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ABSTRACT

Background. Every digital technology will be able to influence its
users. The response to incoming digital technology has pros and cons.
The use of technology in education can no longer be avoided. The use
of learning media in the form of applications will have a new impact on
the world of education. Learning sometimes has to be done online due
to some natural conditions that cannot be denied. Therefore, it is
important to be able to use learning applications for education today.

Purpose This study aims to determine the benefits of using learning
applications. Itis also useful to measure how influential the use of digital
learning applications is on student achievement in elementary schools.
The use of digital learning applications at the education level will have
a significant impact on the success of education.

Method. The method used in this research is a qualitative method.
Quialitative method is a data that will be presented in the form of
numbers. Data collection is in the form of distributing questionnaires to
teachers and also parents whose children are at the elementary school
level. In this case the statement is presented in google from. The
statement contains matters relating to the influence of the use of digital
learning applications on student achievement in education. This research
is more focused on the elementary school level.

Results. The results of this study explain that positive effects are
obtained in the use of digital learning applications. However, there are
also obstacles in using digital applications for learning at the elementary
school level. Students who are still classified as underage must be extra
supervised so as not to make mistakes in the use of technology. In
addition, the use of technology that is influenced by the internet will also
affect. This is due to some areas that are constrained by internet
networks. In fact, there are still students in whose homes there is no
digital technology.

Conclusion This research can be concluded that the use of digital
technology will have a significant and effective effect on student
achievement at the elementary school level if done with the right
method. Other supports are the internet and also tools as a medium to
facilitate the use of learning applications. Every influence will certainly
also experience challenges and obstacles as well as negative influences
in its use.
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INTRODUCTION
Every digital technology will be able to influence its users. The response to incoming digital

technology has pros and cons. There are still many people who reject the existence of technology due
to negative impact of the technology. The positive response to the emergence of technology is
certainly no less than those who reject it (Bao, 2021). This happens in terms of the way digital
technology is perceived. When a rejection of digital technology occurs in the world of education,
there will be a significant lag. In this case, increasing understanding of the community needs to be
improved (Nurmalisa, 2023). This is important because the community's response will affect the
quality of education. The more people accept the emergence of technology well, then technology will
be able to bring progress in civilization (Cheng, 2023). Good use of technology in education will
produce quality individuals. This will lead to the golden age of a country.

Education is the totality of an individual to develop the whole person. Education is also a
periodic and evolving process (Chen, 2021). In education, it is not only about knowledge but also
able to change attitudes and the way a person views things (Baker, 2019). The education process will
be able to mature a person to respond to every matter in life (Figueiredo, 2021). So that the educational
process is able to bring out the potential in a person. The form of realization of the development of
this potential is currently assisted by various digital sophistication (Fujikawa, 2020; Ho, 2023). One
of them is the use of digital learning applications. The era of digital technology is increasingly
bringing innovations to support education (Firmansyah, 2021; Pyrini, 2021). The use of digital
learning applications is an innovation that can be applied. The existing learning methods at school
will increase with the existence of digital learning applications.

Digital learning application is a software designed to provide learning experience through
electronic platform (Alakrash, 2022). Digital learning apps offer various features that will hone the
potential in individuals (Apriani, 2019). This application can be used for mobile phones, tablets, or
computers that provide learning materials, exercises, and learning interactions digitally (Chapa-
Pazos, 2022; Torrington, 2023). EE-books, educational games, or online learning platforms are digital
learning type applications. The application will increase interaction in activities between one
individual and another (Chao, 2023). The participation of teachers and students in the application of
learning applications will improve the quality of education. When students and teachers are able to
establish good cooperation, there will be effectiveness in the teaching and learning process.

