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systematically at every stage by the outcome of learning needs analysis of both

students and lecturers. Therefore, covered scripting and storyboarding for

interactivity plus 3D animation production in Blender and Adobe Premiere Pro. ~ Key Words:
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learning about the values of Pancasila. Consequently, the use of educational

mascots coming from cultural identity proves to be an innovative learning

strategy for strengthening character education in digitalization.
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Introduction

The twenty-first century has transformed higher education through rapid digital
advances further accelerated by the COVID-19 pandemic. Institutions of higher learning
worldwide have implemented online and blended learning systems to ensure the continuation
of the teaching and learning process while fulfilling student needs who are more receptive to
digital technology. This change shows not only technological adaptation but also pedagogical
reforms into more flexibility, interactivity, and learner centredness (Donkin & Rasmussen,
2021; Yusoff, 2023). Various studies prove motivation, retention, and learning achievement
that multimedia integration can do in different fields of study (Fraile et al., 2020; Sulisworo
et al., 2020; Xiao & Adnan, 2022). It must go hand in hand with the degree of flexibility and
collaboration among graduates in a complicated digital environment as required by the
workforce (Border et al., 2021; Liu et al., 2022). Universitas Negeri Malang is one of the
pioneers in building pedagogical innovation through making SIPEJAR (Learning
Management System) a part of institutional learning management systems supporting online
and blended learning. Made as a piece in learning infrastructure, it has now evolved into an
essential element found within the identity of UM integrating technology with reflective
pedagogy (Wen et al., 2020). This platform offers access to learning flexibly to support
collaboration for higher-order thinking skills development (Hong & Khan, 2022; Wang,
2021; Xu et al., 2021).
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Studies conducted during and after the pandemic prove that quality can well be
maintained with good learning platform designs while opening space for innovation in the
long run, meaning education can be sustained (Sari & Oktaviani, 2021; Oyarinde &
Komolafe, 2020). Apart from technical efficiency, SIPEJAR also strengthens the institutional
image of UM and becomes a pilot trail of digital transformation in higher education in
Indonesia. Pancasila Education, a mandatory subject for all Indonesian students, is one of the
subjects that greatly benefits from this change. As the philosophical foundation of the state,
Pancasila contains divinity, humanity, unity, democracy, and justice describe the character
and moral development of citizens. Besides this fact, it must be noted that Pancasila
education is delivered in an extremely theoretical and textual manner wherein values are not
related to the real-life context of students (Samosir et al., 2024; Silva, 2023; Tucci et al.,
2020). Hence their value has not yet sunk deep into the consciousness or emotion of most
people who have learned about it. Whereas digital pedagogy may evoke active participation,
visual comprehension, and contextual awareness which result in the motivation of students
and their speaking abilities (Ismailova, 2023; Berduygina, 2020), this means that civic
education must transform to what digital reality and socio-cultural complexities are today
(Natal, 2021). UM responded to these challenges by presenting CAKRA through the
SIPEJAR platform. CAKRA is the official university mascot, a digital learning medium for
Pancasila Education via SIPEJAR. Created based on traditional Malang mask art, CAKRA
stands for creativity and symbolizes the cultural identity and intellectual spirit of UM.
Introduced in 2019 as a part of university branding, it now performs as a pedagogical agent
whose responsibility is to narrate visually symbolic philosophical values in making them
contextualized with students' experiences.

Different research proves that character-based education and mascots develop
motivation, emotional involvement, and memory through the realization of real experiences
from abstract ideas (Kim & Kim, 2023; Li, 2021; Subroto, 2023). In value-based learning,
this emotional involvement is very important because moral reflection accompanies cognitive
processes. Therefore, a bilingual 3D animated video with the theme of CAKRA combines
cultural identity, institutional image, and digital pedagogy, localizing educational values
while at the same time adapting them to global technological trends (Denbel, 2023). This
study follows the constructivist learning theory, which postulates that knowledge is actively
gained through interaction and reflection within some context or experiences. Learning will
be meaningful if new knowledge can be related to existing understanding, and this occurs
through active involvement of learners. There is from such a framework that the synergy
between CAKRA and SIPEJAR can also be understood on the one hand, while CAKRA acts
as a visual and emotional mediator tying philosophical values with cultural identity, on the
other hand, SIPEJAR creates an area for collaboration in reflection and sharing meaning. The
combination brings to life the very principles of constructivism by turning Pancasila learning
from mere abstract discourse into lively relevant experiential process. Despite extensive
research on digital learning, few studies connect educational technology with national values
and cultural identity, particularly in Pancasila education. Prior works have explored digital
comics for civic learning (Nurfadilah & Nugraha, 2023), digital literacy to strengthen civic
disposition (Susanto & Kurniawan, 2024), and sociocultural-based pedagogy to support the
Pancasila Student Profile (Widiastuti & Widodo, 2024). However, these studies have not
integrated institutional branding and local culture into digital civic education. Addressing this
gap, the present study develops and evaluates a 3D-animated CAKRA video integrated into
SIPEJAR to enhance Pancasila Education through a constructivist approach. This innovation
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unites digital media, cultural identity, and institutional vision within a coherent pedagogical
model that promotes meaningful, value-based, and culturally grounded digital learning in the
era of educational transformation.

