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ABSTRACT 
In the 21st-century competency framework, one of the indicators that can support competence is media information 
and technology. Higher education in Indonesia has been able to provide E-Learning (EL) experiences to their 
students, but not many use platform mobile tools. The use of digital media in the learning process is not fully 
effective, several problems that hinder the success of digital learning, one of which is limited tools, internet quotas, 
and learning content that is not by student needs, some untapped potential in digital learning systems also affect 
sustainability, EL one of which is learning innovations such as Mobile Learning (ML). This study aims to identify 
student satisfaction using ML which is measured as a direct measure of the results and predictors that have an 
impact on it. This survey collected data from 384 students using ML who were randomly selected because they 
were enrolled in eight faculties at Universitas Pendidikan Indonesia. They used ML applications in the Pancasila 
Education & Civic Education course on the Blended Learning (BL) system in 2021. This study uses a survey 
method with univariate and bivariate analyst techniques. The results show that students are satisfied with varied and 
innovative learning content, students as digital citizens need to be skilled in the use of digital media, after students 
are skilled, students will easily use and access applications of ML. Through varied, innovative learning content, 
speed of information, ease of access for any literature can motivate students to learn independently by using ML. 
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1. INTRODUCTION 
Technological developments in Indonesia have 

undergone quite dynamic changes that have an impact 
on various fields, including the field of education. 
Education in Indonesia has led to a 21st-century 
pattern, this change occurs when there is a change in 
the curriculum from time to time that leads to all-
digital learning. In this 21st-century, the use of 
technology has become increasingly intensive at all 
ages, especially students. Indonesia, with a large 
population, should develop technology for survival, 
including in making 21st century learning effective. 
Data obtained from the Internet World Stats Top 20 
Countries with Highest Number of Internet Users – 
June 30, Indonesia ranks 4th in the world at 
171,260,000 internet users with an increase of 8,463% 
from 2000 to 2019 [1]. This shows that Indonesian 
society is a technology-consumptive society and 
requires digital devices to fulfill their lives. 

The use of digital media in the learning process in 
the 21st-century education era is likely to be developed 
especially for students, according to Butler's research 

that younger course participants are more likely to 
embrace ML technology than their older counterparts. 
They suggest that they use laptops, hybrids as well as 
smartphones and tablets to engage with m-learning 
applications at home and when they travel' [2]. 

The study stated that students could embrace digital 
media in the learning process, especially ML. Students 
can use smartphones and tablets to apply digital 
learning with student skills in using digital devices at 
home or even when they are traveling. The 
development of the use of digital devices must be 
maximized in 21st-century education through the use of 
appropriate methods by educational goals. Sarker et. al 
in their research [3] revealed that technology must be 
integrated at all levels of the curriculum, in the input 
process, procedures, and learning methods to benefit 
from technological developments in the 21st century. 
However, in reality in Indonesia the learning process 
that uses this technology there are several problems, the 
first problem concerns complaints of high internet 
quotas with a figure of 43% and then complaints of not 
having tools at 29% [4]. 
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Digital technology has a major problem, namely 
limited access and internet quotas as well as tools that 
support the learning process, however, m-learning 
using smartphones includes the provision of podcasts 
(audio) or short videos that can be accessed via mobile 
phones, tablets, or mp3 players, which can improve 
learning at school class [5].  From this research, it can 
be understood that the ML system allows overcoming 
the problems of the Indonesian people, especially 
students who carry out online learning activities. 
Mobile learning overcomes this problem with 
minimalist learning media and content by using more 
sound learning content, graphic images, illustrations, 
and a few short videos or videos in online learning 
activities, with minimalist learning content allowing 
less use of internet quota in accessing learning that can 
overcome the main problems of digital learning. 

M-learning counts mobile with E-Learning, it can 
be understood that ML is Self-Regulated Learning by 
learning anytime and anywhere (Distance Learning) 
[6]. However, there is another problem with digital 
media as a SLR Learning tool in the learning process, 
the research on Pereira et al., [7] stated that students as 
a digital society in the 21st century still perceive 
digital media as entertainment media, and few of them 
utilizing digital media as learning media, students in 
need of digital media as learning media are used only 
when situations are important and urgently needed. 