Research on the influence of the use of digital learning applications on student achievement in
elementary schools has deep reasons (Tsai, 2019). The reason is a review of the improvement of
student achievement at school when using digital learning applications (Arafik, 2021). This statement
is also supported by an increase in the quality of student learning in elementary schools. The use of
digital learning applications will encourage student motor skills (Andreani, 2019; Wang, 2021). This
will trigger an increase in the activeness and creativity of students in the learning process learning.
On the other hand, the use of applications in learning will encourage the process of achieving the
targets achieved by the curriculum (Becerra-Garcia, 2023). The use of the application will make it
easier to present learning materials. The presentation of teaching materials will increase learning
satisfaction which will have a positive impact on students and educators (Isti’anah, 2023). This will
provide an overview for teachers as professional teaching staff who have a spirit of creativity and
innovation in learning.

The effect of using digital learning applications on student achievement in elementary schools
plays an important role in the world of education (Liu, 2023). The use of digital technology that
cannot be eliminated in education has a significant impact. Digital learning applications in the form
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of E-books, educational games, and even platforms will be closely related to education in the future
(Nieto-Marquez, 2020). This discussion becomes important with the supporting factors of the
influence of the use of digital learning applications in the world of education. If education in the
future will be influenced by digital applications or other digital technologies. Of course this will be a
benchmark for comparison of improving the quality of education. Analysis of the influence of digital
learning applications will be a reference for future curriculum and educational targets (Vidergor,
2023). Therefore, the influence of digital learning applications on student achievement, especially in
elementary schools, is very important by satisfying aspects in improving the quality of education from
time to time.

This research will make a significant contribution to the use of digital learning applications in
elementary schools to support education. The effect of using digital learning applications will result
in new findings and new ways of learning for students (Nakamura, 2023). This can be a guide or
overview for educators to adjust the way of teaching in the use of digital learning applications (Nafiah,
2022). In this study, researchers will help identify barriers that often occur in the use of digital
learning applications. Researchers will also identify how much influence the use of digital learning
applications has on improving the achievement of elementary school students (Jones, 2022). This will
help educators in designing strategies to overcome the obstacles that have emerged (Macanas, 2019).
It can also overcome differences of opinion on the use of digital learning applications. This research
will also provide a foundation for the development of educational resources that support the
contribution of technology in education (Lin, 2023). Some things in this research will fill the gaps
that occur in the teaching and learning process to achieve educational targets. This research will
provide a scientific basis and practical guidance for teachers and educators to develop potential
towards brilliant achievements.

This research provides new innovations from previous research. In research (Han, 2019) The
effect of digital game-based language learning mobile application on the development of complexity,
accuracy, and fluency in foreign language monologic oral production among Chinese learners of
English as a foreign language explains the effect of using learning applications in terms of language.
In the current research, there are differences in terms of the application of the use of digital learning
applications. The difference in this study is more on the use of learning applications in general for
elementary school level. So that the resulting effect contains conclusions about the use of learning
applications that have an impact on student achievement in elementary schools.

Considering the reasons, the researcher aims to answer several questions that arise. First, do
digital learning applications have a positive impact on students? Second, is the use of digital learning
applications able to increase students' interest in learning? Third, how is the effect of using digital
learning applications at the elementary school level? With this study, researchers hope that teachers
and parents are able to accept the presence of technology in supporting education. In addition, the
presence of new features in learning applications will help students understand what is conveyed. By
continuing to hone skills in using technology balanced with constant control from parents and
teachers, of course this will be a positive influence on the world of education (Lu, 2022). In addition,
researchers hope that this research can be taken into consideration for further research to further
explore the current research.
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RESEARCH METHODOLOGY
Research Design

This study uses a quantitative research design. This research was chosen to measure and analyze
students' ability to use technology in the form of digital learning applications. The use of quantitative
methods will allow researchers to measure the number of responses obtained (Badalpur, 2021;
Bavaresco, 2020). The data will present evidence or information that can be analyzed for the effect
of using digital learning apps on student achievement in primary schools. The information will
contain a comparison between the responses of teachers and parents of elementary school students.
The results of the comparison will be processed to match the circumstances that occur in the field.
Quantitative research explains in detail the part of the variables used in the research until they
influence each other (Dufour, 2019). Researchers collect data obtained from the results of filling out
google from which has been designed for nearby educational institutions (Doudin, 2021). Carry out
classroom observations to measure the extent of the influence of using learning apps for students in
elementary schools. Google from contains questions about the significant influence on the use of
learning applications. Furthermore, the data was processed through SPSS using the oneway anova
test. This is done to gain an in-depth understanding of how much influence the application of digital
learning applications has at the elementary school level.
Research Procedure