Research Method

This study used a Research and Development (R&D) approach based on the ADDIE
model. The five steps included Analysis, Design, Development, Implementation, and
Evaluation. The model was selected because though it is systematic, it offers flexibility to suit
the development of digital learning media by creating a 3D animated video of the CAKRA
mascot. This will be incorporated within SIPEJAR as part of a learning medium for Pancasila
Education. The study began with an appraisal of the course documents, especially the
Semester Learning Plan (RPS). It further appraised the lecture activities observed. From this
process, potency assessment toward the CAKRA character to be implemented as a culture-
based learning agent was formed. The results of this analysis became input for the next
design and development phase, which will be in the form of script and storyboard preparation
for reflective learning scenarios based on Pancasila values. Blender Software created 3D
animation to achieve the best possible visual quality, while video editing was performed in
Adobe Premiere Pro. This media product, before going into implementation, passed an expert
validation phase with the participation of subject matter experts, media experts, and language
experts. Validation was done for the appropriateness of content, presentation, and language
used in learning media. Once deemed fit, it was run on a pilot basis with 116 students taking
the Pancasila Education course. In this phase of implementation, reflection activities and the
internalization of Pancasila values based on CAKRA animated video facilitated by lecturers
were undertaken. Data were collected by means of a questionnaire and observation sheet on
media feasibility, student activity, and responses to the initial learning process. The data
obtained were analyzed separately to find out advantages and disadvantages as well as further
development that can still be applied. The validity of the data was checked by source
triangulation and method triangulation. Besides making sure the study followed ethical rules
by telling and getting consent from people before gathering data, the end results showed that
the created product met the teaching and cultural fit standards and showed first success in
helping students better understand Pancasila values.

Result and Discussion
Rethinking Pancasila Education for Today’s Digital World

Pancasila education must be restructured to maintain its relevance to the
characteristics of 21% century students, amidst the ongoing transformation of higher education
in the digital era. This restructuring must be carried out digitally, by designing a values-based
curriculum and implementing a more interactive and reflective pedagogy. Pancasila
education should not be taught as a means of cognitively acquiring knowledge; rather, it
should be positioned as a character-building process that instils moral and nationalistic
values, as well as in students' daily practices. The push for multimodal and interactive
learning is driven by the fact that instructional delivery remains static. More active media,
such as flipbook-based modules or learning videos, can stimulate emotional and reflective
participation from students. From a constructivist perspective, students not only receive
information but also construct meaning through experience and reflection (social interaction)
(Putri et al., 2024). Therefore, symbols, narratives, and characters in learning media can serve
as a link between ideological content and meaningful learning experiences based on local
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culture and collective identity, an effort to visually and narratively internalize Pancasila
values in modern educational delivery (Widiastuti et al., 2024). Several studies support the
integration of value theory and technology-based learning practices to better align with the
digital generation within the framework of pedagogical renewal in Indonesian higher
education (Rahmadillah et al., 2025; Bahari et al., 2024). This aligns with the notion that
character education values in the era of Industrial Revolution 4.0 and Society 5.0 must be
grounded in Pancasila as a philosophical foundation for building a national character that is
adaptive to ever-evolving technological advances while simultaneously maintaining national
identity. The practical recontextualization of Pancasila education requires the design of more
dynamic teaching materials supported by multimodal visual content and metaphorical
graphics (for example, the symbol of balance, which can be interpreted as the fifth principle),
traditional music, and local narratives with quizzes, reflections, and branching storylines so
that students can become active participants in their own ways in internalizing Pancasila
values. At the institutional level, theories and policies in various studies emphasize the
urgency of instilling Pancasila values in digitalized education and character-building
programs, responding to the currents of globalization and digital culture (Bramastia &
Sadjiarto, 2021; Susilawati et al., 2025). Therefore, a recontextualization approach based on
constructivism and semiotics in digital learning environments is highly relevant for updating
the way Pancasila is taught and internalized, particularly through the interpretation of its
values in students' daily lives in this contemporary digital era.
CAKRA as Pedagogical Innovation: Design, Implementation, and Implications

