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ARTICLE INFO ABSTRACT
This study aims to develop a mobile-based learning media to support
Keywords: . . . - .
the implementation of the Project Citizen model and to analyze its
project; effectiveness in civic education within higher education settings. The
citizen; research utilized a Research and Development (R&D) approach,
innovation; applying the ADDIE model which consists of five phases: Analysis,
learning; Design, Development, Implementation, and Evaluation. The
education development process involved one media expert, one subject matter
expert, and 52 university students as participants. Validation from
the media expert resulted in a score of 91%, indicating the media is
very feasible. Similarly, the material expert gave a validation score of
. i 94%, also categorized as very feasible. Student feedback, collected
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through questionnaires, yielded an effectiveness score of 83%,
classifying the media as very effective. The findings demonstrate that
the developed mobile-based Project Citizen learning media is both
feasible and effective. It supports active civic engagement and
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structured learning, aligning well with the objectives of civic
education in higher education institutions. The mobile-based Project
Citizen media is a viable and effective tool for enhancing civic
education. Its integration into the curriculum can facilitate
meaningful student participation in democratic practices through
project-based learning.
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1. INTRODUCTION

Education plays a critical role in shaping the future of a nation by nurturing knowledgeable,
skilled, and morally responsible citizens. It serves as an investment in human capital to ensure the
sustainability and advancement of a society (Fajri et al., 2021). In the current era of globalization,
education systems are increasingly influenced by rapid technological development and the digital
transformation of information. One of the major benefits of this digital shift is the enhanced accessibility
of educational resources for both students and educators (Trisiana & Utami, 2022). However, challenges
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persist, particularly in the Indonesian context, where educational practices have traditionally
emphasized cognitive development at the expense of moral and civic values. This imbalance is evident
in the focus on intellectual attainment over character building, posing concerns for the holistic
development of learners (Trisiana & Utami, 2022).

Civic education, as a compulsory subject in Indonesia from primary to higher education levels, is
positioned as a strategic vehicle for instilling democratic values, moral character, and civic
responsibility (Budimansyah, 2020). According to Dewi et al. (2021), the primary objective of civic
education is to develop students into "smart and good citizens" who possess the awareness and
motivation to engage in public discourse and policymaking. This necessitates that civic education go
beyond theoretical instruction and focus on strengthening students’ values, critical thinking, and social
engagement.

The role of civic education in higher education aligns with the objectives outlined in Indonesia’s
Higher Education Law (Law No. 12 of 2012), particularly Article 4, which emphasizes the development
of intellectual capabilities, character, innovation, competitiveness, and a dignified national identity. The
law underscores the responsibility of higher education to cultivate not only academic excellence but
also democratic citizenship by integrating the values of the Tridharma—education, research, and
community service.

University students, as part of the academic community, play dual roles: learners in the classroom
and agents of change in society. Their moral responsibility extends to applying the principles of
Pancasila—the foundational ideology of Indonesia—in real-life contexts (Utami & Najicha, 2022). As
such, civic education at the university level must provide students with the tools to analyze societal
issues and engage in democratic processes. This imperative becomes even more relevant in the context
of Indonesia's evolving educational landscape, particularly with the adoption of the Merdeka Belajar—
Kampus Merdeka (MBKM) curriculum, which grants students greater autonomy in shaping their
learning experiences (Zulfa & Bektiningsih, 2024).

The MBKM curriculum promotes flexibility by allowing students to engage in various experiential
learning activities, such as internships, research, community projects, and student exchanges. It
encourages collaborative and participatory learning environments and shifts assessment towards
performance-based outcomes, such as Key Performance Indicators (KPIs) (Meke et al., 2021). To meet
these new demands, teaching strategies must evolve to incorporate project-based and team-based
learning models, which are well-suited to the development of 2lst-century skills such as
communication, collaboration, critical thinking, and creativity.

Digital technology has become a cornerstone of modern education, facilitating interactive and
engaging learning environments. Mobile-based learning, in particular, has emerged as a viable solution
to meet the needs of contemporary learners by providing flexible, accessible, and cost-effective learning
experiences (Marini et al., 2024). The integration of mobile technology in civic education can enhance
the effectiveness of project-based learning models, enabling students to participate more actively in the
learning process and apply civic knowledge to real-world issues (Arsy et al., 2024).