The steps taken in this study began with asking permission from the school and collaborating
with parents of elementary school students. Then each questionnaire was filled in by teachers and
parents until it reached the target filling which was considered to meet the expected results of the
research. In this study, it is very important to pay attention to ethics in making questionnaires. The
form of ethics is that the language used is good and also polite. So that teachers and parents can fill
in the questionnaire easily and also in a fast time. This will be useful in assessing various problems
that will be faced by teachers and parents when using learning applications. Teachers will also be
able to think with cognitive abilities comparing things that happen during learning.
Research Subjects

This research contains a scope that includes educational institutions in elementary schools in
several regions. The researcher will make SDN 12 Pagaruyung as the object of this research.
Conducting this research will be crucial to ensure the efficiency of using digital learning applications.
Participants in this study consisted of teachers and parents of students who were randomly selected.
In addition, the researcher also involved students to obtain information related to the use of learning
applications with the aim of improving student achievement at the elementary school level.
Research Ethics

Research ethics is a set of principles and norms to govern the behavior of researchers in
conducting research. This aspect includes permission and approval from institutions or individuals.
In this study, 10 teachers and 15 parents of students were randomly selected to participate. Data
were collected from the nearest village to the elementary school area. The researcher will maintain
the security of research data and consider efforts to protect the personal data of participating
teachers and parents. The research is conducted fairly and impartially, and does not discriminate
against the subjects (Abraham, 2021). Researchers do not impose their will on research subjects to
maintain the comfort of the individual. All information and data from the research were avoided from
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recognizing other people's property rights. Do not forget that researchers give appreciation from
everyone involved in this research.
Data Collection Technique

Data collection in the study used a questionnaire loaded via google from distributed on January
17,2024 to January 19, 2024. Distribution of google from to teachers and parents via WhatsApp. The
data collected from the responded answers is then presented in the form of an excel file. Statements
related to research and also the results of the responded are then processed into the SPSS application.
The purpose is to show how much influence the use of digital learning applications has on the
achievement of elementary school students. This will be presented using numbers and explained the
difference in the high and low opinions of the respondents.

Table 1. Sample Population
Department of Number of Persentage

Participants
1. School Teacher 10 40%

2. Parents 15 60%

Tabel 2 . Rincian Sampel Penelitian

\[o) Choice Category Tier Number

1 Strongly Agree (5) >90%

2 Agree (4) 70-80%

3 Disagree (3) 50-60%

4 Strongly Disagree (2) 0-40%
Total 100%

Data Collection and Data Analysis Tools

Obtained permission from Contacting school teachers Provide a link to the
the Dean of the Faculty of |:> and parents to be sampled |:> questionnaire that has been made
Tarbiyah and Teacher and sent to students as
Science. respondents
N 4
Perform descriptive statistics Downloading the questionnaire
i, LIS e el in answering the first data into an excel file and
or can be called a one-way <:| research gquestion <::| transferring it to the application.
variance test