CAKRA visually represents changing a mascot symbol into a pedagogical agent. It has
been designed based on Pancasila values, which include curiosity, empathy, ethics, and depth
of culture, reinterpreted in costumes, icons, and symbolic colors to make their meaning more
appropriate to digital learning environments. This notion is also discussed at length in the
literature describing how Pancasila values can be merged into character-oriented education
amidst digitalization and globalization, whereby the philosophy of Pancasila becomes the
very basis of character education, plus national identity instilled within students’ ordinary day
to day activities. The storyline of CAKRA is improvable to be part of modular content about
resolving conflicts that would force students to reflect on the values of Pancasila critically.
This modular design, by which narratives lead to solutions in social issues, has much
congruence with constructivist recommendations and narrative-driven instructional design
from Indonesian research concerning experiential learning, video-based learning, and using
digital media for meaning making (Suhendi et al., 2021; Nuryadi & Widiatmaka, 2023; Sari
et al., 2023). The bilingual videos, contextual humor, and relevant local cultural elements in
CAKRA raise the strength of cultural relevance to students at the level of material sense. This
learning strategy directly responds to findings that multimedia can enhance the internalization
of values through visual and narrative representation. Visual symbols, traditional music, and
graphic metaphors are crucial elements in translating ideological abstractions into concrete
practices. Various studies have emphasized how cultural symbols and visual metaphors
increasingly give meaning to Pancasila values in this digital era. These elements concretize
meanings previously difficult to grasp in modern times (Sari et al., 2023; Widiastuti et al.,
2024; Sinaga et al., 2024). This model represents the integration of digital transformation,
educational digitization, and the instillation of Pancasila values as a challenge for Society 5.0
and the Industrial Revolution 4.0 in Indonesia. Essentially, CAKRA as a semiotic design that
combines constructivism, digital technology, and cultural narrative demonstrates how
Pancasila values can be formulated logically through a combination of media collaboration,

Copyright © 2025, The Author(s)1372


https://e-journal.undikma.ac.id/index.php/pedagogy/index
mailto:paedagogy@undikma.ac.id

Jurnal Paedagogy:

. - Vol. 12 No. 4 : October 2025
Jurnal Penelitian dan Pengembangan Pendidikan E-ISSN: 2722-4627

https://e-journal.undikma.ac.id/index.php/pedagogy/index op. 1369-1379

Email:Eaedagogzgundikma.ac.id

narrative, and interaction, making value learning an experience that is understandable to
today's students.

Figure 1. Preliminary design of CAKRA

CAKRA evolved through structured steps that transformed the character from a
conceptual sketch into a fully functional digital learning product. Every stage contributed
specific outputs that built on what had been achieved in the previous stage, thus ensuring
coherence in a process that merged creative design with educational applicability. It started
at the preliminary design stage (Figure 1). By then, CAKRA was nothing more than a
conceptual visualization. The goal here was to define the basic nature of who or what Cakra
is supposed to be, as well as her symbolic features, clothes, and general persona that
matched the intended pedagogical purpose. The preliminary design acted as a clear plan to
join abstract notions with the technical needs for 3D modeling. A well defined concept was
necessary to maintain consistency and steer the rest of the development in the right
direction.

Figure 2. Scene layout of CAKRA

The next step is modeling (Figure 2). With the help of Blender, polygonal modeling
techniques were used to build up the character in three dimensions. It covered physical
geometry creation for CAKRA, comprising costume details, supporting attributes, and a body
structure. Modeling introduced an actual manipulable digital object from a two dimensional
concept. Precision here was also required because that would be what quality later steps
depended on, such as rigging, animation, and rendering. By completing this stage work,
CAKRA assumed a recognizable three dimensional form that would go on to establish
technical ground for animation.
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Figure 3. Modeling stage of CAKRA

The third step was the final visualization stage (see Figure 3). At this point, CAKRA
was brought for rigging, which gave the internal skeletal structure essential for movement. It
was later animated to function within a virtual classroom setup. There were also desks and
chairs, whiteboards, and other figures to keep the learners glued by simulating a real learning
environment. Lighting, camera perspectives, and scene composition were finally set to give a
full animation. The rendered output was then published on YouTube as a final media artifact,
whereby at this very stage, CAKRA moved beyond being just a prototype to become a
polished product ready for educational use.