In the context of civic education, one promising model that aligns with project-based learning
principles is the Project Citizen model. This model emphasizes student engagement through inquiry-
based activities, including problem identification, data collection, policy analysis, and solution
development. It not only encourages student participation in democratic practices but also fosters civic
competence and responsibility (Fajri et al., 2021). Previous research has demonstrated the effectiveness
of the Project Citizen model in improving academic achievement (Fajri & Yusuf, 2021), fostering
morality (Priyanto & Thambu, 2022), developing character (Indra Handayani & Wibowo, 2022), and
enhancing critical thinking (Mukhlisotin, 2022). However, these studies largely focus on pedagogical
outcomes and overlook the potential of digital platforms to enhance implementation and accessibility.

The application of Project Citizen in classroom settings involves multiple stages —ranging from
problem identification and information gathering to portfolio creation and public presentation —that
require extensive guidance and resources (Oztiirk et al., 2021). In its traditional form, this model is time-
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intensive and often relies on paper-based portfolios and manual coordination, which can hinder
scalability and student engagement, particularly in large or remote classes. To address this, it is
essential to develop a digital learning media—specifically a mobile-based application—that can
support each phase of the Project Citizen model while aligning with the MBKM curriculum’s emphasis
on flexibility and student autonomy.

Mobile-based learning media can integrate various instructional components such as manuals,
tutorials, evaluation tools, and templates for developing project portfolios. According to Yulita
Anggraini et al. (2023), mobile-based learning provides students with the flexibility to access learning
materials anytime and anywhere, making it highly suitable for modern educational environments. It
reduces logistical barriers, saves time and costs, and supports both synchronous and asynchronous
learning. Furthermore, mobile applications can facilitate collaboration and feedback through built-in
communication features, enhancing the interactive dimension of project-based learning.

The proposed innovation is in line with Arni Rahayuni et al. (2018), who highlight the importance
of diversifying instructional methods to improve the learning experience. Developing a mobile-based
application for Project Citizen would offer a structured and interactive platform that guides students
through each step of the civic engagement process. This approach not only modernizes the delivery of
civic education but also ensures consistency, accuracy, and accessibility of learning resources.

The steps in the Project Citizen model include: (1) identifying public policy issues, (2) selecting a
class issue for deeper study, (3) gathering information through various sources, (4) compiling a class
portfolio, (5) presenting the portfolio publicly, and (6) reflecting on the learning experience (Oztiirk et
al., 2021). Students work in groups to analyze real-world societal issues and formulate policy
alternatives. They present their findings in the form of a portfolio and showcase, often through public
exhibitions or presentations. This experiential learning model demands high levels of coordination,
which can be streamlined through mobile applications.

Moreover, the effectiveness of Project Citizen is heavily dependent on the availability of
conceptual materials, instructional instruments, and assessment tools. If these resources are fragmented
or difficult to access, the learning process becomes inefficient. Therefore, consolidating all necessary
materials into a single mobile platform will significantly improve the feasibility and implementation of
the model (Trisiana & Utami, 2022). The development of an Android-based application will allow
students and lecturers to access all resources in one place —ranging from guidelines and templates to
evaluation criteria and examples of past projects.

Based on the issues identified and the opportunities provided by digital technology, this research
aims to develop a mobile-based learning media to facilitate the application of the Project Citizen model.
The study also seeks to evaluate the effectiveness of this media in supporting civic education in higher
education settings. By integrating civic education with mobile technology, this project aspires to create
innovative, participatory, and impactful learning experiences that prepare students to be informed,
active, and responsible citizens in a democratic society.

2. METHODS

This research was conducted at the Management Study Program, Faculty of Business and Law, PGRI
Yogyakarta University, with a total of 52 student participants. The focus of the study is the development
of mobile-based learning media designed to support the implementation of the Project Citizen learning
model in Civic Education courses.

The study employed a Research and Development (R&D) approach, which is a method used to
create and refine products through a systematic process (Sugiyono, 2010). The primary goal of this
development was to design a functional learning product, assess its feasibility, and evaluate its
practicality using the ADDIE model —consisting of Analysis, Design, Development, Implementation, and
Evaluation phases (Spatioti et al., 2022).