Talking about the use of digital media in 
supporting the learning process towards student 
learning independence, there are previous research 
results that need to be reviewed and underlie this 
research, according to the research results of Wang et 
al., [8] regarding Revisiting the Blended Learning 
Literature: Using a Complex Adaptive Systems 
Framework revealed that "The review identifies 
several gaps in current blended learning research and 
practice, and advances our understanding of some 
untapped potential of this new system of learning" 
according to the results of the study, identifies several 
gaps in mixed learning or digital-based learning, and 
shows some potential has not been used in the learning 
system in the network. This shows that there is 
potential that can be studied more deeply if it is 
integrated with more varied digital learning content or 
substances such as mobile learning in supporting 
digital learning, especially increasing student learning 
independence. 

Thus, it can be understood that technology is the 
main tool that needs to be developed sustainably, 
especially in the field of education. Learning that runs 
optimally, especially in building student independence 
as digital citizenship who live in the digital era in the 
development of 21st-century technology. Therefore, 
based on the description above, the researchers tried to 
examine the effect of using ML on online learning on 
SLR of students in the Compulsory Subjects of the 
Pancasila Education Curriculum & Civic Education at 
the Universitas Pendidikan Indonesia. 

2. THEORETICAL REVIEW 
2.1. 21st Century Education 

21st-century education, UNESCO [9] has made 4 
pillars of education, namely: 1) Learning to know, 2) 
Learning to do, 3) Learning to be, and 4) Learning to 
live together. Education that builds the competence of 
"Partnership 21st Century Learning" [10] is a 21st-
century learning framework that requires students to 
have skills, knowledge, and abilities in the fields of 
technology, media and information, learning skills, 
innovation, and life skills. 

Learning to know, learning to know is an activity 
to acquire, deepen and utilize knowledge material. 
Mastery of the material is one of the important things 
for students in the 21st century. Students must also have 
the will to learn for life. It can be understood that 
students must continuously assess their abilities about 
what they already know and continue to feel the need to 
strengthen their understanding for their future success. 
Students must be ready to always learn when facing 
new situations that require new skills. 

Learning to do, To be able to adapt and adapt in a 
society that is developing very quickly, individuals 
need to learn to work. Students and adults alike need 
academic and applied knowledge, can connect 
knowledge and skills, be creative and adaptive, and be 
able to transform all these aspects into valuable skills. 
The US-based Partnership for 21st Century Skills (P21) 
[10] identified the competencies needed in the 21st 
century, namely "The 4Cs" - communication, 
collaboration, critical thinking, and creativity. 

Thus it can be understood that the implementation 
of learning in the era of digital technology in the 21st 
century by utilizing digital-based media can be carried 
out both as a medium and as a source of learning in 
universities. Online digital-based media of information 
in the form of knowledge, besides being able to be used 
as a source of information and knowledge, can also act 
as a medium and source of learning. Through digital 
media, learning will attract the attention of students and 
will be able to generate learning motivation. 

Ackoff and Dreenberg [11] that "education does 
not depend on teaching, but rather on the self-
motivated, curiosity and self-initiated actions of the 
learner". What can be understood is that education does 
not depend on the learning process, but on the 
motivation of students, curiosity, and student initiative 
actions, in the 21st-century education pattern is not only 
skills that must be possessed and expertise in 
technology, but in supporting it in the learning process 
is how all aspects that support the course of effective 
learning can provide a stimulus for students to learn in 
the 21st-century education pattern. 

2.2. Mobile Learning 

Mobile learning (ML) in Traxler's opinion defines as all 
educational provisions in which the dominant use of 



Advances in Social Science, Education and Humanities Research, volume 636

536

technology is handheld devices or platform devices 
[12]. ML can be defined as a digital device that is 
small enough that you can take it anywhere, this 
portable device can support learning in any situation 
flexibly, ML is a tool that accommodates and supports 
EL because ML itself is an integral part of EL in 
developing learning online on the pattern of 21st-
century education. 