Sipejar o

Pandidikan Pancasila .

Figure 4. Embedded video of CAKRA in Sipejar

The last stage was integration with Sipejar, the institutional LMS (Learning
Management System) (Figure 4). This shows the practical use of CAKRA in a real digital
learning environment. By putting the last video directly into Sipejar, students and teachers
access the character on the platform they are used to working on for their coursework. This
made sure that CAKRA was not just finished technically but also part of the instructional
setting. CAKRA became a real part of teaching and learning instead of just a separate digital
item. The three experts comprised a Pancasila Education expert, a media design expert, and a
language expert, who validated by appraisal based on standard aspects involving accuracy of
the material used, quality in visual and technical design, clarity of the language used, and
appropriateness of the product. The material expert rated it at 92% saying that the content of
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the video greatly represents the two main dimensions of Pancasila which are its philosophical
dimension and civic dimension while maintaining its relevance to the lives of students. The
media expert rated it 90% between the flow of animation, character appeal, and symbolic
cultural power delivered through the CAKRA mascot. He also noted that background music
transitions should be made more smoothly to become in tune with the atmosphere of scenes.
Meanwhile, linguists rated it 92% because they believe that the use of two languages in clear
and easy to understand presentations makes this video more inclusive and easier for a wider
audience to understand.
Table 1. Expert Validation Results of CAKRA-based 3D Animation

Aspect Evaluated Expert 1 Expert 2 Expert 3 Average Category
(Content) (Media) (Language) (%)
Content accuracy & 92% - - 92% Very
relevance Feasible
Visual & technical — 90% — 90% Very
quality Feasible
Language clarity & - - 92% 92% Very
accessibility Feasible
Overall Average 92% 90% 92% 91.3% Very
Feasible

After expert validation, a limited trial was carried out on 116 students who attended
the Pancasila Education course at Malang State University. The assessment of this media by
students was done through a structured questionnaire which mainly pivoted on three major
indicators motivation, understanding, and participation in learning. Results of data collection
have come out encouraging. 89% of students said animated media increased their learning
motivation. Some students said the animated CAKRA mascot character made them feel more
emotionally connected to the material presented. On comprehension, 86% of students
assessed that video helped them understand Pancasila values more deeply, particularly the
values of social justice and unity that were clearly visualized through the animated storyline.
88% of students stated that they could participate more actively in the learning process
because it is easier to remember and relate the concepts of Pancasila which were delivered
through attractive and easily understandable visual media. Also open-ended student responses
were consistent with these quantitative results. Many believed that the existence of the
CAKRA mascot gave a certain cultural identity to learning thus, material would not be so
abstract but rather concrete and contextualized in everyday life. Moreover, some students
expressed their narration in bilingual (Indonesian and English) as a method through which
they had understood important terms and concepts in both languages. the results attest that
the CAKRA-based 3D animated video is pedagogically sound, visually attractive, and
culturally appropriate. It fulfills technical qualifications to become a learning medium tool
and supplies character education strengthening in digital era.

Table 2. Limited Trial Results with 116 Students
Dimension Assessed Positive (n/%) Neutral (n/%) Negative (n/%) Interpretation

Motivation 103 (89%) 9 (8%) 4 (3%) Very Positive
Comprehension 100 (86%) 12 (10%) 4 (4%) Very Positive
Participation 102 (88%) 10 (9%) 4 (3%) Very Positive
Overall Average 102 (87.7%) 10 (9%) 4 (3.3%) Very Effective
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Bringing Together SIPEJAR and CAKRA Mascot Using Digital Tools for
Pancasila