3

Entering

_qlJteSgggga're data Researcher's
Into conclusion section

o [18 B
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RESULT AND DISCUSSION
Digital learning applications are not only used to improve student achievement. Rather, it is
able to provide new innovations in the world of education to pursue various demands of the world in
the future. One form of digital learning application is an e-book that presents various digital books.
Accessing this e-book is also very easy, only requires the internet and also a smartphone or the like.
The books presented will certainly be easy to read and there is no need to carry books wherever you
go. Apart from e-books there is also the name classroom. Classroom is also a learning application
that can be accessed for free via the web. This application was developed by Google which aims to
simplify distribution and can also assess assignments without having to meet face to face. The main
purpose is to facilitate teachers and students in sharing assignment files or the like in an effort to
facilitate the teaching and learning process.
These actions are an effort provided by the government for education in facilitating learning.
In addition, it is also an effort to support the achievement of curriculum objectives in strengthening
the abilities and understanding of students. The achievement of understanding is not only limited to
knowledge in the world of education. But also a basic IT (Science Technology) knowledge that
students will receive at the elementary school level. The use of digital learning applications is also
the first step to introduce technology to students so that they are able to use it according to their needs
and correct functions. When a technology is able to be used properly and correctly, especially in the
world of education, of course, it will then lead to a new civilization that is able to compete fairly at
the international level.
The table below shows the results of responses from teachers at the elementary school level.
The number of respondents was 10 people who were randomly selected. For the presentation of the
table using the percentage of the number of responded. A total of 10 teachers who contributed
responded more positively than negatively to the use of digital learning applications at the elementary
school level. Thus, technology is able to influence the enthusiasm, activeness, and participation of
students and teachers in learning. So that learning does not become passive and becomes more active
when using technology.
Table 3 Responded Effect of Digital Learning Application Use on Student Achievement at
Elementary School from School Teachers
Questions SS (%) S TS (%)
(%)
1  The use of digital learning apps can affect student 40%  48%  12% 0%
achievement at the primary school level
2 There is a significant difference in student 44%  40%  16% 0%
achievement since the implementation of digital
learning apps in elementary schools
3 Teachers play an important role in ensuring the  64%  36% 0% 0%
effectiveness of digital learning apps in improving
student achievement
4 There is a difference in students' learning 56%  32% 12% 0%
motivation after the adoption of digital learning
apps
5 There are specific strategies implemented to 64%  36% 0% 0%
maximize the benefits of digital learning apps in
classroom learning
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6 Evaluation and monitoring of the impact of digital 80%  16% 4% 0%
learning apps on students' academic achievement
are important

7  Feedback from students or parents that can provide  64%  24% 4% 8%
additional insights into the impact of digital
learning apps on student achievement

8 Schools can address potential risks or negative 72%  28% 0% 0%
impacts that may arise from the use of digital
learning apps at the primary school level

9 There are identifiable positive aspects of using 68%  32% 0% 0%
digital learning apps on student progress
10 There are challenges or barriers faced in integrating  68%  32% 0% 0%

digital learning apps in the primary school

environment
The highest score from the responded data above reached 80% for the strongly agree response
to the statement in item 6 that evaluation and monitoring are important for the use of digital learning
apps on students' academic achievement. This response is strongly agreed because evaluation and
monitoring are indeed very important. The purpose of monitoring is to find information about the
development of the use of learning apps so that it can be evaluated. This evaluation is useful to
increase the positive function of learning apps in education. If there is no monitoring and evaluation
in the use of learning applications, how will teachers overcome various problems that occur in
learning at school. So when there is no monitoring and evaluation, it will certainly be difficult to
improve the academic achievement of students.

The second highest score is item 8 with 72% responding strongly agreeing to the statement that
schools can overcome potential risks or negative impacts that may arise from the use of learning apps
at the primary school level. This is certainly related to item 6 statement regarding evaluation and
monitoring. About the usefulness of evaluation and monitoring is useful for schools to overcome the
potential risk of misuse of digital technology. Of course digital technology can be a negative risk to
students such as addiction, dependence, and also misuse. This will happen if schools and families are
negligent in supervising students while learning. It is undeniable that technology that is able to access
everything will be misused if it is not used with knowledge.

Table 4 Responded Acquisition of the Influence of the Use of Digital Learning Applications on
Student Achievement in Elementary Schools from Parents
Questions SS (%) S TS (%)
(%)
1 Students can gain a more thorough and holistic 60%  32% 8% 0%
learning experience through the variety of media

offered by digital learning apps.