 Furthermore, Traxler defines in detail the 
characteristics of ML as follows, ML has core 
characteristics that define and can characterize ML 
itself, namely Spontaneous, Personal, Portable, 
Situation, Informal, Spending less Bandwidth, Light-
weight, Context-aware, Connected, Personalized, and 
Interactive. 

 ML can be implemented by referring to 
Instructional design theory, according to Sadler-Smith, 
[13] revealed that instructional design can function as 
a balancing act by providing sufficient support and 
feedback from educators to students to excel in 
learning. Reinforcing this statement, according to 
Reigeluth [14] instructional design theory offers 
explicit guidance on how to help people learn and 
develop. Then, according to Arif S. Sadiman et al., 
[15] "The use of this smartphone was chosen to help to 
increase motivation and effectiveness of teaching and 
learning" 

 Thus it can be understood that ML is not a goal, 
but is a tool that facilitates EL that is more portable, 
flexible, lightweight, easy, and simple and supports 
online learning for students, and can overcome the 
problems of online learning that can consume a lot of 
bandwidth in the online learning process. Through 
supporting applications, ML needs to be developed 
with application systems and learning content that can 
meet the needs of students in online learning so that 
they can develop students' understanding and 
experience in learning using digital devices.  
2.3. Self-Regulated Learning 

 Self-Regulated Learning is guided by the 
philosophy of progressivism which emphasizes 
increasing the ability of students through 
independence, experience, and always obtaining 
personal changes that can lead to the creation and 
appreciation of students in the learning process [16] In 
addition, learning independence is guided by the 
educational philosophy of Ki Hadjar Dewantara called 
the philosophy of education among which is a 
convergence of the philosophy of progressivism 
regarding the natural ability of students to overcome 
the problems faced by providing the widest possible 
freedom of thought [17]. 

 In their research, Jossberger, Brand-Gruwell, van 
de Wiel, & Boshuizen [18] argue that Self-Regulated 
Learning is a promising skill to achieve educational 
goals. The process of learning and learning without 
reflection and experience seems insufficient. It can be 

understood that learning independence is a skill 
possessed by students to support the learning and 
learning process in a relaxed and learning experience 
for each student. 

 According to Barry J. Zimmerman, Self-Regulated 
Learning takes from social cognitive theory to create 
the concept of Self-Regulated Learning using how 
students can be active in academic tasks and improve 
cognitive abilities [19]. In detail about the social 
cognitive theory that when students experience 
feedback from their environment or themselves, they 
monitor performance and make adjustments to improve 
outcomes [20]. 

 Learning independence has six components based 
on the results of Dembo & Seli's research [21], the six 
main components of learning independence are as 
follows. 
a. Motivation (Motivation) 
b. Methods of learning 
c. Use of time 
d. Physical environment (Physical Environment) 
e. Social environment 
f. Monitoring performance. (Monitoring Performance) 

 Motivation is self-control to motivate in achieving 
goals, develop confidence about the ability to perform 
tasks, and maintain confidence in the goals of many 
distractions when learning independently. Learning 
methods can be interpreted that how to use an effective 
SLR strategy. Furthermore, the time use component 
influences self-regulation. Physical and social 
environment, self-regulation of the social environment 
is related to the ability of students to determine when 
they need to work alone or with others, or when it is 
time to seek help from educators, tutors, peers, or other 
sources. Monitoring performance, it can be understood 
how students can control performance by criticizing 
their performance. These six components affect the 
SLR process so that it runs well, the main factor in SLR 
is how students can control their motivation in doing 
Self-Regulated Learning. 

2.4. Pancasila Education & Civic Education Learning 
in 21st Century Education 

 The curriculum that applies in universities that 
support the 21st-century education pattern in the 
industrial era 4.0 is the Merdeka Belajar Kampus 
Merdeka (MBKM) Curriculum. Pancasila Education & 
Civic Education courses guided by the  MBKM 
Curriculum, Merdeka Belajar Kampus Merdeka 
(MBKM), learning is prepared to be able to answer the 
challenges of the 21st Century known as the disruptive 
era or the digital era, Pancasila Education & Civic 
Education Courses in the MBKM Curriculum, MBKM 
requires higher education to apply for these courses, 
this is based on Pasal 35, Undang-undang No. 12 Tahun 
2012 tentang Pendidikan Tinggi (Higher Education), 
the Pancasila Education and Civic Education courses 
are required to be included in the learning process in 
higher education, of course, this becomes more of a 
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concern when the Pancasila Education and Civic 
Education lecture processes are integrated into the 
21st-century education pattern in the industrial era 4.0. 