This demonstrates the novelty developed by the Universitas Negeri Malang (UM) in
officially combining its online-based learning platform, SIPEJAR, with the institutional
mascot, CAKRA, which is also a digital means toward strengthening Pancasila Education
learning. SIPEJAR shall be repositioned not to serve as a mere technical platform but rather
an important component of academic branding and pedagogical identity at UM. In this
respect, it forms part of that much bigger digital ecosystem which is vital toward providing
interactive student-centered learning in higher education institutions of today (Wang, 2021;
Xu et al., 2021 ). Under this framework CAKRA- officially launched in 2019 is the spirit of
creativity, education, and innovation at UM. This mascot articulates local cultural heritage as
a learning presentation visually and digitally. The integration between SIPEJAR and CAKRA
builds not only an institutional identity, but also meaningful learning grounded on national
values. The Pancasila Education course has, by all accounts, a strategic role in the
internalization of philosophical and civic values for new nuggets of leadership nationals.
Based on the constructivist learning theoretical framework, this study put great emphasis on
active and reflective learning through experience and interaction. Previous research has also
indicated that character-based interactive media could bridge the gap between abstract
concepts and student understanding (Maryani, 2023; Ma, 2021). CAKRA based 3D animated
video was developed, implemented in SIPEJAR (Student Learning Approach) at 16 meeting
lectures. The results found that this media got a feasibility assessment from experts with an
average value of 91.3% "very suitable” to be used in learning and students' assessment as
well as the high positive response of students by 89% increasing motivation to learn, 86%
increasing understanding, and 88% feeling more active when learning using this media. This
is in line with what Li (2021) and Subroto (2023) found, that mascot-based learning media
can improve learning outcomes in the cognitive and affective domains. As the official
Learning Management System (LMS) at Malang State University, SIPEJAR becomes very
accessible to implement flexibility support of multimedia interactive learning both in a
pandemic situation and post-pandemic COVID-19 (Sari & Oktaviani, 2021; Oyarinde &
Komolafe, 2020). The integration of CAKRA into SIPEJAR is not just a matter of technical
efficiency but also as a form of narrative application of constructivist philosophy, which
relates thoughts to real events by visualizing narratives (Denbel, 2023). The CAKRA mascot
becomes both a cultural agent and at the same time a pedagogical agent. It is based on
traditional Malang mask art but is re-presented in digital modernity so that it can raise student
engagement and reflection as well as raise cultural awareness in learning. It works between
institutional identity, digital tech, and teaching changes shows that Pancasila values can be
taught and felt in a real way in the setting of modern higher learning (Achmad et al., 2021,
Kim & Kim, 2023).

Conclusion

The SIPEJAR-CAKRA is a real instance of how digital transformation can rejuvenate
Pancasila learning at the college level. What once started as an adaptive response to the
challenge of online teaching and learning has now transformed into a framework for digital
cultural identity-based learning. By way of story, icon, and media engagement, CAKRA
comes forth as a lively teaching agent ready to join the Pancasila thought with real-life events
of learners. Study proves that CAKRA's being inside SIPEJAR has rightly raised the interest,
grasp, and thoughtful skill of users who tap it. This medium is a learning channel that escorts
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students from civic concepts to the practical application of Pancasila values such that they
will be able to appreciate the meaning of Pancasila value in its context and become
participants in the learning process. Following a constructivist model, this design makes sure
that the learning process focuses on information transfer and emphasizes active collaboration
and self-reflection in building meaning. Pedagogically, this study highlights the role of local
culture-based digital media in facilitating the process of civic and character education. This
shows how the national philosophy, can be creatively delivered through a technology-based
learning approach relevant to the needs of people's lives in this digital era. At the institutional
level, therefore SIPEJAR anda CAKRA would strength identity for Malang State University
as a Pioneer of Educational Innovations also describes Harmonization Synergy between
Moral Education and Digital Transformation. The Integration offers a model of sustainable
value-based learning which could be benchmarked for Indonesian future higher education
systems.

Acknowledgement

This research is funded based on an official Letter of Assignment, issued by the
Director of Research and Community Service, Universitas Negeri Malang, Number
0069/C3/AL.04/2025 dated 23 May 2025. The author hereby conveys thanks to the Institute
for Research and Community Service (LP2M) of Malang State University for support,
facilitation, and supervision in this matter regarding the process of research funding.
Appreciation is also given to media experts and reviewers who shared their knowledge and
thoughts at the design, development, and validation stages of CAKRA media. Thanks also go
to the students and lecturers who took part in the trials and gave comments that would be
useful toward improving this research. Any observed inadequacy at this stage shall be solely
attributed to the author.

