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Perkembangan teknologi informasi mendorong penggunaan smartphone dalam
berbagai bidang kehidupan sehingga membuka peluang penggunaan smartphone
dalam kegiatan belajar mengajar. Tetapi guru belum bisa memaksimalkan penggunaan
smartphone untuk menunjang kemampuan siswa dalam memahami materi
pembelajaran. Hal ini tentunya kurang memberikan pengalaman belajar yang baik bagi
siswa sehingga perlu dilakukan perbaikan sistem pembelajaran. Penelitian ini
dilakukan untuk mengidentifikasi peluang penggunaan smartphone dalam
memudahkan siswa belajar, khususnya dalam memahami materi pembelajaran
sosiologi di SMA. Jenis penelitian ini adalah penelitian deskriptif kualitatif. Subjek
penelian adalah siswa IPS kelas X SMA dengan jumlah siswa sebanyak 149 siswa.
Metode pengumpulan data dalam penelitian ini adalah survey dan wawancara dengan
menggunakan angket serta pedoman wawancara sebagai instrumen penelitian. Analisis
data dilakukan dalam empat tahap, yaitu pengumpulan data, reduksi data, penyajian
data, dan penarikan kesimpulan. Hasil penelitian ini menunjukkan bahwa terdapat
peluang besar penggunaan smartphone di era digital dalam proses pembelajaran,
khususnya mata pelajaran sosiologi di SMA. Peluang tersebut yaitu penyelenggaran

pembelajaran seluler berbasis game atau Mobile Game-Based Learning (MGBL).
Diketahui penggunaan smartphone oleh siswa paling dominan digunakan untuk
bermain game dengan persentase sebesar 32.90%. Dengan demikian, Mobile Game-
Based Learning (MGBL) sebagai media pembelajaran menjadi peluang penggunaan
smartphone untuk memudahkan siswa belajar sosiologi karena mendorong siswa lebih
aktif, kreatif, dan inovatif dalam proses pembelajaran. Simpulan penelitian ini adalah
Mobile Game-Based Learning (MGBL) menjadi peluang besar penggunaan
smartphone di era digital untuk memudahkan siswa belajar sosiologi di Sekolah
Menengah Atas.
ABSTRACT

The development of information technology that encourages smartphones in various lives thus opens up opportunities for the
use of smartphones in teaching and learning activities. However, teachers have not been able to maximize the use of
smartphones to support students' ability to understand learning materials. This certainly does not provide a good learning
experience for students, so it is necessary to improve the learning system. This study was conducted to identify opportunities
for using smartphones to make it easier for students to learn, especially in understanding sociology learning materials in high
school. This type of research is descriptive qualitative research. The research subjects were social studies students of class X
SMA with a total of 149 students. Data collection methods in this study were surveys and interviews using questionnaires and
interview guidelines as research instruments. Data analysis was carried out in four stages: data collection, data reduction, data
presentation, and conclusion. This study indicates that there is an excellent opportunity for the use of smartphones in the
digital era in the learning process, especially in sociology in high school. The opportunity is the implementation of game-
based mobile learning or Mobile Game-Based Learning (MGBL). It can be seen that the use of smartphones by students is
most dominantly used to play games, with a percentage of 32.90%. Thus, Mobile Game-Based Learning (MGBL) as a
learning medium is an opportunity to use smartphones to make it easier for students to learn sociology because it encourages
students to be more active, creative, and innovative in the learning process. This study concludes that Mobile Game-Based
Learning (MGBL) is an excellent opportunity for the use of smartphones in the digital era to make it easier for students to
learn sociology in high school.

This is an open access article under the CC BY-SA license. @ ® @
Copyright © 2021 by Author. Published by Universitas Pendidikan Ganesha.