 Thus it can be understood that the Pancasila 
Education & Civic Education curriculum is prepared to 
develop the competencies of students who can face the 
challenges of the 21st century, of course, this is based 
on conceptual civic education such as civic 
knowledge, civic disposition, and civic skills, this 
concept is expected to be able to shape students who 
are digitally literate and able to adapt in the 21st 
century, this can be understood as digital citizenship. 
In the 21st century in learning Pancasila Education & 
Civic Education, along with the ability of students who 
are digital technology literate, digital technology-based 
learning needs to be mastered by educators. Learning 
media that can be accessed through digital technology 
provide learning resources to meet student learning 
needs so that learning objectives are achieved 
effectively.  

  Civics is currently being developed to foster 
students' understanding and ability to understand 
digital technology-based information and use, 
changing, as well as creating new information based 
on digital technology needed in learning the fact that 
students are digitally literate, then in presenting 
learning, it must be based on the national education 
standard for students "National Educational 
Technology Standards For Students" (NETS-S) in the 
century 21 as Creativity and Innovation, 
Communication and collaboration, Research and 
fluency of information Critical thinking, problem-
solving, and decision making, Digital citizenship, 
Technology operations, and concepts technology. [22]  

 In the era of digital technology, based on the 
explanation from NETS-S (National Educational 
Technology Standards for Students) above, it can be 
interpreted that teachers are no longer a source of 
knowledge, as in conventional learning models. On the 
other hand, teachers act as facilitators, dynamists, 
motivators, and evaluators by designing learning 
situations that focus on active student involvement to 
develop experiences, and the ability to use knowledge 
to generate new ideas. Teachers should be able to 
design lessons, taking into account NETS-S and 
available collaborative resources, and creatively and 
using technology and media. 

3. METHODS 
 This study uses a quantitative approach, with the 
design used in this study being a survey research 
design. The type of cross-sectional survey is a research 
design that collects data at one time to the sample [23]. 
The researcher used a cross-sectional survey design to 
measure the behavior of the population through the 
sample regarding the level of learning independence as 
a research variable.  

 Participants are students of the compulsory subject 
of Pancasila Education & Civic Education curriculum 
who have installed and used a mobile learning 
application on a course Pancasila Education & Civic 
Education of 384 students. Data were collected from 
students who used ML applications in the Civic 
Education course on the blended learning (BL) system 
in 2021 as the primary sampling unit. 

 The total population of students who use mobile 
learning is 384 students using the Slovin formula at an 
error rate of 5%. Determination of the number of 
samples is based on the table Krejcie & Morgan, 1970 
[24]and Slovin's formula can be understood that from 
384 total population, researchers determine 196 
samples. Thus, the results of this study can be 
generalized to all students who use applications mobile 
learning in the lecture content of Pancasila Education & 
Civic Education at the Universitas Pendidikan 
Indonesia. 

 The technique of selecting students as samples is a 
systematic random selection procedure. The type of 
data analysis used to support this research is the 
univariate analysis and bivariate analysis. Univariate 
analysis is an analysis that describes the characteristics 
of each variable studied, to present this analysis using 
cross-tabulation analysis techniques, this technique 
aims to show and find out descriptive statistical data 
using cross-tabulation, this crosstab is used to 
determine and identify correlations between variables, 
while To test the correlation between variables, the 
researcher used bivariate analysis which aims to 
determine and test the positive and negative 
relationship or close or not between variables, the test 
used in this analysis using the Chi-Square test. 