References

Achmad, B., Fitriawan, A., Kumiawan, D., Kafil, R., Retnaningsih, L., & Setyaningsih, W. (2021).
Perceived barriers in online learing among nursing students during the COVID 19 pandemic in
Indonesia. Open Access Macedonian Journal of Medical Sciences, 9(G), 203-210.
https:/doi.org/10.3889/0amjms.2021.7183

Bahari, ., Fisabilillah, Z., Ramadhani, A., Diandra, D., Syamsina, J., Hadian, S., ... & Fumamasari, Y.
(2024). Pemanfaatan teknologi untuk implementasi pendidikan pancasila dalam penguatan nilai di
era digital. Lencana Jumal Inovasi llmu  Pendidikan, 2(3), 209 215.
https:/doi.org/10.55606/lencana.v2i3.3772

Bell, H., & Bell, R. (2020). Experiential learing in education: Enhancing student engagement. Journal of
University Teaching & Learning Practice, 17(3), 1-16.

Berduygina, O. (2020). Civic identity formation of students in the conditions of digitalization of education.
European  Proceedings of Social and Behavioural — Sciences, 90, 72-79.
https:/doi.org/10.15405/epsbs.2020.10.03.8

Border, A., Grimes, J., & Polson, D. (2021). Digital learning and student engagement: A systematic review.
Educational ~ Technology =~ Research  and Development, 69(5), 287-305.
https:/doi.org/10.1007/s11423 021 099549

Bramastia, B. and Sadijiarto, A. (2021). Pancasila education policy in government regulation number 57 of
2021 concerning national education standards. Social Humanities and Educational Studies (Shes)
Conference Series, 4(4), 290. https:/doi.org/10.20961/shes.v4i4.50622

Copyright © 2025, The Author(s)1377


https://e-journal.undikma.ac.id/index.php/pedagogy/index
mailto:paedagogy@undikma.ac.id
https://doi.org/10.3889/oamjms.2021.7183
https://doi.org/10.55606/lencana.v2i3.3772
https://doi.org/10.15405/epsbs.2020.10.03.8
https://doi.org/10.20961/shes.v4i4.50622

Jurnal Paedagogy:

" - Vol. 12 No. 4 : October 2025
Jurnal Penelitian dan Pengembangan Pendidikan E-ISSN: 2722-4627

https://e-journal.undikma.ac.id/index.php/pedagogy/index op. 1369-1379

Email:Eaedagogzgundikma.ac.id

Denbel, D. (2023). Challenges of teaching and learing mathematics courses in online platforms.
International  Journal of Online Pedagogy and Course Design, 13(1), 1-15.
https:/doi.org/10.4018/ijopcd.321155

Donkin, R., & Rasmussen, J. (2021). Student centered digital learing environments: Lessons for higher
education.  Education and  Information  Technologies,  26(6),  6991-7010.
https://doi.org/10.1007/s10639 021 10599 3

Fraile, M., Lacambra, A., & Pefialva, A. (2020). Sustainability teaching tools in the digital age. Sustainability,
12(8), 3366. https://doi.org/10.3390/su12083366

Hong, Z., & Khan, A. (2022). The students’ flow experience with the continuous intention of using online
English platforms. Frontiers in Psychology, 12, 807084.
https:/doi.org/10.3389/fpsyq.2021.807084

Ismailova, Z. (2023). The role of online platforms in developing communicative competences of students.
World Journal on Educational Technology: Current Issues, 15(2), 251-261.
https:/doi.org/10.18844/wjet.v15i2.8976

Kim, H., & Kim, M. (2023). Presence and effectiveness of online leaming using a metaverse platform:
Gather.town. International Journal of Information and Education Technology, 13(4), 690-695.
https:/doi.org/10.18178/ijiet.2023.13.4.1854

Li, J. (2021). Design, implementation, and evaluation of online English learning platforms. Wireless
Communications and Mobile Computing, 2021, 5549782. https:/doi.org/10.1155/2021/5549782

Liu, J., Zhou, Y., & Zhang, W. (2022). Student adaptability in digital learning environments: A comparative
study. Computers & Education, 182, 104463. https://doi.org/10.1016/j.compedu.2022.104463

Natal, A. (2021). Understanding violence in higher education: The importance of civic and moral education.
Journal of Civic Education, 3(2), 95-109.

