  a total of  220 students. Meanwhile, af-
ter learning using the SATUSIK Application, the 
number of  students who can pass the KKM is 
191. This can certainly be a solution to students’ 
problems. Based on the results of  pre-research 
observations, information was obtained that only 
47.5% of  students got a score above KKM. Me-
anwhile, after using the SATUSIK Application, 
more than 86% of  students can pass the KKM.

Table 5. Results of  the N-gain Test for Concept 
Mastery
Concept Mastery 
Indicators

Pretest 
(%)

Posttest 
(%)

N-gain Categori

Remember 51 81 0.60 medium

Understand 61 88 0.75 high

Apply 48 87 0.70 high

Analyze 32 91 0.86 high

Evaluate 16 76 0.71 high

Average 41.6 84 0.72 high

The posttest percentage value of  84 and the 
N-gain score showed a number of  0.72 so that it 
showed a high category. This proves that the use 
of  the SATUSIK application in learning is able to 
increase students’ mastery of  concepts.

The increase in students’ mastery of  con-
cepts is certainly supported by the existence of  
effective and interesting learning media. Many 
learning apps adapt to individual learning styles 
and paces, ensuring that students receive content 
tailored to their needs, which can lead to bet-
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ter retention and understanding (Ghifary, 2022; 
Afrini et al, 2024). According to Fitriyaningsih 
(2023), incorporating multimedia elements such 
as videos, animations, and interactive diagrams, 
learning applications can make the learning pro-
cess more interesting and easier to understand.

If  examined further, the ability of  the SA-
TUSIK Application to improve the mastery of  
concepts is also based on the ability of  the App-
lication to increase students’ motivation to learn. 
In other words, if  the learning application is 
designed to be attrctive and able to increase stu-
dents’ motivation to learn, then the application 
can certainly increase students’ mastery of  con-
cepts. This is supported by research conducted by 
Sulistiyanto (2023), he said that the application 
provides interactive elements such as quizzes, 
simulations, and games that make learning in-
teresting and can reinforce the understanding of  
complex concepts.

CONCLUSION

Based on the results, it can be concluded 
that the SATUSIK application is effective in in-
creasing students’ motivation to learn and mas-
tery of  the concept of  the digestive system. This 
is known from the n-gain value of  learning mo-
tivation of  0.84 with high criteria. The increase 
in concept mastery and critical thinking skills is 
known from the increase in the percentage of  pas-
sing the KKM by 86 and it is also supported by an 
n-gain value of  0.72 with high criteria.
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