1. INTRODUCTION

Currently, the world is in a pandemic due to the spread of the Coronavirus. These conditions impact
various fields of human life, including the field of education (Abidah et al., 2020; Ariebowo, 2021; Durnali,
2020). In education, educational institutions such as schools have transformed both in terms of implementing the
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learning process and the learning system (Baber, 2021; Jogezai et al., 2021; Yulia, 2020). In the era of the
Covid-19 pandemic, face-to-face learning activities in schools have shifted to online learning activities (Garad,
Al-Ansi, & Qamari, 2021; Sari et al., 2020). Online learning activities or online learning are learning that is
carried out to provide opportunities for students to interact with learning resources, both educators/environments,
and their peers synchronously and asynchronously using the internet (Abidah et al., 2020; Alavudeen et al.,
2021; Ariebowo, 2021). In the digital era, online learning encourages primary devices for teaching and learning
activities such as smartphones (Barnes, Pressey, & Scornavacca, 2019; Muswita et al., 2018). In this era,
smartphones are a communication tool and a learning device (Lin, Hsia, & Hwang, 2021; Troussas, Krouska, &
Sgouropoulou, 2020). This condition causes the function of technology to be more knowledge-based. The digital
era can increase the speed of knowledge distribution in schools through online learning using smartphones or
often called mobile learning (Bartel & Hagel, 2014; Chang et al., 2021; Park et al., 2020). Mobile learning
makes it easy for students to learn anytime and anywhere (Lu et al., 2021; Sophonhiranrak, 2021). However,
many things make mobile learning ineffective.

So far, teachers tend to only give assignments without providing deepening of the material to help
students understand the material (Anika & Fajar, 2020; Arianti, Wiarta, & Darsana, 2019; Mediatati &
Suryaningsih, 2017). Teachers have not been able to maximize the use of smartphones to support students'
ability to understand learning materials (Cecep, Mutagin, & Pamungkas, 2019; Ngabekti, Prasetyo, Hardianti, &
Teampanpong, 2019; Sunismi, 2015). This certainly does not provide a good learning experience for students so
that it is necessary to improve the learning system (Agusta, 2018; Gunawan et al., 2017; Rohaeti, Suwardi, &
Ikhsan, 2013). One of the lessons that can stimulate students to develop sociological thinking skills (Pratiwi,
2017). However, the importance of critical thinking skills contained in sociology learning still cannot be
optimized. This can be seen through observation activities carried out for three meetings in the learning process
in the classroom through the zoom meeting & google meet video conference platform. Through observation,
information was obtained that during the learning process the teacher only focused on delivering the material
orally, then continued with giving assignments according to the material presented. Furthermore, students are
asked to submit assignments to teachers in the form of scientific papers without being given guidance in doing
assignments, and there is no variation in assignments that make students consider the assignments from the
teacher to be just a formality, without knowing that there is potential to improve critical thinking skills through
assignments and sociology learning

These learning activities make students less enthusiastic and motivated in participating in learning
activities, even though critical thinking skills can be embedded in students if students are enthusiastic and
directly involved in various learning activities in class. During the observation activities, the teacher still did not
use the latest technology to deliver the subject matter. For example, on the first day of observation, the teacher
only uses the LKS owned by each student. On the second and third day, the teacher used PowerPoint as a
learning medium to deliver material, but the process of delivering material was still dominated by teachers who
tended to be one-way, so that students could not be maximally involved in various activities in class, both
discussions and questions and answers. Therefore, the identification of a learning innovation, one of which can
be circumvented through the use of technology in the learning process, such as the use of smartphones, the use of
computers, and the use of the internet, is very basic and important. points to be implemented.

The current learning process must be able to see various opportunities for using digital technology,
besides that students also seem to be very familiar with the use of technology, be it smartphones or computers
(Kurtz, Tsimerman, & Steiner, 2014; Velan et al., 2015; Zarzour, Bendjaballah, & Harirche, 2020). The school
learning system is expected to develop students' abilities that not only focus on academic exam preparation, but
also students' critical thinking skills (Changwong, Sukkamart, & Sisan, 2018; Saprudin et al., 2020; Yaldiz &
Bailey, 2019). Holistically, schools need to help prepare students to become critical thinkers, resilient and
insightful learners, creative problem solvers, and active members of their communities. Various skills and
abilities to utilize technology optimally are considered important to face the digital era that requires humans to
think critically in filtering the spread of information (Chang et al., 2021; Raja & Nagasubramani, 2018).
Thinking, analyzing, and problem solving skills are useful for increasing students' potential in the future (Hussin,
Harun, & Shukor, 2018; Yamin, Saputra, & Deswila, 2020).

