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Pancasila education in primary schools is central to character
formation, civic literacy, and the development of the Pancasila
Student Profile. However, classroom learning often remains less
engaging when moral and civic values are delivered mainly through
verbal explanation, textbook reading, or conventional exercises.
This study aimed to identify primary school students’ learning
preferences, motivational needs, and openness to technology-based
civic learning as an evidence-based foundation for designing GO-
PANCASILA, an Android-based interactive learning application.
The study used a survey-based needs analysis involving 115 students
from Grades 4-6 at SDIT Ummul Quro Depok, SDN Sukoharjo 1
Malang, and SD Muhammadiyah 12 Pamulang. Data were collected
through an online structured questionnaire consisting of Likert-type
items and open-ended questions. The questionnaire explored
students’ experiences in learning respect, tolerance, and diversity;
preferences for videos, books, stories, discussions, games,
simulations, and websites; and interest in digital learning tools. The
tindings show that students strongly prefer visual, story-driven,
interactive, and gamified learning experiences. Specifically, 82% of
students preferred videos and digital stories to books or lectures,
78% enjoyed games or simulations, 71% liked stories and
discussions about tolerance and respect, and approximately three
out of four students reported higher motivation when learning
involved points, badges, or ranking. These results indicate that GO-
PANCASILA should prioritize multimedia stories, contextual
moral dilemmas, simple game-based activities, and motivational
feedback. The study concludes that Android-based interactive
materials are pedagogically justified and contextually relevant for
supporting meaningful, joyful, and technology-enhanced Pancasila
learning in primary schools.
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Introduction

Pancasila education at the primary level plays a strategic role in shaping character, civic
literacy, and twenty-first-century competencies. In Indonesia, national policy under the
Kurikulum Merdeka emphasizes the six dimensions of the Pancasila Student Profile, namely
faith and noble character, independence, mutual cooperation, global diversity, critical thinking,
and creativity, as cross-curricular targets, including within Pancasila Education. These
dimensions are further operationalized through the Projek Penguatan Profil Pelajar Pancasila
(P5), which encourages contextual and project-based learning. Consequently, Pancasila
learning at the primary level should not only transmit normative values but also provide
meaningful and developmentally appropriate learning experiences for children (Kementerian
Pendidikan, Kebudayaan, Riset, dan Teknologi, 2022; Kementerian Pendidikan, Kebudayaan,
Riset, dan Teknologi, 2025; Rachman et al., 2024).

Despite this policy direction, the implementation of Pancasila education in primary
schools still faces substantial pedagogical and structural challenges. In many schools, teachers
continue to rely on conventional instruction, worksheets, and verbal explanation, while
opportunities for interactive, reflective, and technology-supported learning remain limited.
Broader policy and research also show that the successful integration of ICT depends not only
on device availability, but also on teacher competence, curriculum alignment, and institutional
readiness (UNESCO, 2018; UNESCO, 2023b; Wang et al, 2023). In the Indonesian context,
studies have found that classroom teachers’ digital literacy remains uneven, which affects the
quality of technology use in learning activities (Atmojo et al., 2023). These conditions are
particularly relevant in primary-level character education, where abstract values such as
respect, responsibility, cooperation, and tolerance need to be connected to learners’ everyday
experiences.

From a pedagogical perspective, the development of digital learning media should be
grounded in robust theoretical frameworks. The TPACK framework highlights that effective
learning design requires the alignment of technology, pedagogy, and content knowledge
(Mishra & Koehler, 2000). In addition, Multimedia Learning theory explains that appropriately
designed combinations of words, images, and audio can improve understanding more
effectively than text-only instruction, provided that cognitive load is carefully managed (Mayer,
2020; Mayer & Fiorella, 2021). Motivational aspects are also crucial, especially for younger
learners. The ARCS model emphasizes that educational media should attract attention,
establish relevance, build confidence, and provide satisfaction in order to support sustained
engagement (Keller, 2010). Together, these frameworks suggest that digital materials for
Pancasila education should not merely digitize textbook content, but should present value-
based learning in interactive, contextual, and age-appropriate formats.

