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Abstract 

Smart Apps Creator (SAC) enables teachers to develop android-based learning media without requiring 
coding expertise. Numerous studies have explored the development of SAC media. However, research 
specifically focused on the effect of SAC on students' interest in integrated science subjects remains 
severely limited. Therefore, this study aims to investigate the effect of SAC on students’ integrated 
science interest. This study involved 27 students on the second grade at SMPN 2 Bontomarannu, South 
Sulawesi. It employed an experimental approach with a pre-experiment method, utilizing a one-shot 
case study model. Data collection involved observation and questionnaires. The data were analyzed 
using descriptive and inferential statistical analyses with SPSS. The results demonstrated that SAC 
positively contributed on students' learning interest. Specifically, 85.71% of students reported feeling 
that the classroom atmosphere became more enjoyable, and 85.71% were focused and attentive during 
integrated science studies when using SAC as the learning media. Moreover, 85.71% of students 
expressed satisfaction and comfort while learning integrated science with SAC. Additionally, 86.9% of 
students exhibited good participation in the learning process. Based on the data, it can be concluded that 
the utilization of mobile learning using SAC has a positive effect on students' learning interest in 
integrated science. 

Keywords: Android-based learning, Integrated science, Mobile learning, Smart apps creator (SAC), 
Student interest 
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INTRODUCTION  

The importance of instructional media cannot be underestimated, as it plays a crucial 

role in achieving effective and enjoyable learning experiences (Kumala Dewi et al., 2019). 

Learning media are the tools used to help the learning process that the teacher goes through 

(Sulthon et al., 2021), providing a means to present information and learning content in a more 

engaging and comprehensible manner. Teachers are demanded to be more creative in 

delivering teaching materials and instructional media to students by harnessing technology 

that can engage students actively in the learning process (Ariesta & Suwarno, 2019). Therefore, 

the development of instructional media that aligns with the current needs and advancements 

in technology becomes essential. 

In this digital era, the use of technology further enriches the choices of instructional 

media, including Android-based learning media, offering high accessibility and flexibility 

(Hidayat et al., 2023; Sitompul, 2020). Therefore, effectively integrating instructional media is 

a strategic step towards maximizing the learning potential and stimulating students' interest 

in learning, thus creating an inspiring and meaningful learning environment. Android-based 

learning media refers to educational tools and applications that utilize the Android operating 

system on smartphones and tablets.  

Currently, almost all students undoubtedly have Android-based smartphones (I. Safitri 

et al., 2019; Utami et al., 2023). Learning media utilizing Android-based smartphones can be 

designed to enable learning to take place anytime and anywhere, commonly known as mobile 

learning. The widespread adoption of smartphones and tablets among students has 

significantly transformed the way educational content is delivered. Android-based learning 

media offers a plethora of interactive and engaging educational applications, ranging from 

multimedia content, interactive quizzes, virtual simulations, to personalized learning 

platforms (Khasawneh, 2023). This tech-savvy approach transcends the traditional methods of 

learning and provides students with diverse avenues to explore, fostering a more dynamic and 

stimulating learning environment. 

One of the remarkable advantages of Android-based learning media lies in its flexibility 

and accessibility. Unlike traditional classroom settings, students can access learning materials 

anytime, anywhere, at their convenience. This adaptability allows students to pace their 

learning according to their individual needs, preferences, and learning styles (Gumbheer et al., 

2022). Consequently, Android-based learning media enables students to take ownership of 

their learning journey, leading to increased motivation and a stronger sense of autonomy. The 

previous studies also claimed that the use of mobile learning can support the teaching and 

learning process and enhance flexibility in learning activities, leading to improved learning 

outcomes (Robianto & Wahono, 2019). 

Android-based learning media fosters a sense of inclusivity and diversity in education 

(Mkpojiogu et al., 2018; Verdes et al., 2021). It caters to different learning styles and 

accommodates students with various abilities and interests. With a wide range of learning 

applications available, educators can tailor the content to suit individual preferences, making 

the learning experience more meaningful and relevant. Moreover, the integration of 

multimedia elements in Android-based learning media allows for a multisensory learning 

experience. Audio, video, and interactive visuals enrich the learning process by providing 

students with multiple avenues to comprehend and retain information (Irawan, 2018). By 

actively integrating Android-based learning media into the curriculum and providing guidance, 

teachers can maximize student interest and encourage a positive attitude towards learning. 