2 Digital learning apps can help overcome limited 76%  16%  44% 4%
resources and textbooks in primary schools.

3 Digital learning apps can provide an inclusive 60%  24%  12% 4%
learning environment, supporting different levels of

intelligence and learning styles.
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4 Improved problem-solving skills can occur through  60%  36% 4% 0%
exploration and interaction with digital learning
apps.

5 Digital learning apps can provide instant feedback  52%  32%  12% 4%
to students, helping them understand mistakes and
improve performance.

6 Increased student engagement through digital 56%  24%  20% 0%
learning apps can positively impact the
understanding of course concepts.

7 Accessibility of digital learning materials 68%  28% 0% 4%
can help students to learn anywhere and anytime.

8 The interactivity of digital learning apps can make  60%  32% 8% 0%
learning more interesting and fun for students.

9 Students can learn independently through digital 68%  28% 4% 0%

learning apps, increasing their sense of
responsibility for their education.

10 The use of digital learning apps can increase 64%  28% 4% 4%
students' interest in learning in elementary school.

The highest responded score from the data table of parents' responses to the statement falls on
item 2 related to the statement that digital learning applications can help overcome the limitations of
resources and textbooks in elementary schools. which has a response of 76%. This is supported by
digital learning applications such as e-books. In the e-book application everyone can use and can also
read the desired book. So that there are no more limitations in the use of books. However, there are
44% statements disagreeing with this because not all e-books can be accessed in full content but only
a few pages. This will be a limitation of the information obtained. However, this can be balanced with
various other reading materials such as ebooks with the same material but different titles or can use
journals.

The next highest achievement is in item 7 and also 9 which are interrelated. In item 7 with
responded strongly agree as much as 68% stated that the accessibility of digital learning materials
can help students to learn anywhere and anytime. This statement is considered supportive and strong
because the use of learning applications can be anywhere. For example, when at home you can still
access learning applications. Other things like traveling, everyone can still access digital learning
applications which are fairly practical. Connected to the statement of item 9, namely students can
learn independently through digital learning applications, increasing their sense of responsibility for
their education. This is reinforced by the discussion of item 7 where digital learning applications can
be accessed anywhere. So that it supports independent learning by students. So that there is a sense
of responsibility towards oneself to achieve a brilliant education.

Table 5 Effect of Digital Learning Application Use on Student Achievement in Elementary Schools
from School Teachers tested using oneway anova test

ANOVA
Sum of Mean
Squares df Square F Sig.
X.01 School Teacher 4.000 5 .800 6.400 .048
School Teacher .500 4 125
Total 4.500 9

27 JETE | Vol. 2| No. 1 | 2024



The Effect of Using Digital Learning Applications on Student Achievement in Elementary School Research Papers

X.02 School Teacher 4.400 5 .880
School Teacher .000 4 .000
Total 4.400 9
X.03 School Teacher 1.600 5 .320 2.560 192
School Teacher .500 4 125
Total 2.100 9
X.04  School Teacher 5.900 5 1.180 9.440 .025
School Teacher .500 4 125
Total 6.400 9
X.05 School Teacher 2.400 5 480
School Teacher .000 4 .000
Total 2.400 9
X.06 School Teacher 1.100 5 220 1.760 .302
School Teacher .500 4 125
Total 1.600 9
X.07 School Teacher 3.900 5 .780 6.240 .050
School Teacher .500 4 125
Total 4.400 9
X.08 School Teacher 1.600 5 .320 2.560 192
School Teacher .500 4 125
Total 2.100 9
X.09 School Teacher 2.400 5 480
School Teacher .000 4 .000
Total 2.400 9
X.10 School Teacher 2.100 5 420
School Teacher .000 4 .000
Total 2.100 9

The table above is a sample of responded answers from teachers at elementary level schools
which obtained a total sum of squares of 4,500, df of 9, then the average squares of 800. The
acquisition of F is 6,400 with a significance of 048. These results state that the use of digital learning
applications can affect student achievement at the elementary school level. This is because learning
applications will support the progress of the world of education in accessing all information related
to knowledge that exists in various places. The main purpose of using learning applications is to
improve student achievement, especially at the elementary school level which is the starting place for
formal education. Learning applications will facilitate all needs in the world of education if used
carefully. So that it will allow ease in the method of achieving the intended educational targets.