The growing availability of mobile devices in Indonesia further supports the feasibility of
mobile learning for primary schools. Android remains the dominant mobile operating system
in Indonesia, making it a practical platform for broad educational access, including in semi-
urban and rural settings (StatCounter, 2025). Research has also shown that mobile device
integration can produce positive effects on student learning performance when supported by
meaningful instructional design (Sung et al., 2016). More recent evidence from primary
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education similarly indicates that mobile learning can support literacy, numeracy, and
engagement when activities are interactive rather than purely transmissive (Dorris et al., 2024,
Garzon et al., 2023). This suggests that Android-based learning materials may provide a
realistic and scalable solution for primary Pancasila education, especially if they are designed
to function under constrained school conditions.

In Indonesia, the development of Android-based and other digital materials for Pancasila
or civic education has grown in recent years. Prior studies have generally reported that such
products are valid, practical, and effective in limited trials. For example, the “MESILA”
application for Grade 2 students was found valid and effective in improving understanding of
Pancasila symbols (Swandari & Paksi, 2025), while the “SI PANCA” application for Grade 4
also demonstrated high feasibility through expert validation and field trials (Qoidah & Paksi,
2021). Other studies have developed Android-based media for diversity topics (Arianto, 2021),
Android teaching modules for Grade 1 learners (Efliriani & Wardhana, 2024), and broader
interactive civic-education media for primary schools (Rachmadtullah et al., 2018). Research
on digital teaching materials and gamified mobile learning in Indonesia also generally reports
increased learner motivation and improved learning outcomes (Kurniyawati & Nugraheni,
2021; Mustikasari, 2023; Waldi et al., 2025). However, much of this literature focuses on testing
the feasibility or effectiveness of finished products, while relatively few studies begin with a
detailed mapping of pedagogical, content, technical, and motivational needs for a specific
grade level and topic.

This gap is important because not all forms of educational technology automatically
improve learning. Research has warned that technology may even contribute to disengagement
when used in overly didactic or poorly designed ways, and classroom distraction remains a
concern if interactivity is not pedagogically purposeful (Bergdahl et al., 2020; Bergdahl et al.,
2022; UNESCO, 2023a). In addition, studies on children’s screen exposure point to ethical
and developmental considerations that require designers to ensure that digital experiences
remain balanced, reflective, and socially meaningful (Domingues-Montanari, 2017; Lissak,
2018; Sun et al., 2025). In the context of Pancasila education, this means that digital materials
should not merely entertain students, but should support meaningful engagement with moral
and civic values.

Accordingly, there is a need for a systematic needs analysis that begins from students’
learning experiences and preferences. Such an analysis is important because students’
motivation, media preferences, and openness to technology determine whether an Android-
based application can become a meaningful learning tool. Although software development
frameworks such as the Waterfall model may inform later stages of application development
(Royce, 1970), the present paper focuses on the needs-analysis stage before prototype
development. The study therefore asks: What learning preferences, motivational features, and
technology-based activities are needed by primary school students to support the development
of Android-based interactive digital materials for Pancasila learning?

Based on this problem formulation, this study aims to identify primary school students’
preferences and motivational needs for Pancasila learning as an evidence-based foundation for
designing GO-PANCASILA. The contribution of the study lies in providing empirical design
priorities for an Android-based learning application that is aligned with the Pancasila Student
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Profile, evidence-based multimedia design, and the need for interactive, contextual, and joyful
civic learning in primary schools.

Methodology

This study employed a survey-based needs analysis to identify students’ learning
preferences, motivational needs, and openness to technology-based Pancasila and civic
education. The needs-analysis design was selected because the study sought to generate
empirical design priorities for GO-PANCASILA before the application proceeds to prototype
development and classroom testing.

The respondents were 115 primary school students from Grades 4-6. They came from
three schools: SDIT Ummul Quro in Depok, SDN Sukoharjo 1 in Malang, and SD
Muhammadiyah 12 in Pamulang. The inclusion of students from different school contexts was
intended to capture a broader picture of students’ preferences toward Pancasila learning media
and technology-supported civic learning activities.

Data were collected using an online structured questionnaire. The instrument consisted
of Likert-type items and open-ended questions. The Likert-type items used a four-point scale
ranging from 1 to 4, with the anchors adjusted to item content, for example from “Never” to
“Always” or from “Not willing” to “Very willing.” The questionnaire explored students’
experiences in learning respect, tolerance, and diversity; their preferences for learning media
such as videos, books, stories, discussions, games, simulations, and websites; and their interest
in digital tools for learning moral and civic values.