Didaktika: Jurnal Kependidikan, Fakultas Tarbiyah IAIN Bone, Vol. 17, No.1, June 2023 
 

The Effect of Android-Based Learning Using SAC on Students' Integrated Science Interest 73 
(https://doi.org/10.30863/didaktika.v17i1.4421) 

Student learning interest is a vital aspect of the educational process, as it directly 

influences their level of engagement, motivation, and overall academic achievement (Awe & 

Benge, 2017; Matondang, 2018; Nurhasanah & Sobandi, 2016). When students are genuinely 

interested in a subject, they are more likely to actively participate, explore, and retain 

knowledge. Recognizing the significance of fostering and sustaining students' interest, 

educators seek innovative methods to enhance learning experiences. One effective approach 

involves utilizing engaging learning media, such as Android-based platforms. Instructional 

media is an essential facilitator in the learning process, significantly contributing to a more 

captivating and non-monotonous learning experience. Moreover, it has the capability to elevate 

students' interest during the learning process. 

Given the significance of nurturing students' interest and motivation in learning, 

teachers are required to craft engaging and enjoyable learning activities, and one approach is 

employing enjoyable media, like Android-based platforms. Nonetheless, it is evident that many 

educators lack the technical expertise in developing technology-based learning media 

(Dewantara et al., 2021), such as need a high-level coding or programming skills, to develop 

Android-based media. A feasible solution to address this constraint is to utilize Android-based 

learning software that is user-friendly and does not necessitate advanced skills. Smart Apps 

Creator (SAC) stands out as an accessible and easily-developed alternative for Android-based 

learning media.  

Smart Apps Creator (SAC) is software designed to create multimedia applications for 

mobile, desktop, and web platforms. (Prokoso, 2020) claimed that SAC is an application that 

allows users to create mobile learning and iOS applications without any programming code, 

generating HTML5 and exe formats, and supporting offline access. SAC can be utilized to 

develop various applications, including multimedia learning, city guides, games, and more. It 

can also be introduced to elementary, middle, and high school students to enhance their 

creativity in content management and develop engaging mobile applications. With SAC, 

teachers can design customized mobile learning applications that cater to various subjects and 

learning styles, promoting a dynamic and personalized approach to education. Moreover, SAC's 

user-friendly interface makes it accessible to both educators and students, empowering them 

to explore their creativity and create captivating educational apps. 

Numerous previous studies have explored about mobil learning and Android-based 

media. Several studies developed android-based mobile learning in all education levels, from 

primary school to higher education (Amirullah & Hardinata, 2017; Astuti et al., 2017; Hardinata 

et al., 2018; Ibrahim & Ishartiwi, 2017; Khomarudin & Efriyanti, 2018; Robianto & Wahono, 

2019) dan efektivitas penggunaan android-based mobile learning dalam berbagai mata 

pelajaran (Arsyad & Lestari, 2020; Faqih, 2021; Nasution et al., 2021). Secara khusus, beberapa 

penelitian telah melakukan kajian tentang Smart Apps Creator (SAC), khususnya 

pengembangan media pembelajaran berbantukan SAC (Khasanah et al., 2020; Panggalih & 

Handayani, 2023; Syahputra & Prismana, 2021; Tristanti & Iffah, 2022). However, research 

specifically focusing on the utilization of SAC software as an Android-based learning media 

related to students' learning interest in integrated science subjects remains extremely limited. 

This study aims to fill this research gap by investigating the impact of using Android-based SAC 

media on students' learning interest in integrated science subjects. 
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METHOD 

Research Design 

This study employed a quantitative research approach with an experimental design. 

Quantitative research involves investigating the impact of one variable on another within 

controlled conditions (Sugiyono, 2019). Specifically, this quantitative study utilized a pre-

experimental method with a one-shot case study design. The one-shot case study design was 

chosen to showcase the measurement strength and scientific value of the research design. 

Through this approach, the researchers aimed to effectively measure and understand the 

effects of Android-based learning using Smart Apps Creator (SAC) on students' integrated 

science interest. 

Population and Sample 

The population refers to the general area comprising objects/subjects with specific 

qualities and characteristics set by the researcher to be studied and subsequently draw 

conclusions from (Sugiyono, 2019). This study employed the simple random sampling 

technique, which involves randomly selecting samples from the population without 

considering any strata that may exist within the population. As a result, the researcher selected 

Grade VII D as the sample, comprising 27 students. 