Fajar Rahmad S et al. / Mobile-Based Project Citizen: Innovating Civic Education for the Digital Era



Al-Ishlah: Jurnal Pendidikan,Vol. 17, 3 (September 2025): 3976-3989 3979 of 3989

Several techniques were utilized to collect data, including observations, interviews, expert
validations, student questionnaires, and documentation. Observations were conducted from the third to
the sixth lecture sessions during the implementation phase at PGRI Yogyakarta University. Interviews
were held with Civic Education lecturers and selected management students to gather qualitative insights.
Feasibility assessments were carried out using structured questionnaires, which were completed directly
by material and media experts. Student questionnaires were administered to evaluate the practicality of
the developed media. Documentation was also maintained throughout the research to ensure all collected
data were systematically archived and preserved.

The research relied on several instruments to assess the quality and practicality of the media,
specifically expert validations for media and content, and a student-based practicality assessment. Data
analysis involved both descriptive and analytical approaches. Descriptive analysis was employed to
interpret needs analysis data using a Likert scale and percentage calculations. Meanwhile, analytical
analysis was applied to assess the practicality of the mobile-based learning media in enhancing Project
Citizen implementation in Civic Education.

For the validation process, scores ranged from a minimum of 1 to a maximum of 5. The average score
was calculated using the following formula:
nXi

n

x =
Description:
X : Average
LXi : Total validation score
N : Number of validations
Mobile-based learning media to support the implementation of project citizen learning in the Civic
Education course developed can be said to be feasible if the percentage value of feasibility is above or
equal to 61%.
Student response assessment is between the range of numbers 1-5, with a very poor conversion for
a range of numbers 1 and a very good conversion for a range of 5. The final score is calculated using the
following formula:

R
=— %X 100%
NP M x o

Description:

NP: Percentage value sought
R : Score obtained

SM : Maximum Score

After the percentage results are found, determine the practicality of mobile-based learning media to
support the implementation of project citizen learning in the Citizenship Education course developed
using the formula above. Mobile-based learning media to support the implementation of project citizen
learning can be said to be practical if the percentage of practicality is above 61%.

3. FINDINGS AND DISCUSSION
3.1 Development of a mobile-based project for citizen in Civic Education Learning

A mobile-based citizen project was developed for students in classes Al and A2 of the
Management Study Program, Faculty of Business and Law, PGRI Yogyakarta University. This initiative
employed an analytical framework grounded in contemporary issues currently affecting Indonesia.
The research was conducted between April and June and encompassed the stages of analysis, design,
and development. These phases were followed by expert validation involving both media and content
specialists, as well as product testing.
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The research and development process resulted in the creation of instructional media deemed both
feasible and practical. Validation results demonstrated highly positive outcomes, with media validation
scoring 91% and material validation 94%, both falling within the "very valid" category. The
implementation phase involved integrating the mobile-based citizen project into civic education
instruction within the Management Study Program, engaging 52 students. Student feedback, gathered
through questionnaires, indicated a high level of practicality, with an average rating of 83%, categorized
as "very practical.”

The integration of technology in 21st-century civic education plays a critical role in enhancing the
learning process. This is supported by findings from Japar et al. (2021), whose evaluation of mobile
learning in civic education yielded average scores of 91.33% and 91.67%, affirming its classification as
"very feasible." Furthermore, research by Gardner-McTaggart and Palmer (2018) emphasizes that the
use of technology in civic education —particularly within the Global Education Context (GEC) —creates
opportunities for reorienting educational disciplines, thereby supporting schools in adopting a more
global perspective.

3.1.1 Analyze

Analyze is the initial stage of the development process with the aim of determining the needs,
problems that can be overcome from the existence of a development product to be made, and what
kind of product will be made(Astuti et al., 2021). The analysis of the development of the learning model
carried out consists of analyzing the learning material, analyzing the learning process and analyzing
the learning model used in the Civic Education course. The research was conducted in Management
Al and A2 classes at the Faculty of Business and Law, PGRI Yogyakarta University. The research
conducted produced mobile-based learning media products to support the implementation of project
citizen learning using Microsoft Power Point Software. The project citizen used is packaged in software
that can be accessed via Smartphone. At the learning system analysis stage, researchers know that the
learning carried out uses the OBE curriculum as a curriculum developed based on the foundation of
the Merdeka Curriculum. One of the main approaches in the Merdeka Learning Curriculum is
Outcome-Based Education OBE.