Educational policymakers have developed curricula to help students develop collaboration, critical
thinking, analysis, and problem solving skills (Fitri, Saparahayuningsih, & Agustriana, 2017; Waseso, 2018).
However, the development of this skill strategy depends on the teacher's teaching scenario. Some experts
recommend that a curriculum that can integrate technology and authentic experiences can support student
participation, motivation, and knowledge regarding the subject matter to be taught to students (Bartel & Hagel,
2014; Dinatha & Kua, 2019; Pradina & Suyatna, 2018). Thus, teachers have the opportunity to develop learning
media through the use of technology in the digital era such as smartphones so that the learning process provides
maximum results.
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A study conducted by Marketing Emarketeer showed that the number of smartphone users in Indonesia,
especially among teenagers, is multiplying. This increase in smartphone use is supported by the World Bank,
which reports that more than 6 billion people have used smartphones, even a quarter of them own them
personally (Susanto & Akmal, 2018). This condition is an opportunity to use smartphones to facilitate the
learning process, especially sociology subjects. Teachers can use smartphones to develop innovative and
communicative learning media such as Mobile Game-Based Learning (MGBL) (Bartel & Hagel, 2014; Troussas
et al., 2020). Mobile learning using Mobile Game-Based Learning (MGBL) as a learning medium can create
meaningful learning by exposing players to adaptive challenges, curiosity, self-expression, discovery, direct
feedback, clear goals, player control, immersion, collaboration, competition, rewards, and low-risk failure failure
(Chen & Hsu, 2020; Kim et al., 2012; Kusuma, Suryapranata, & Utomo, 2021). All design elements in Mobile
Game-Based Learning align with established learning theories such as social constructivism and flow theory.
Therefore, this type of learning media can provide learning that encourages social interaction, increases student
motivation and engagement, and provides opportunities to develop valuable skills such as collaboration,
creativity, communication, and critical thinking (Devraj, Colyott, & Cain, 2021; Diacopoulos & Crompton,
2020; Su & Cheng, 2013).

This research is essential because, through the use of smartphones, teachers can create creative learning.
Creative learning can make it easier for students to understand learning materials and encourage them to think,
learn, and cooperate to improve reasoning and critical thinking so that learning objectives are achieved. MGBL
in learning is an alternative solution to improve these skills (Shiow-Fern et al., 2021). Thus, cellular technology
such as smartphones can be a suitable medium to facilitate learning activities. This study aims to identify
opportunities for using smartphones in the digital era to facilitate students' learning process, especially sociology
subjects. Sociology is a science that has an essential point in providing education about society to students when
they are directly involved in society. Therefore, sociology learning must involve students' activeness by looking
at various opportunities such as smartphones so that learning objectives are achieved. The purpose of this study
is to analyze the opportunities for using smartphones in the digital era to make it easier for students to study
sociology in high school.

2. METHOD

This research is a qualitative descriptive study. Through this research approach, identifying
opportunities for students to use smartphones in the digital era for the learning process can be described more
clearly and in-depth. The identification process begins with observation activities to analyze research data needs.
After that, the researchers distributed questionnaires and then processed the research data where data processing
results would be presented descriptively. The subjects of this study were social studies students of class X SMA
Negeri 1 Karanganom and SMA Negeri 1 Jatianom, with 149 students. The research object is the use of
smartphones by Karanganom and Jatianom high school students in the digital era. Data collection methods used
in this study were surveys and interviews. Data analysis was carried out descriptively with percentages to
identify opportunities for using smartphones to make it easier for students to learn sociology.

The analysis was carried out in four stages, namely, (1) data collection, (2) data reduction, (3) data
presentation, and (4) concluding. Data were collected using two research instruments, namely questionnaires and
interview guidelines. Data reduction in this study was carried out to filter or select data that focused on data or
core findings obtained in the field. The presentation of the data is done to display descriptive data from the
results of the distributed questionnaires. The conclusion stage is the final stage of research to answer how the
opportunities for using smartphones in the digital era are to make it easier for students to learn sociology. The
instrument used is a questionnaire consisting of 4 indicators spread over 20 questionsThese indicators are student
responses regarding smartphone ownership, duration of smartphone use, the purpose of using smartphones, and
policies implemented by schools in dealing with the massive use of smartphones during the learning process.
Expert validators consulted the validity of the research instrument before the questionnaire was distributed to
research subjects