Nurfadilah, R., & Nugraha, A. (2023). Development of digital comics for learing Pancasila and civics for
second graders. Curricula: Journal of Curriculum Development, 8(2), 145-156.
https://ejournal.upi.edu/index.php/CURRICUL Afarticle/view/87387

Nuryadi, M. and Widiatmaka, P. (2023). Developing students’ nationalism character through video based
learmning in pancasila education in the disruption era. Jpi (Jurnal Pendidikan Indonesia), 12(3), 519
527. https://doi.org/10.23887/jpiundiksha.v12i3.55267

Oyarinde, O., & Komolafe, O. (2020). Impact of Google Classroom as an online learning delivery during
CQOVID 19 pandemic: The case of a secondary school in Nigeria. Journal of Education Society
and Behavioural Science, 33(9), 53-61. https:/doi.org/10.9734/jeshs/2020//33i1930259

Putri, A., Nugroho, D., Hata, M., Fadilah, M., Septrian, R., Lutfiah, S., ... & Fumamasari, Y. (2024). Peran
pendidikan pancasila terhadap digitalisasi pendidikan di indonesia. Indo Mathedu Intellectuals
Journal, 5(2), 2610 2618. https:/doi.org/10.54373/imei].v5i2.1106

Rahmadillah, A., Sanusi, M., Electra, N., & Antoni, H. (2025). Pengaruh teknologi digital terhadap
pemahaman generasi z tentang pancasila. Student Scientific Creativity Journal, 3(1), 251 258.
https:/doi.org/10.55606/sscj amik.v3il1.5141

Samosir, H., Simanungkalit, A., Ramadhan, B., Amin, F., & Taufan, A. (2024). Implementing pancasila
values in facing technological developments and digitalization in the era of society 5.0. PKM P,
8(2), 424 429. https://doi.org/10.32832/jurma.v8i2.2419

Sari, F., & Oktaviani, L. (2021). Undergraduate students’ views on the use of online learning platform during
COVID 19 pandemic. Teknosastik, 19(1), 41-47. https://doi.org/10.33365/ts.v19i1.896

Sari, N., Sujana, I., & Sanjaya, D. (2023). Validitas modul berbasis flipbook dalam menunjang proses
pembelajaran pendidikan pancasila kelas x. Ganesha Civic Education Journal, 5(1), 17 23.
https:/doi.org/10.23887/gancej.v5i1.1969

Copyright © 2025, The Author(s)1378


https://e-journal.undikma.ac.id/index.php/pedagogy/index
mailto:paedagogy@undikma.ac.id
https://doi.org/10.4018/ijopcd.321155
https://doi.org/10.3390/su12083366
https://doi.org/10.3389/fpsyg.2021.807084
https://doi.org/10.18844/wjet.v15i2.8976
https://doi.org/10.18178/ijiet.2023.13.4.1854
https://doi.org/10.1155/2021/5549782
https://doi.org/10.1016/j.compedu.2022.104463
https://ejournal.upi.edu/index.php/CURRICULA/article/view/87387?utm_source=chatgpt.com
https://doi.org/10.23887/jpiundiksha.v12i3.55267
https://doi.org/10.9734/jesbs/2020/v33i930259
https://doi.org/10.54373/imeij.v5i2.1106
https://doi.org/10.55606/sscj%20amik.v3i1.5141
https://doi.org/10.32832/jurma.v8i2.2419
https://doi.org/10.33365/ts.v19i1.896
https://doi.org/10.23887/gancej.v5i1.1969

Jurnal Paedagogy:

" - Vol. 12 No. 4 : October 2025
Jurnal Penelitian dan Pengembangan Pendidikan E-ISSN: 2722-4627

https://e-journal.undikma.ac.id/index.php/pedagogy/index op. 1369-1379

Email:Eaedagogzgundikma.ac.id

Silva, M. (2023). Animated videos based on food processing for guidance of Brazilian adults: Validation
study. Interactive Journal of Medical Research, 12, e49092. https://doi.org/10.2196/49092

Sinaga, A., Simanjuntak, A., Simamora, J., AR, D., Manik, F., Sinurat, T., ... & Sriyanti, N. (2024).
Pancasila sebagai dasar pendidikan karakter di era revolusi industri 4.0. sosial, 2(2), 61 72.
https:/doi.org/10.62383/sosial.v2i2.136

Subroto, G. (2023). Coastal students’ perspectives regarding the utilization of online learing platforms. Bio
Web of Conferences, 79, 07002. https://doi.org/10.1051/bioconf/20237907002

Suhendi, A., Purwarmno, P., & Chairani, S. (2021). Constructivism based teaching and learning in indonesian
education. Kne Social Sciences, 76 89. https://doi.org/10.18502/kss.v514.8668

Sulisworo, D., Ummah, 1., Nursolikh, N., & Rahardjo, W. (2020). The role of digital technology in
improving leaming motivation of students. International Journal of Advanced Science and
Technology, 29(4), 1122-1133.