Instrument and Data Collection 

In research activities, instruments play a crucial role in systematically collecting data. 

For this particular study, questionnaires utilizing the Likert scale were employed to gather 

valuable data. The Likert scale was chosen as a means to measure students' attitudes, opinions, 

and perceptions concerning the usage of Smart Apps Creator (SAC) on Android-based learning 

and its impact on their interest in integrated science. Through these carefully crafted 

questionnaires, the researchers sought to gain insights into the students' experiences and 

perceptions, providing valuable information for the investigation. 

Data Analysis 

Data analysis in this study utilizes both descriptive and inferential analysis techniques. 

The pre-experimental research design, specifically the one-shot case study, involves a single 

treatment administered by the researcher, which is expected to have an effect, followed by the 

administration of a questionnaire. The data analysis technique employed is descriptive 

statistical analysis using percentage technique. The subsequent data analysis involves the 

utilization of inferential statistical analysis by utilizing the outcomes derived from SPSS 

(Statistical Product and Service Solution). This analysis employs multiple linear regression, 

enabling the assessment of correlations between multiple independent variables and a single 

dependent variable. 

 

FINDINGS AND DISCUSSION 

Findings 

There are four indicators of interest, namely feelings of pleasure, tudent's fascination, 

student's attention, and student's engagement. Based on the questionnaire, the statement 

items are divided into these four indicators. To obtain data on the impact of mobile learning 

based on Smart Apps Creator (SAC) on students' integrated science interest at SMPN 2 

Bontomarannu, 20 statement items were distributed to 27 students of Grade VII D. 
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Descriptive statistical analysis is valuable in presenting and illustrating the 

characteristics of the subjects obtained from the research results. Hence, based on the 

outcomes of the learning activities of Grade VII D students at SMPN 2 Bontomarannu while 

utilizing mobile learning based on SAC in the context of integrated science interest, the results 

can be seen in the following Table 1. 

 
Table 1. Students’ Learning Performance Using SAC 

No Activities 
Meetings/ 
Frequency 

Percentage (%)  

1 2 3 1 2 3 
1 Following the learning 

process using SAC media. 
19 22 27 70,37 81,48 100 

2 Paying attention to the 
teacher's explanations using 
SAC media. 

23 24 27 85,18 88,88 100 

3 Actively participating in the 
learning process using SAC 
media. 

17 20 27 62,96 74,07 100 

4 Collaborating effectively with 
peers. 

20 27 27 74,07 100 100 

5 Respecting classmates who 
may have difficulty answering 
questions. 

25 27 27 92,59 100 100 

6 Showing enthusiasm during 
the learning process using 
SAC media. 

20 23 27 74,07 85,18 100 

7 Being passionate about 
learning activities with SAC 
media. 

23 25 27 85,18 92,59 100 

8 Able to complete given 
practice exercises. 

20 25 27 74,07 92,59 100 

9 Willing to ask questions and 
share opinions. 

3 5 5 11,11 18,51 18,51 

10 Capable of drawing 
conclusions from group 
discussions 

20 23 27 70,07 85,18 100 

Students’ Activity Percentage 62,94 81,84 91,85 
Category Satisfactory Good Good 

 

The data analysis results reveal the students' activity percentages during the learning 

process as follows: 62.94% for the first meeting, 81.84% for the second meeting, and 91.85% 

for the third meeting. The indicators of interest are detailed in the questionnaire statements. 

The students' responses based on the questionnaire results were summarized and presented 

in the form of a descriptive percentage table. Based on the questionnaire results, the 

percentage of respondents' answers according to the indicators of learning interest is 

presented in the following Table 2. 
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Table 2. Students’ Learning Interest Using SAC 

Indicators Percentage (%) 

Feelings of pleasure  81,47% 
Student's attention 69,62% 

Student's fascination 88,14% 

Student's engagement 83,7% 

 

Regarding the "feeling of pleasure" indicator, 81.47% of students reported that using 

SAC as a learning media made the classroom atmosphere more enjoyable. In terms of "students' 

attention," 69.62% of students demonstrated focus and attentiveness during the integrated 

science learning using SAC as the learning media. Regarding "students' fascination," 88.14% of 

students expressed satisfaction and contentment in learning integrated science with SAC as the 

learning media. In the "students' engagement" indicator, 83.7% of students exhibited active 

participation and involvement with the learning materials when using SAC as the learning 

media. 