OBE is an educational process that focuses on achieving predetermined concrete results, including
knowledge, skills, and results-oriented behavior. The OBE process involves curriculum development,
evaluation, and reporting practices in education that reflect the achievement of high-level learning and
mastery, not just the accumulation of credits(Suryaman, 2020). There are five main principles in OBE.
First, OBE focuses on learning outcomes, ensuring that all aspects of education are geared towards
achieving specific learning outcomes. Second, the curriculum design is thorough and well-structured
to support the achievement of these learning outcomes. Third, OBE facilitates a variety of learning
opportunities for students, giving them the space and time to develop themselves according to their
individual learning pace and style. Fourth, the learning implemented should be in accordance with the
constructive approach, which means students are actively involved in the learning process and
understand the material in depth. Fifth, OBE uses the Plan-Do-Check-Action (PDCA) cycle to ensure
the learning process is continuously evaluated and improved, ensuring that learning methods and
outcomes are always relevant and of high quality.

Through the application of these principles, OBE seeks to create an education system that is more
responsive and adaptive to the needs and potential of students, encouraging them to achieve optimal
learning outcomes. The usual model used in learning is the lecture and question and answer model,
without any learning innovations that are directly related to contemporary issues and problems that
occur in Indonesia. The learning media used in the learning carried out uses power point media, zoom
metting and supporting books.

1. Situation analysis
Observations conducted in classes A1l and A2 of the Civic Education course revealed several key
findings. First, a number of students demonstrated a tendency to be passive during the learning process.
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The total number of students across both classes was 52. The predominant instructional approach
employed in these classes was a combination of lectures and question-and-answer sessions. The
teaching module utilized was developed by the Institute for General Courses (LPP), the institution
responsible for coordinating general education courses (MKU) at PGRI Yogyakarta University.
Furthermore, the curriculum implemented in the course follows an Outcome-Based Education (OBE)
framework.

2. Competency and material analysis

Competency analysis aims to identify and compile the content of the material that is relevant to
the course being implemented, so that it can be the basis for the development of mobile-based citizen
projects. This process involves mapping the required competencies and ensuring that the materials
compiled are in line with the learning objectives. The material used for the model project should be
related to contemporary issues in Indonesia. Based on this, students can apply their knowledge in a
real context, develop a deeper understanding, and improve critical thinking and problem-solving skills.
Through careful competency analysis, the mobile-based citizen project will be an effective, relevant
learning tool, and able to have a positive impact on students in understanding and dealing with actual
problems in society.

3. The results of identifying the objectives of developing a mobile-based citizen project

The purpose of developing the mobile-based Citizen project is to create a learning model that
allows students to access materials through their smartphones. Thus, learning becomes more flexible
and accessible at any time and from anywhere. In addition, this model is designed to increase student
engagement in learning about contemporary issues in society, strengthen analytical skills, and
encourage active participation in projects relevant to the social context in Indonesia. It aims to create a
learning experience that is more interactive and responsive to the needs of the times.

4.  Model determinant analysis results

Based on the observation, there is a need to develop a mobile-based project citizen to bring novelty
to the learning process. This allows more flexible and interactive access, as well as increasing student
engagement in learning through mobile devices, making learning more adaptive and in line with the
needs of the digital age.

5. Interview result
The interview technique was conducted with unstructured interviews to strengthen the interview
data as a reinforcement of the development carried out.
a. Student Interview
Interviews conducted with students related to the learning system carried out are in a way
that learning more often uses lecture and question-and-answer learning models, students feel
less provoked to analyze contemporary issues that occur in Indonesia. Therefore, the
researcher took the initiative to develop a mobile-based citizen project with a contemporary
issue analysis system in Indonesia.
b. Lecturer Interview
Civic education learning conducted in classes Al and A2 uses the OBE curriculum, learning
is carried out using an online system with ZOOM meeting media with lecture and question
and answer methods.

3.1.2 Design
The second stage of this study is the design phase, during which researchers prepared the
necessary tools and materials to develop a mobile-based citizen project (Hidayat & Nizar, 2021). These

materials included visual components such as icons, vector images, fonts, and animations, all selected
to support the development of the learning model. A key element in this phase was the creation of a
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concept map, which served as a structural framework to guide the systematic and organized
development of the model. The mobile-based citizen project was designed to align with a
predetermined theme and be integrated with the curriculum content being taught. This alignment is
essential to ensure that the model enhances the learning process and contributes meaningfully to the
achievement of instructional goals. Therefore, curriculum analysis was conducted to ensure the model's
relevance, accuracy, and effectiveness in supporting student learning outcomes.