4. RESULT AND DISCUSSION 
 In this section regarding the interest and satisfaction of 
students when using ML in supporting student learning 
independence, there are several survey results which will 
then be further processed in bivariate data processing and 
examined in the discussion section, the provisional results 
of univariate data processing show that most of the results 
The survey conducted regarding student perceptions of 
student engagement and satisfaction when using ML was 
125 students (63.5%) stating it was important that through 
mobile learning students become like researchers who 
collect data and information themselves, and as many as 
97 students (48.5%) stated It is very important through ML 
that students can read information easily and completely 
sequentially to understand the material well independently, 
then related to the fact that after students use applications 
ML, the most survey results are 137 students (68.5%) 
stated that they had felt through ML that students had 
evolved from passive to active learners, and 66 students 
(33.0%) stated that they had very much implemented ML 
which made it easy for students to use applications in the 
independent study process and even prepare for the final 
exam.  
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 From this data, most students have a perception 
about ML that students can collect their data and 
information during online learning, therefore, in 
supporting online learning using tools ML, the 
characteristics of collecting data and information 
themselves in the content and substance of lectures 
need to be considered. This is done, it aims to increase 
student interest and satisfaction in using ML which in 
turn can motivate students to study independently. The 
Survey conducted shows that by using ML during 
online learning, students can evolve from passive 
learners to active learners, ML is able have a 
significant effect on the interest and ability of students 
to become active learners in online learning by using 
applications ML in the Pancasila Education & Civic 
Education at the Universitas Pendidikan Indonesia. 

 Thus, in this section regarding the interest and 
satisfaction of students in using ML to support 
independent learning, most survey results show that 
students expect that applications ML can support them 
in learning by being able to collect data and 
information independently, besides that students 
expect through ML they easily and completely read 
information and materials in sequence. Then after 
students use the application they feel they have 
evolved from passive to active learners, then students 
also feel it is easy to get material sequentially by using 
applications mobile learning to prepare for the final 
exam. 

 Based on the results of a survey conducted by 
researchers regarding the use of applications ML in 
online learning, it shows that most students feel it is 
important (52.5%) and very important (45.5%) if 
applications ML become a place to improve students' 
abilities to become an active learner. Then, after 
students use applications mobile learning, students feel 
this has been accomplished by (68.5%) during lectures 
using ML which aims to evolve into active learners. 
According to a survey conducted, it shows that by 
using mobile learning during online learning, students 
can evolve from passive learners to active learners.  

 This is closely related to the four pillars of 
education in 21st-century education and the shift in the 
21st-century learning paradigm, [9] has created four 
pillars of education, namely 1) Learning to know, 2) 
Learning to do, 3) Learning to be, and 4) Learning to 
live together, from the statement it can be understood 
that through the ML application, students can learn to 
know various materials, mastery of the material and 
have a willingness to learn for life is one of the most 
important things in 21st-century education. Then, 
Litbang Kemendikbud [25] stated that there are four 
characteristics of learning in the 21st century, one of 
which is information that is available anywhere and 
anytime, educators change learning that used to be 
centered on educators, as the only source of 
knowledge, into learner-centered learning. Learning is 
directed at encouraging students to find out from 
various sources of observation, not being told. 

 Therefore, from the statement, it can be understood 
that students can find out from various information for 
sources of knowledge, through ML students become 
active in seeking scientific information, and become 
one of the forums to improve students' abilities to 
become active learners, not just lecturers who only 
provide scientific information to students. 

 Furthermore, regarding the characteristics of 
student learning resources, according to the results of 
the survey findings in the field, most students have a 
perception of ML that students can collect their data 
and information during online learning, as many as 
63.5% of students perceive that in using ML students 
can find information and collect data. Themselves to 
support them in independent learning after students use 
the application, they have felt the things they want to be 
contained in the learning application in ML. 

 Regarding the characteristics of students in finding 
sources of information in learning, this is related to the 
statement of the 21st-century competency framework 
proposed by P21CS [10] that the 21st-century 
competency framework is one of which is information 
media and technology, mastery of information media, 
and technology is the basis for students as citizens. 
Digital technology in supporting 21st-century 
competencies, further explained by Litbang 
Kemendikbud [25] the characteristics of 21st-century 
education patterns are Information (available anywhere, 
anytime, and anywhere). This 21st-century education 
pattern directs students to find out from various sources 
of information and observations, not just being told by 
educators in the learning process in the classroom.  