Furthermore, inferential statistical analysis is conducted in this section using 

hypotheses formulated through multiple linear regression, where the correlation involves 

more than one independent variable with a related dependent variable. To determine the 

hypothesis testing, this research adopts a significance level of sig > 0.05 for accepting the 

hypothesis and sig < 0.05 for rejecting it. The results of the multiple linear regression analysis 

are presented as follows. 
 

Table 2. Multiple Linear Regression Analysis 

Model Summary 

Model R R Square 

Adjusted R 

Square Std. Error of the Estimate 

1 .549a .301 .174 .463 

a. Predictors: (Constant), students’ engagement, feelings of pleasure, students’ a 
attention, and students’ fascination 

 

Based on the Table 2, it shows several aspects of the model summary, namely R = 0.549, 

which indicates a correlation coefficient of 0.549. This value demonstrates the degree of 

correlation between the variables of student engagement, feeling of pleasure, interest, and 

attention with SAC as the learning media. R Square of 0.301 indicates the coefficient of 

determination (R2). It means that 30.1% of the variance in SAC as the learning media can be 

explained by student engagement, feeling of pleasure, interest, and attention through the 

model, while the remaining 69.9% comes from other variables. Adjusted R Square = 0.174, 

which has the same meaning as R square, but adjusted R square's value is more stable as it is 

adjusted for the number of independent variables. On the other hand, the standard error of the 

estimate = 0.463, which indicates the level of error in predicting the dependent variable. 
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Table 3. ANOVA 

ANOVAa 

Model Sum of Squares df Mean Square F Sig. 

1 Regression 2.029 4 .507 2.369 .084b 

Residual 4.711 22 .214   

Total 6.741 26    

a. Dependent Variable: Smart Apps Creator (SAC) Media 

b. Predictors: (Constant), students’ engagement, feelings of pleasure, students’ a attention, 

and students’ fascination 

  

Based on the Table 3, the obtained sig value is 0.084 > 0.05. Therefore, the null 

hypothesis (H0) is accepted, indicating that there is an influence of student engagement, feeling 

of pleasure, interest, and attention on SAC as the learning media.   

Table 4. Regression Analysis 

Coefficientsa 

Model 

Unstandardized 
Coefficients 

Standardized 
Coefficients 

t Sig. B Std. Error Beta 

1 (Constant) -3.170 5.387  -.588 .562 

Perasaan Senang -.269 .136 -.359 -1.984 .060 

Perhatian .078 .097 .146 .799 .433 

Ketertarikan .217 .149 .264 1.457 .159 

Keterlibatan Siswa .324 .158 .367 2.046 .053 

a. Dependent Variable: SAC Media 
 

 Based on the Table 4, for the indicator of "feeling of pleasure," the values are as follows: 

unstandardized coefficient beta = 0.269, unstandardized coefficient standard error = 0.136, 

standardized beta = 0.359, t-value = 1.984, and sig value = 0.060. For the indicator of "students' 

attention," the values are: unstandardized coefficient beta = 0.078, unstandardized coefficient 

standard error = 0.097, standardized beta = 0.146, t-value = 0.799, and sig value = 0.433. For 

the indicator of "students' fascination," the values are: unstandardized coefficient beta = 0.217, 

unstandardized coefficient standard error = 0.149, standardized beta = 0.264, t-value = 1.457, 

and sig value = 0.159. For the indicator of "students' engagement," the values are: 

unstandardized coefficient beta = 0.324, unstandardized coefficient standard error = 0.158, 

standardized beta = 0.367, t-value = 2.046, and sig value = 0.053. Finally, the value of 

unstandardized coefficient beta = 3.170, unstandardized coefficient standard error = 5.387, t-

value = 0.588, and sig value = 0.562. Since the sig value (0.00) > (0.05), it is accepted. Thus, the 

constant is significant. 

 

Discussion 

The findings of this study indicate that the use of mobile learning based on SAC has a 

significant influence on students' integrated science interest at SMPN 2 Bontomarannu, Gowa 

Regency. The analysis of students' responses to the questionnaire items provides valuable 

insights into the impact of this innovative learning approach. This major finding is consistent 

with several previous studies, such as the results of a study conducted by, which showed that 

mobile learning SAC can increase students’ interest and motivation in the learning process 
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(Septiani & Zakaria, 2022; Yuberti, 2019). Similar outcomes were also reported by Fahri 

(2022), stating that the various advantages of SAC media can encourage students to become 

more enthusiastic, active, and eager to learn. Moreover, there was an improvement in students' 

learning outcomes before and after the implementation of interactive multimedia learning SAC 

(Ferlianti et al., 2022). 