The design process also involved an in-depth analysis of curriculum content, learning objectives,
and student needs. It was essential for researchers to have a clear understanding of the intended
learning outcomes and how the mobile-based citizen project could facilitate their achievement. The
model was purposefully designed to promote active student engagement, enhance critical thinking
skills, and support the development of problem-solving abilities. Through a structured, inquiry-based
approach, the mobile-based citizen project is intended to function as an effective and contextually
relevant educational tool. It aims not only to deliver content knowledge but also to cultivate broader
competencies, thereby providing meaningful learning experiences that prepare students to become
informed, responsible, and proactive citizens.

The selection of visual materials —including images, icons, and animations —was conducted with
careful consideration of both thematic alignment and curricular relevance. It was imperative that the
visuals were not only aesthetically engaging but also functionally supportive of content comprehension.
Aesthetic appeal plays a crucial role in maintaining student interest and motivation, while functional
clarity ensures that key concepts are communicated effectively. Well-designed visuals can simplify
complex ideas and contribute to a more interactive and engaging learning experience. As such,
balancing aesthetic and functional considerations is critical in developing a mobile-based learning
model that is both visually appealing and pedagogically effective. This balance ensures that visual
elements not only capture students' attention but also actively support the achievement of learning
objectives.

Instruction H Material H steps ’
I |

Instrumen —i Collection H Converenc

S E— | |

Videos 4‘ Showcase H Authors ’
~

Figure 1. Concept Map

Menu

Options

The concept map was designed to provide a detailed overview of the structure and flow of the
mobile-based citizen project to be developed. It includes key components such as the cover, menu
options, content slides, and author slide. Once this framework is established, it serves as a blueprint for
the development process, enabling the researcher to systematically construct the learning model in
accordance with the planned design. The concept map functions as a guiding tool to ensure that all
elements and stages of development are logically organized, thereby facilitating the creation of an
effective and comprehensive instructional model.

In designing the cover of the model, careful attention was given to selecting images that are
visually appealing and thematically relevant to civic education. The choice of color schemes for the
foundational design also played a significant role in enhancing the visual coherence and aesthetic
appeal of the media. To further support the development process, researchers gathered various
multimedia components necessary for constructing the mobile-based citizen project. To increase
interactivity and user engagement, navigation buttons were integrated into the model, allowing users
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to seamlessly transition between slides. This interactive design feature contributes to a more dynamic
and engaging learning experience.

3.1.3 Development

The third stage is the development phase, during which the researcher constructs the mobile-based
citizen project in accordance with the planning outlined during the design stage, as guided by the
previously created concept map. In this phase, the researcher utilizes Microsoft Office PowerPoint as
the primary platform to develop a functional product that includes instructional content for designing
citizen projects. This content is packaged into an application referred to as a mobile-based citizen project.
To ensure the quality and effectiveness of the media, a feasibility assessment is conducted during this
stage, involving validation by both media and subject matter experts.

1.  Pre-production stage

In the pre-production stage, researchers prepare tools and materials used in research. The tools
and materials needed are laptops, teaching modules, vector images, backgrounds, font support icons
and Microsoft Office PowerPoint applications. Microsoft Office PowerPoint is used as an application in
model development because it is often used by lecturers in delivering learning materials. So if the
lecturer will use the research results as a reference, it will be more effective. Pre-production stage
researchers prepare Microsoft Office Power Point which can be used as an opening worksheet
contained in the application and then select the background that will be used in the development of the
Model until the final stage.

2. Production Stage

The Production stage is the stage of developing and designing application programs from the
cover to the final slide. The first thing the researcher did was to make a cover as an opening model,
then prepare the menu buttons for the next slide. The next step is to provide titles, additional elements,
and command buttons used to move from one slide to another. The cover display as the opening
display in the digital learning model is equipped with vector elements of Indonesian local wisdom and
equipped with navigation buttons used to start the program. The novelty contained in the development
is that the project program is converted to the Android system, so that users will find it easier to use
and learn the Citizenship Project. The finished program is designed in Microsoft Office Power Point so
that it can be used easily, researchers convert it to the Android system so that it can be used flexibly.

a) Media Expert Validation

The developed mobile-based citizen project was submitted to media experts for validation. The
media expert validator in this study was Dr. Septian Aji Permana, M.Pd. The validation process
involved the use of an assessment instrument designed to evaluate aspects of media engineering and
visual communication within the developed program. The evaluation was carried out using a Likert
scale questionnaire with five options: very invalid (1), invalid (2), fairly valid (3), valid (4), and very
valid (5).