 Arif and Aulia [26] describe nine elements of 
digital citizenship, one of which is that digital access 
can be interpreted about society and the patterns that 
exist in society in accessing information technology 
that can support the implementation of Civics learning. 
Therefore, students as digital citizens and in the Civics 
learning process elements of digital citizens as citizens 
who can access information are things that must be 
considered, of course with the use of this application 
mobile learning students can obtain information on 
digital media in supporting Civics learning. 
Furthermore, Smaldino, et al [22] describes the national 
educational technology standards for students, one of 
the standards expressed is, research and fluency of 
information, students can apply digital tools to collect, 
evaluate, and use the information to support learning in 
the classroom. 

 Thus it can be understood that the characteristics of 
information sources in supporting the learning process 
of Pancasila Education & Civic Education using ML It 
is very necessary for supporting students to study 
independently and prepare themselves to live in an era 
of openness, this is evidenced by the development of 
Science and Technology. In the era of digital 
technology based on the NETS-S (National Educational 
Technology Standards For Students) explanation that 
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lecturers are no longer a source of knowledge, but 
students can seek their information and knowledge to 
support them in independent study, lecturers need to 
design student-focused learning (student center), in 
addition to preparing for life in the 21st-century 
education pattern, of course, this provides benefits in 
student learning independence. 

After the researchers provide the results of an 
objective of the findings using univariate analysis 
techniques, the researchers will then analyze and 
explain the results of data processing using bivariate 
analysis techniques by conducting in-depth studies and 
analysis related to the results of research using 
bivariate analysis aimed at to find out and test the 
positive and negative relationship or close or not 
between variables. The following is the correlation 
between student component statements and their 
implementation in the practice of learning Pancasila 
Education and Civic Education at UPI using ML. 

Table 1 Correlation of student components with 
the implementation of learning practices 

Value of Pearson Correlation to student 
component of 0.929, means that the relationship 
between practical teaching and Pancasila Education & 
Civic Education using learning applications ML on a 
system blended learning with a student component is 
very strong. So, the more frequent and the 
implementation of activities using learning 
applications ML by students will lead to an increase in 
the practice of learning Pancasila Education & Civic 
Education at UPI by using learning applications ML 
on the system blended learning.  

Table 2 Effect of student identity with student 
components 

 
Rated R-Square at this result showed a value of 

.0863 or 86.3%. This value means that variations in all 
student identity variables can affect changes in student 
component variables by 86.3%, the remaining 13.7% 
is influenced by other variables outside the model. The 
terms of the relationship between variables are good or 
not, if the R-Square value is above 50%, it means it is 
good, if it is below 50%, it means it is not good. Thus, 
the relationship between Pancasila Education & Civic 
Education practices with the student component is very 
closely related. 

From the results of a survey conducted using 
univariate analysis techniques, namely regarding 
student perceptions of student relevance and 

satisfaction when using mobile learning, 125 students 
(63.5%) stated that it is important that through ML 
students become like researchers who collect data and 
information themselves, and as many as 97 students 
(48.5%) stated that it was very important through ML 
that students could read the information easily and 
completely in sequence to understand the material well 
independently, then related to the fact that after students 
used ML applications, the most survey results were 137 
students (68.5%) stated that they had felt through 
mobile learning that students had evolved from passive 
to active learners, and 66 students (33.0%) stated that 
they had very much implemented mobile learning 
which made it easy for students to use applications in 
the independent learning process and even prepare for 
the final exam. 