3. RESULT AND DISCUSSION

This research was conducted by involving 149 respondents from Karanganom High School and
Jatianom High School students, Klaten Regency, Central Java Province. The study results indicate that there are
various opportunities for using smartphones in the digital era in the learning process, especially to make it easier
for students to learn sociology in high school. The opportunities that arise cannot be separated from student
ownership of smartphones. In supporting smartphone-assisted learning, one of the things that students must have
is a smartphone device because schools cannot provide smartphones to support the learning process. The number
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of students who have smartphones affects the size of their opportunities in utilizing smartphones for the learning
process. Data regarding smartphone ownership by Karanganom and Jatianom high school students can be
presented in Figure 1. Based on Figure 1, it is known that 94.60% of Karanganom High School and Jatianom
High School students have a smartphone as a technology device that helps them in completing various jobs. As a
technological device that is quite flexible because it is easy to carry anywhere, students often spend quite a lot of
time using smartphones. This is indicated by data regarding the duration of smartphone use by students, most of
which reach more than 5 hours a day.

Data regarding the duration of students using smartphones is presented in Figure 2 below.Based on the
picture, it is known that the use of smartphones by students with a duration of 1-3 hours has the least amount,
which is 4.70% (7 students). Then the use of other smartphones with a duration of 3-5 hours reached 31.50% (47
students). Meanwhile, smartphones with the most extended duration or more than 5 hours have the highest
number, which is 63.80% (95 students). This condition shows that the intensity of Karanganom and Jatianom
high school students in using smartphones is quite long. This can be seen as the first step in creating more
significant opportunities in directing students to use smartphones for positive activities such as school learning.
In the next section, researchers have identified the goals or habits of students in operating smartphones. This is
intended to find out how students use smartphones in daily activities. The use of smartphones by Karanganom
and Jatianom high school students in more detail can be seen in Figure 3.

4,70%

\

= Yes = No = lebihdari5Jam = 3-5Hours 1-3Hours

Figure 1. Student Ownership of Smartphones Figure 2. Duration of Students in
Using Smartphones

Figure 3 shows that 32.90% of Karanganom High School and Jatianom High School students use
smartphones to play games. Then 25.50% of students use smartphones to access various entertainment sites. The
number of students who use smartphones to access social media reaches 22.10%. At the same time, the
remaining 19.50% use smartphones for the learning process. This condition shows that students have not
optimized the features available on smartphones for learning activities. On the other hand, teachers are also not
able to facilitate smartphone-assisted learning activities optimally, so that the use of smartphones by students
still does not have clear directions and goals. Based on data on smartphone use by students who have not been
maximized regarding the use of learning activities, clear regulations or policies are needed from schools to
regulate smartphone use. The policies applied by schools regarding the use of smartphones in the learning
process are different. Each educational institution has its policy in carrying out learning activities, including
policies related to the use of smartphones to support the learning process. Karanganom and Jatianom high school
students gave responses related to school policies that regulate the use of smartphones in learning activities. A
more detailed picture can be seen in Figure 5.

Based on Figure 5, it can be seen that 26.20% of students stated that the use of smartphones was
permitted in teaching and learning activities. However, 18.10% of students stated that it was forbidden to use
smartphones in teaching and learning activities. In its implementation, this policy still depends on each subject
teacher because 55.70% of students state that schools allow the use of smartphones for the learning process but
are limited to certain subjects. However, overall, school policies have supported implementing a learning process
that involves the use of smartphones in teaching and learning activities.
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Figure 3. Student Use of Smartphones Figure 5. Policies on the Use of Smartphones

in Schools
Discussion

In the digital era like today, various countries must be smart to take advantage of opportunities,
considering that in that era technology played an important role in human life. Likewise with the world of
education. The education sector is considered quite important considering its role in developing the capabilities
and potential of human resources. Integration between technology and education will be able to provide various
positive impacts and can quickly increase the capacity and quality of human resources (Budiarto, Joebagio, &
Sudiyanto, 2020; Nithyanantham, Paulmony, & Ramadan H., 2019) One of the technologies that are currently
widely used in various fields of human life, including the field of education, is a smartphone. Based on the data
that has been presented in the results section, it can be seen that there are opportunities to use smartphones in the
learning process, especially sociology subjects in high school. Opportunities that arise from the use of
smartphones in the digital era are the function of smartphones as technological devices used in the learning
process or better known as mobile learning (Alshammari, 2020; Hanif, Asrowi, & Sunardi, 2018; Talib et al.,
2019).