The open-ended section asked students to describe factors that made moral or Pancasila
lessons feel boring and to share their experiences with video or digital learning. These
responses were used to contextualize the quantitative patterns and to strengthen interpretation
of the design implications. Data were analyzed descriptively by calculating response trends and
percentages related to students’ motivation, interactivity preferences, and media preferences.
The findings were then translated into design priorities for GO-PANCASILA, especially in
relation to visual learning, digital storytelling, gamified activities, and contextual discussion of
civic values.

Results and Discussion

Student respondents and the need for learner-centered Pancasila media

The needs analysis involved 115 students from Grades 4-6 at SDIT Ummul Quro
Depok, SDN Sukoharjo 1 Malang, and SD Muhammadiyah 12 Pamulang. The respondent
profile is important because the application design is intended for primary-school learners
whose reading fluency, attention span, and motivation are still developing. The findings show
that students should not be treated merely as passive recipients of moral messages. Instead,
they need learning media that allow them to see, hear, choose, respond, and discuss values in
ways that are close to their everyday experiences.
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This finding supports the idea that the effectiveness of educational technology depends
on the alignment of content, pedagogy, and technology (Mishra & Kochler, 2006). In Pancasila
education, the content is value-based, the pedagogy should be contextual and reflective, and
the technology should help students experience values through meaningful activities rather
than memorization alone. This is consistent with the Kurikulum Merdeka and the Pancasila
Student Profile, which call for contextual learning and the development of character through
meaningful experiences (Kementerian Pendidikan, Kebudayaan, Riset, dan Teknologi, 2022;
Kementerian Pendidikan, Kebudayaan, Riset, dan Teknologi, 2025; Rachman et al., 2024).

Visual and story-driven learning preferences

The strongest media preference identified in the survey was students’ interest in videos
and digital stories. A total of 82% of students preferred videos and digital stories to books or
lectures. This indicates that primary-school students are more responsive when moral and civic
values are presented through visual narratives rather than through text-heavy explanation. In
the context of Pancasila learning, stories can help students understand abstract values such as
respect, tolerance, responsibility, and cooperation by placing them in familiar situations.

The finding is consistent with Multimedia Learning theory, which explains that words
and images can support understanding when they are designed in complementary and
cognitively manageable ways (Mayer, 2020; Mayer & Fiorella, 2021). For GO-PANCASILA,
this means that the application should prioritize short digital stories, simple illustrations, and
concrete examples of Pancasila values in daily life. The content should not simply reproduce
textbook explanations in digital form. Instead, it should transform civic concepts into age-
appropriate stories that students can understand and relate to.

This result also clarifies the contribution of the present study to previous research.
Existing studies on Android-based Pancasila and civic education media have demonstrated
product feasibility and effectiveness (Qoidah & Paksi, 2021; Arianto, 2021; Efliriani &
Wardhana, 2024; Swandari & Paksi, 2025). The present study strengthens this line of work by
showing that students themselves express a clear preference for visual and story-driven
learning. Therefore, the design of GO-PANCASILA should place digital storytelling as a core
feature rather than as an additional decorative element.

Games, simulations, and motivational features

The survey also showed that 78% of students enjoyed learning through games or
simulations. In addition, approximately three out of four students reported being more
motivated when learning involved points, badges, or ranking. These findings suggest that
gamified elements can increase students’ interest in Pancasila learning when they are connected
to meaningful learning goals.

The motivational value of games and achievement indicators can be explained through
the ARCS model. Points, badges, and ranking can attract students’ attention and provide
satisfaction, while simulations can build relevance by allowing students to make choices in
situations related to moral and civic values (Keller, 2010). However, the use of gamification
should be pedagogically purposeful. Research on technology-enhanced learning warns that
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digital features may cause disengagement when interactivity is superficial or poorly connected
to learning (Bergdahl et al., 2020; Bergdahl et al., 2022; UNESCO, 2023a).

For GO-PANCASILA, the implication is that games and simulations should not be
designed merely as entertainment. They should present simple value-based situations, such as
choosing how to respond to a friend, how to respect differences, how to cooperate in a group,
ot how to act responsibly at school and at home. Points and badges should reward reflection,
completion, and positive choices rather than speed alone. In this way, gamification can support
value internalization instead of reducing Pancasila education to scoring.

Stories and discussions about tolerance and respect

Another important finding is that 71% of students liked stories and discussions about
tolerance and respect. This shows that students are not only interested in visual or game-based
media, but also in social and dialogic learning experiences. Pancasila education requires
students to interpret values, listen to others, and connect moral choices with everyday
behavior. Therefore, the application should include prompts that encourage discussion, not
only individual screen-based interaction.