Then, from the results of data processing with the 
correlation/attachment technique, it can be understood 
that the value of the Pearson Correlation for the student 
component is 0.929, meaning that there is a very close 
relationship in the Pancasila Education & Civic 
Education by using ML to support student learning 
independence. According to the survey results, the main 
factor is the student's factor Barry J. Zimmerman & 
Risemberg and Rizana et al., [27], [28] explained that 
the main component in supporting student learning 
independence is student motivation. Learning 
Independence is guided by Ki Hadjar Dewantara's 
educational philosophy called the philosophy of 
education among which is a convergence of the 
philosophy of progressivism regarding the natural 
ability of students to overcome the problems faced by 
providing the widest possible freedom of thought. [17] 

Ackoff and Dreemberg re-emphasized that 
"education does not depend on teaching, but rather on 
the self-motivated, curiosity and self-initiated actions of 
the learner" [11]. Education does not depend on the 
learning process but the motivation of students. In 
every student there is motivation in learning, student 
learning motivation that can affect student success in 
independent learning by using ML is the presence of 
content and substance in ML that suits the needs and 
desires of students, this can generate student interest 
and satisfaction. the use of mobile learning 
applications, so that they can influence and motivate 
students to study independently by using mobile 
learning applications in Pancasila Education & Civic 
Education. Budimansyah and Pangalila argue Psycho-
pedagogically, what is learned is believed to make a 
meaningful contribution for students to answer the 
challenges of life in the 21st century, to strengthen 
essential insights, and to provide aspirations for further 
education. [29] 

Students as digital citizens Ribble & Bailey identify 
nine elements that together form digital citizenship, 
namely “digital access, digital commerce, digital 
communication, digital literacy, digital ethics, digital 
law, rights and obligations of citizens. digital state, 
digital health and wellness, and digital security” [30]. 
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Students as digital citizens to face the challenges of 
21st-century education need to be skilled in the use of 
digital access, digital literacy, digital communication, 
and digital ethics both with E-learning, B-Learning, or 
even M-learning processes. Skilled in mastering digital 
media, students easily access various learning content 
using applications ML, of course, the balance between 
the motivations of students and being skilled in the use 
of digital media becomes the main role in increasing 
student motivation in accessing learning media, 
features, and various learning strategies by using ML.  

“Among these studies, common motivating factors 
or benefits of mobile learning expressed by students 
were quick and easy access to information, course 
content, and learning resources; the ability to upload 
content; participating in discussion boards; and the 
immediacy of contact between students and with 
faculty" [31]–[33] factors that can motivate students to 
use applications ML are speed of information, learning 
content, learning resources, ease of uploading 
assignments, and discussion forums.  Budimansyah, 
Suryadi and Rasjidi found that teaching licensure 
insignificantly affected student achievement; the 
teaching license has become a symbol of credentials 
rather than the real competencies of teachers. Students' 
academic achievement, too, was determined by their 
socio-economic background more strongly than that by 
the competencies of certified teachers. [34] 

Thus, students as digital citizens need to be skilled 
in the use of digital media, students are skilled in the 
use of digital media, students easily use and access 
material on applications ML, then according to the 
results of data processing and previous research, the 
main factor in learning independence is the motivation, 
through varied and innovative learning content, speed 
of information, ease of access any literature can 
motivate students to study independently in Pancasila 
Education & Civic Education lectures by using 
applications ML. 

5. CONCLUSION 
 From the results of the study, in general, students 
using the ML application in Pancasila Education & 
Civic Education are satisfied because students are 
more quota efficient and lighter on bandwidth it 
becomes easier to understand, speed of information, 
ease of access for any literature can motivate students 
to learn independently by using ML, students as digital 
citizens need to be skilled in the use of digital media, 
after students are skilled, students will easily use and 
access applications of ML. Through varied, innovative 
learning content, speed of information, ease of access 
for any literature can motivate students to learn 
independently by using ML. 

 Students experienced satisfaction in learning 
Pancasila Education & Civic Education using mobile 
learning. The use of mobile learning can be a solution 
to the effectiveness of digital learning in the 21st 

century. Mobile learning provides convenience in 
student learning in the digital era. The ease of access to 
materials or content in learning, the use of cheaper 
quotas, and the flexibility of learning without space and 
time limits in mobile learning provide satisfaction for 
students, thus encouraging students to study 
independently. Student independence in learning using 
mobile learning supports success in learning in the 
digital era. Therefore, mobile learning can be developed 
into an interesting and effective learning tool that can 
provide learning satisfaction to students so that 
students' independence in learning can be built. 
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