The results of the media expert validation are presented in Table 1 below:
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Table 1. Media Expert Validation

Value Maximum

No Aspect Obtained Value

Percentage Category

Media Engineering

Aspects
1 Innovation 5
2 Ease of Distribution 5
3 Ease of Media Use 5
4 Appropriateness of Media Selection 4
5 Clarity of Media Usage Instructions 5
6 Creativity 5
Ver

7 Media Durability 5 35 97% Vali}cll
Visual
Communication
Aspects

Communicability (language easy to
8 understand, proper, correct, and 4

effective)
9 Media Display 5
10 Font Selection and Size 5
11 Distance Setting 5
12 Readability Level 4
13 Image Display 4
14 Image Balance 5
15 Suitab.ility of Images Supporting the 4

Material
16 Layout Settings 5
17 Color Composition 5
18 Color Harmony 5
19 Design Neatness 4
20 Design Attractiveness 4 65 91% \\;:1?21
Average Total 91% \‘,/:1?:1

Based on the results, the media expert validation obtained an average percentage score of 91%,
which falls into the very valid category. This indicates that the developed media is highly feasible for
use in the learning process in terms of both technical and visual design.

b) Material Expert Validation
Following validation by media experts, the mobile-based citizen project was submitted to a
material expert for further evaluation. The material expert responsible for this validation was Mrs. Ari
Retno Purwanti, S.H., M.H. The validation process was carried out using an instrument designed to
assess the adequacy, accuracy, and relevance of the learning material presented in the application.
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This step was critical in ensuring that the content delivered through the learning media met the
appropriate scientific standards and was aligned with the applicable curriculum. The results of this
validation provided important insights into the validity and quality of the content, as well as a basis
for making adjustments or improvements if necessary. The material expert’s assessment results were
converted into percentages and are presented in Table 2 below:

Table 2. Material Expert Validation

Value Maximum
No Aspect Obtained Value Percentage Category
Learning
Aspects
Suitability of Material with Learning
1 . 5
Objectives
Suitability of Material with Student
2 - 5
Characteristics
3 Suitability of Material with Textbook 5
4 Student Interaction with Learning 4
Materials
5 Increase in Learning Motivation 5
6 Novelty of the Material Taught 5
7 Adequacy of the Material Taught 4
8 Material Comprehension Level 5
Suitability of Media with Learning
9 . 5
Materials
10 Ease of Learning Comprehension 4 50 94% very
ase of Learning Comprehensio o Valid
Very
o,
Average Total 94% Valid

The results of the validation carried out by the material expert showed an average percentage of
94%, which falls into the very valid category. This confirms that the content of the developed application
meets high scientific standards and is relevant to the intended teaching context.

Based on the validation conducted by both media and material experts, the mobile-based citizen
project can be categorized as highly feasible for use in learning. After the validation stage was completed
and a satisfactory evaluation was obtained from the material expert, the process proceeded to the next
stage of development. This stage involved implementing adjustments or improvements based on the
feedback provided by the experts, as well as preparing the mobile-based citizen project for
implementation in an actual educational environment. These steps are essential to ensure that the final
product not only meets academic standards but is also effective in supporting the learning process and
achieving predetermined educational objectives.

3.1.4 Implementation

At the implementation stage, product trials were conducted involving 52 students from classes Al
and A2 of the Management Study Program. During this phase, students were asked to complete a
questionnaire designed to evaluate the quality and practicality of the developed mobile-based Project
Citizen application. The data obtained from this questionnaire were then recorded and analyzed to gain
insights into students’ perceptions, experiences, and the overall effectiveness of the product in a real
educational context.
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This implementation serves as a critical step in assessing the product’s practicality and usability
within an authentic learning environment. Positive student responses indicate that the product is well-
received and aligns with learning expectations, while constructive feedback can be used to make
improvements for future development. The analysis of student feedback provides a comprehensive
understanding of the strengths and areas for enhancement of the learning media.