In detail, the finding of this study show the positive effect of SAC usage toward students’ 

interest of learning. The learning interest is indicated in four indicators. Firstly, the indicator 

"feeling of pleasure" demonstrates that a substantial majority of students (85.71%) found the 

classroom atmosphere more enjoyable when SAC was used as the learning media. This positive 

response suggests that the interactive and engaging nature of SAC enhances students' 

enjoyment and enthusiasm during the learning process. This finding is in line with previous 

research results, indicating that SAC is an interactive learning media with great potential to 

create a more enjoyable learning environment (Fikri et al., 2022). When students enjoy their 

learning experience, they are more likely to be motivated to actively participate and stay 

focused on the subject matter.  

Secondly, the "students' attention" indicator revealed that 85.71% of students were 

focused and attentive during integrated science learning with SAC. This result highlights the 

effectiveness of SAC in capturing students' interest and maintaining their concentration. The 

interactive features and multimedia elements provided by SAC seem to have successfully 

captivated students' attention, leading to improved focus and comprehension of the subject 

matter. Furthermore, the "students' fascination" indicator indicated that 85.71% of students 

expressed satisfaction and contentment with their integrated science learning using SAC. This 

finding suggests that SAC has effectively engaged students and piqued their interest in the 

subject. (Mas’ud et al., 2023) in their study also stated that from the aspect of the appearance 

of the learning media, SAC was very interesting for students. The ability to customize learning 

content and present it in an appealing manner through SAC seems to have positively influenced 

students' attitudes towards learning integrated science. 

Lastly, the "students' engagement" indicator displayed that 86.9% of students 

exhibited active involvement with the learning materials when utilizing SAC as their learning 

media. This high level of engagement indicates that SAC has succeeded in encouraging students 

to actively participate in discussions, ask questions, and collaborate with their peers. The 

previous study also indicated that SAC could enhance students engagement and SAC can 

enhance self-directed learning through self-access learning materials (Wardani & Samsudin, 

2019). Active engagement in the learning process enhances students' critical thinking and 

problem-solving skills, ultimately leading to better learning outcomes. These findings support 

the previous study stating that the use of mobile learning based SAC in learning can increase 

student motivation creativity, activity, and learning outcomes (Muzakkir et al., 2022; Suhartati, 

2021). 

In conclusion, the results of this study provide strong evidence that mobile learning 

based on SAC positively influences students' integrated science interest. The interactive and 

user-friendly nature of SAC has effectively captured students' attention, fostered their 

enjoyment of the learning process, and promoted active engagement in the subject matter. 

These findings highlight the significance of utilizing innovative educational technologies like 

SAC to enhance students' learning experiences and improve their academic achievements in 

integrated science. 
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CONCLUSION 

The research problem in this study revolves around whether mobile learning based on 

SAC has an impact on students' integrated science interest at SMPN 2 Bontomarannu, Gowa 

Regency. To investigate this, the researcher conducted the study and analyzed data, comparing 

statistical values and categories of learning interest. Inferential statistic analysis shows that the 

null hypothesis (H0) is accepted, indicating that there is an influence of student engagement, 

feeling of pleasure, interest, and attention on SAC as the learning media.  The findings indicated 

that there is an effect of using android-based learning using smart apps creator (SAC) on 

students' integrated science interest at SMPN 2 Bontomarannu. 

This conclusion is supported by descriptive statistical analyses of students' learning 

interest while using SAC during the learning process. In detail, the "feeling of pleasure" 

indicator showed that 85.71% of students found the classroom atmosphere more enjoyable. 

Additionally, the "students' attention" indicator revealed that 85.71% of students were focused 

and attentive during integrated science learning with SAC. Furthermore, the "students' 

fascination" indicator indicated that 85.71% of students expressed satisfaction and 

contentment with their integrated science learning using SAC. Lastly, the "students' 

engagement" indicator displayed that 86.9% of students exhibited active involvement with the 

learning materials when utilizing SAC as their learning media. Based on these data results, it is 

evident that there is indeed a positive influence of mobile learning based on SAC on students' 

integrated science interest.  
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