This finding is relevant to the aims of civic and character education. Values such as
tolerance and respect become meaningful when students encounter them in concrete
situations and discuss possible actions. The digital application can support this process by
presenting short scenarios followed by discussion questions, reflective choices, or classroom
follow-up activities. Such a design is also aligned with the broader goal of the Pancasila Student
Profile, which emphasizes mutual cooperation, global diversity, critical thinking, and noble
character (Kementerian Pendidikan, Kebudayaan, Riset, dan Teknologi, 2022; Rachman et al.,
2024).

At the same time, the application should be designed with attention to children’s
developmental needs. Studies on children’s screen exposure remind educators that digital
experiences should remain balanced and socially meaningful (Domingues-Montanari, 2017).
Therefore, GO-PANCASILA should combine on-screen activities with off-screen discussion,
reflection, or simple action tasks. This balance is important to ensure that technology
strengthens, rather than replaces, the social dimension of Pancasila learning.

Technology openness and Android-based design relevance

The overall pattern of responses indicates that students are open to technology-based
civic learning. Their preference for videos, digital stories, games, simulations, and motivational
features confirms that an Android-based application is a contextually relevant medium for
developing Pancasila learning materials. Given Android’s strong presence in Indonesia, the
platform provides a practical pathway for broadening access to interactive learning resources
(StatCounter, 2025).

This finding is consistent with mobile learning research showing that mobile devices can
support learning performance when their use is guided by meaningful instructional design
(Sung et al., 2016). Recent studies also show that mobile learning in primary education can
support engagement when activities are interactive and appropriately structured (Dorris et al.,
2024; Garzon et al., 2023). In this study, students’ preferences indicate that GO-PANCASILA
should be designed as more than a repository of digital reading materials. It should become an
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interactive environment that combines visual explanation, story-based learning, simple
simulations, and motivational feedback.

Previous Indonesian studies on digital teaching materials and civic education media have
reported positive effects on learner motivation and learning outcomes (Kurniyawati &
Nugraheni, 2021; Waldi et al., 2025). The present findings add a student-needs perspective by
identifying the specific types of features students prefer. These include videos and digital
stories, games or simulations, stories and discussions about respect and tolerance, and
motivational features such as points, badges, or ranking.

Design priorities for GO-PANCASILA

Based on the integrated findings, the main design priority for GO-PANCASILA is to
create interactive, visual, and gamified learning experiences that remain closely connected to
Pancasila values. The application should include short video-based or illustrated stories, simple
games and simulations, reflective prompts, and motivational elements. These features are not
isolated preferences; together, they represent students’ need for learning that is concrete,
engaging, and meaningful.

The design should also avoid excessive technological complexity. Educational
technology is beneficial only when it supports learning goals and remains accessible to users
(UNESCO, 2018; UNESCO, 2023b; Wang et al., 2023). Therefore, GO-PANCASILA should
emphasize clarity, simplicity, and relevance. Each screen or activity should have a clear learning
purpose, and every interactive feature should help students understand or practice values such
as respect, tolerance, cooperation, responsibility, and diversity.

In comparison with studies that primarily report the validity or effectiveness of finished
products (Qoidah & Paksi, 2021; Efliriani & Wardhana, 2024; Swandari & Paksi, 2025), this
study contributes by identifying student-based design priorities before product development.
This makes the application development process more responsive to learners’ actual
preferences. The needs analysis therefore provides a practical foundation for subsequent
stages of GO-PANCASILA development, including prototype design, expert review, usability

testing, and classroom-based evaluation.

Conclusion

The primary school students need Pancasila learning materials that are interactive, visual,
story-driven, and motivationally engaging. Based on the survey of 115 students from Grades
4-6 at three schools, students showed strong preferences for videos and digital stories, games
and simulations, stories and discussions about tolerance and respect, and motivational
elements such as points, badges, or ranking. These findings indicate that the development of
GO-PANCASILA as an Android-based interactive application is pedagogically justified and
contextually relevant. The application should not merely digitize textbook content, but should
translate Pancasila values into meaningful stories, simple simulations, reflective activities, and
joyful learning experiences. At the same time, the use of technology should remain purposeful
and developmentally appropriate so that digital interaction supports value understanding and
civic formation. Future studies are recommended to continue with prototype development,
expert validation, usability testing, and classroom-based evaluation to examine the
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effectiveness of GO-PANCASILA in strengthening students’ civic literacy and character
formation.
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