The results of the student response questionnaire are presented in Table 3.

Table 3. Student Responses During Implementation

No Aspect OX;I;Z d Masxcionrl;lm Percentage Category
Learning
Aspects
1 Innovation 221 265 83% very
Practical
Ease of Distribution 206
Ease of Media Use 211
4 Appropriatene.ss of Media 214
Selection
5 Clarity of Mefiia Usage 299
Instructions
Creativity 226
7 Media Durability 218
8 Communicabil'ity (language 220
quality)
9 Media Display 209
10 Font Selection and Size 206
11 Distance Setting 205
12 Readability Level 218
13 Image Display 217
14 Image Balance 212
15 Image Relevance to Material 213
16 Layout Settings 216
17 Color Composition 214
18 Color Harmony 211
19 Consistency of Color Selection 209
20 Design Neatness 214
21 Design Attractiveness 225
Ve
Total — - - 83% Pract?c’al

Based on the results, the average student response to the developed product reached 83%, placing
it in the Very Practical category. These findings affirm that the mobile-based learning media is both
feasible and practical to be used as a supporting tool in implementing Project Citizen within civic
education.

Furthermore, the implementation of Project Citizen reflects a project-based learning approach that
fosters students' critical thinking through problem analysis and the development of concrete policy
solutions. As highlighted by Rafzan (2024), critical thinking in civic education is closely linked to
fostering civic awareness and responsibility, aiming to produce citizens who are responsive to social
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and environmental issues. This aligns with the primary goal of Civic Education: to cultivate citizens
who understand and are actively engaged with their nation and society.

Similarly, Jayadiputra et al. (2020) emphasize the importance of nurturing thinking skills in
students through structured project learning. Students are encouraged to select problems, identify and
collect relevant information, and develop thoughtful, inquiry-driven solutions. This model promotes
deep cognitive engagement and the development of civic competencies.

Carvalho et al. (2024) further support this approach by describing Project Citizen as a project-based
learning model that is responsive to public concerns. Their methodology involves five core stages:
analysis of learning needs, mobile media design with discussion features, data uploading, project
templates, and evaluation. In practice, students are guided to select real-world issues, analyze data,
formulate solutions, present findings, and reflect on their learning process. Lecturers serve as
facilitators and evaluators throughout. This model is adaptable across various disciplines, including
teaching innovation, environmental technology, community empowerment, and MSME marketing
strategies —making learning more interactive, relevant, and grounded in real-world problems.

3.1.5 Evaluation Stage

The final stage of the development process is evaluation, where improvements to the application
were made based on feedback from media experts, material experts, and student users. This stage
ensures that the final version of the product meets both academic standards and practical classroom
needs. The iterative process across these five stages—analysis, design, development, implementation,
and evaluation—has resulted in a learning model that is validated as both feasible and practical for
civic education.

It is important to note that the mobile-based learning media developed in this study is currently
accessible only on devices running the Android operating system. The application has not yet been
developed for compatibility with iOS-based devices (e.g., iPhones). Consequently, the scope of this
study is limited to Android users in supporting Project Citizen in higher education civic learning
contexts.

To extend the reach and impact of this educational tool, future development should focus on
creating an iOS-compatible version. By expanding platform compatibility, the application can reach a
broader population of students, increasing accessibility and enhancing the effectiveness of mobile-
based civic education across various technological ecosystems.

4. CONCLUSIONS

This study concludes that the development of a mobile-based Project Citizen learning model,
utilizing the Research and Development (R&D) approach with the ADDIE model, was successfully
implemented and yielded positive results. The development process encompassed the stages of
analysis, design, development, implementation, and evaluation. Key findings indicate that the resulting
product is both feasible and practical, as evidenced by expert validation —91% for media experts and
94% for material experts, both categorized as very valid—and student responses, which reflected a high
level of practicality at 83%. These outcomes demonstrate that the mobile-based learning media
effectively supports civic education by promoting critical thinking and civic engagement through
project-based learning. However, a notable limitation of the research is that the developed application
is only compatible with Android devices, thereby restricting accessibility for users of iOS-based
platforms. Future research is recommended to expand the application’s compatibility across multiple
operating systems, particularly iOS, to increase accessibility and user reach. Additionally, further
studies could explore the long-term impact of the mobile-based Project Citizen on students’ civic
knowledge, attitudes, and participation in various educational settings.
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