Mobile learning can have a positive impact on the learning process, such as making it easier for students
to learn, increasing learning motivation, learning outcomes and student skills (Mahdi, 2018; Suryanda, Sartono,
& Sa’diyah, 2019). In addition, smartphone-based learning can also help students master the skills needed in
today's digital era, such as critical thinking skills, innovation, communication skills, and technological literacy
(Efendi, 2019; Nursyifa, 2019). The results of this study indicate that students are familiar with the use of
smartphones. A total of 94.60% of students already own a smartphone, the majority of which use the Android
operating system. Awareness of students in using smartphones for learning activities is quite low. This is known
from the results of the questionnaire which shows that the use of smartphones for the learning process ranks the
lowest, which is only 19.50%. While the highest order is occupied by students who use smartphones to play
games, which are 32.90%.

When associated with the opportunities that arise from the use of smartphones in the learning process,
these results can be utilized by educators to develop more innovative and creative learning media. This
opportunity cannot be separated from the combination of smartphones as learning media that can be filled with
game-based learning applications or Mobile Game-Based Learning (MGBL). The use of game-based learning
media in learning has succeeded in increasing student understanding and student motivation in participating in
learning activities (Kim et al., 2012; Su & Cheng, 2013). Learning media using game-based learning applications
can encourage students to be more focused and maximize the use of smartphones as a fun learning medium
(Bartel & Hagel, 2014; Troussas et al., 2020). Although packaged in the form of training, there is an interactive
element in the media. Games are also used as learning media for vocabulary mastery. These various studies show
that the use of smartphones in the learning process or mobile learning, especially those based on games, has a
very large opportunity to be used in the learning process (Greipl, Moeller, & Ninaus, 2020; Sari et al., 2019). If
implemented in sociology subjects, Mobile Game-Based Learning (MGBL) can be used as an alternative
learning media that makes it easier for students to learn and dismisses the stigma of sociology as a theoretical
science that tends to be boring. Considering that so far teachers have only used printed books, powerpoint media,
youtube, and student worksheets as a means of supporting the learning process in the classroom so that it has an
impact on the decline in interest in learning and student achievement.

Another factor that opens up opportunities for implementing smartphone-based learning is school policy
(Rorita, Ulfa, & Wedi, 2018). The results of this study indicate that schools place their institutions as supporting
the smartphone-assisted learning process. This can be seen from the students' responses which stated that
55.70% of teachers allowed using smartphones in certain subjects. In addition, overall 26.20% of students stated
that while participating in learning activities students were allowed to use smartphones. Therefore, this research
is very important as a basis for educators in preparing digital space-based learning facilitated by the presence of
smartphones in supporting the learning process.

The results of this study indicate that there is a huge opportunity for mobile learning to be used in the
learning process (Emerson et al., 2020; Greipl et al., 2020). Mobile Game-Based Learning (MGBL) can make it
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easier for students to learn sociology in high school because learning materials can be delivered more easily in a
way that encourages student activity and creativity in learning. Through the use of mobile learning-based
technology and support from educational institutions (schools), it is expected to create a dynamic, fun, and active
learning environment (Hendi, Caswita, & Haenilah, 2020; Partovi & Razavi, 219AD; Sulistio & Qohar, 2020).
Overall, Mobile Game-Based Learning (MGBL) can be an innovative learning media device in the digital era.
This is intended to facilitate students in the learning process as an effort to form superior and competitive human
resources. The potential use of mobile learning in the learning process cannot be separated from various
empirical and theoretical facts that have proven that mobile learning is one of the determining factors in
optimizing the learning process. Other researchers can use this research as a basis for exploring the development
and utilization of game-based smartphone learning media products for other subjects. The use of smartphones for
the learning process has an important role in being able to create a conducive learning atmosphere so that
students will feel helped and motivated in participating in learning activities.

4. CONCLUSION

The results of the research conducted indicate that there is a great opportunity for the use of
smartphones in the digital era in the learning process, especially sociology subjects in high school. Most students
who use smartphones to play games can be used by teachers as opportunities in developing learning media. The
opportunity is game-based mobile learning or Mobile Game-Based Learning (MGBL) which can make it easier
for students to learn sociology more actively, creatively, and innovatively. The opening of these opportunities
cannot be separated from the development of technology and information in the digital era as well as school
policies that allow students to use smartphones in the learning process according to an agreement with the
teacher.
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