Susanto, H., & Kumiawan, D. (2024). Literasi digital dalam pembelajaran PKn berbasis saintifik untuk
penguatan civic disposition mahasiswa. Jurnal limiah Pendidikan dan Sosial Humaniora, 9(1),
33-44. https://ejournal sisfokomtek.org/index.php/jumin/article/view/5804

Susilawati, M., Indrawati, E., & Shalom, E. (2025). Pancasila as philosophical basis in strengthening national
character in the era of globalization. West Science Law and Human Rights, 3(01), 19 31.
https:/doi.org/10.58812/wslhr.v3i01.1648

Tuccl, G., Parisi, E., Bonora, V., Fiorini, L., Conti, A., Corongiu, M., et al. (2020). Improving quality and
inclusive education on photogrammetry: New teaching approaches and multimedia supporting
materials. The International Archives of the Photogrammetry, Remote Sensing and Spatial
Information Sciences, XLI11 B5 2020, 257-264. https:/doi.org/10.5194/isprs archives xliii b5 2020
257 2020

Wang, C. (2021). The relationship between leamners” motivation and online learning outcomes. International
Journal of Emerging Technologies in Learning, 16(8), 4-16.
https:/doi.org/10.3991/ijet.v16i08.19535

Wen, J, Wei, X, He, T., & Zhang, S. (2020). Regression analysis on the influencing factors of the
acceptance of online education platform among college students. Ingénierie des Systemes
d’Information, 25(5), 595-600. https:/doi.org/10.18280/isi.250506

Widiastuti, A., & Widodo, S. (2024). Sociocultural-based subject-specific pedagogy as an effort to strengthen
the Pancasila student profile. Jumal Pendidikan Indonesia, 13(3), 512-525.
https://ejournal.undiksha.ac.id/index.php/JPl/article/view/68642

Widiastuti, A., MR, M., Widodo, S., Ahmed, T., & Shahzeb, S. (2024). Integration of pancasila and islamic
values in indonesia’s futuristic education transformation: multicultural analysis. Journal of Social
Studies (Jss), 20(2), 133 144. https://doi.org/10.21831/jss.v20i2.76379

Xiao, J., & Adnan, S. (2022). Flipped anatomy classroom integrating multimodal digital resources shows
positive influence upon students’ experience and learning performance. Anatomical Sciences
Education, 15(6), 1086-1102. https://doi.org/10.1002/ase.2207

Xu, D., Wang, H., Tai, J., & Lin, Q. (2021). Online learning effectiveness during COVID 19: A comparative
study. International Journal of  Educational  Development, 85, ~ 102439.
https:/doi.org/10.1016/j.ijedudev.2021.102439

Yusoff, N. (2023). Pedagogical content knowledge in digital learing: A systematic review. Education and
Information Technologies, 28(4), 4891-4912. https:/doi.org/10.1007/s10639 022 11509 7

Copyright © 2025, The Author(s)1379


https://e-journal.undikma.ac.id/index.php/pedagogy/index
mailto:paedagogy@undikma.ac.id
https://doi.org/10.2196/49092
https://doi.org/10.62383/sosial.v2i2.136
https://doi.org/10.1051/bioconf/20237907002
https://doi.org/10.18502/kss.v5i4.8668
https://ejournal.sisfokomtek.org/index.php/jumin/article/view/5804?utm_source=chatgpt.com
https://doi.org/10.58812/wslhr.v3i01.1648
https://doi.org/10.3991/ijet.v16i08.19535
https://doi.org/10.18280/isi.250506
https://ejournal.undiksha.ac.id/index.php/JPI/article/view/68642?utm_source=chatgpt.com
https://doi.org/10.21831/jss.v20i2.76379
https://doi.org/10.1002/ase.2207
https://doi.org/10.1016/j.ijedudev.2021.102439