Table 6 The Effect of Digital Learning Application Use on Student Achievement in Elementary
Schools from Parents tested using oneway anova test

ANOVA
Sum of Mean
Squares df Square F Sig.
X.01 Parents 2.100 5 420
Parents .000 4 .000
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Total 2.100 9

X.02 Parents 2.100 5 420 .840 .583
Parents 2.000 4 .500
Total 4.100 9

X.03 Parents 3.900 5 .780 6.240 .050
Parents .500 4 125
Total 4.400 9

X.04 Parents 2.400 5 480
Parents .000 4 .000
Total 2.400 9

X.05 Parents 4.000 5 .800 6.400 .048
Parents .500 4 125
Total 4.500 9

X.06 Parents 4.000 5 .800 6.400 .048
Parents .500 4 125
Total 4.500 9

X.07 Parents 1.600 5 320
Parents .000 4 .000
Total 1.600 9

X.08 Parents 1.600 5 320 2.560 192
Parents .500 4 125
Total 2.100 9

X.09 Parents 1.400 5 .280 1.120 469
Parents 1.000 4 .250
Total 2.400 9

X.10 Parents 7.600 5 1.520 3.040 152
Parents 2.000 4 500
Total 9.600 9

The table above is a sample of parents' responses to the statements asked which obtained a total
sum of squares of 2,100, df 9 and an average square of 420 with no F and also Sig. From this data
there is a significant difference between the two tables obtained through answers from teachers and
parents. This proves that there are differences seen from school and home activities. The biggest
factor is the misuse of the application or ineffectiveness in using it. In addition, it depends on the
supervision carried out by teachers and parents. Another thing that can affect the differences in the
way students learn.

The Effect of Using Digital Learning Apps on Student Achievement in Elementary Schools from
School Teachers

The use of diverse learning media will allow the needs in education to be fulfilled. Students'
unique way of learning will require different learning media and methods. Today's rapid technology
is able to fulfill these needs. This is the case with the use of digital learning applications that present
a variety of different features to complement the world of education. The use of this learning
application has a positive impact on students' learning achievement. The features presented in an
interesting application make a special attraction for students in using it. So that this becomes a new
innovation to improve student understanding. If increased understanding can be done. When
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compared before and after the use of learning applications there is a significant difference in student
achievement. There is a lot of improvement in student achievement due to increased understanding
and sources of knowledge obtained.

Teachers as educators at school are certainly no less important in supervising students when
using learning applications. Teachers will monitor the effectiveness of using learning applications as
learning media. The effectiveness of using learning applications will have an effect on improving the
quality of education in schools. Every student who learns certainly has different motivations. Such as
for the highest score, pursuing scholarships, or just because of parental orders. When using learning
applications, it will be illustrated how students are able to take responsibility for what they do. This
is supported by the ease of access when using a smartphone as a medium for delivering to the use of
learning applications.

The use of digital learning applications must certainly be utilized in accordance with
educational objectives. This will require strategies or steps in taking special actions when using
learning applications. If there is a special strategy and run optimally, then the use of this application
will be right on target and find efficiency in use. The benefits of this application certainly vary from
easy access to books or even teaching materials. In addition, it also presents new innovations that
attract students' interest in reading. Improved achievement will occur if student interest in reading
and understanding increases. Furthermore, in an effort to increase the use of appropriate learning
applications, evaluation and monitoring are needed. Evaluation aims to find shortcomings and
inaccuracies in the use of applications. So that when there are obstacles or gaps in the world of
education when using applications can be overcome swiftly. The usefulness of monitoring is to keep
students under control so that they are not carried away by technology. When students are not
monitored, it can lead to addiction and dependence on technology. This addiction and dependence
results in a lack of creative thinking from students in solving problems. Therefore, regular monitoring
of students and the media used is needed.

The new insights provided to students and teachers will facilitate the process of knowledge
sharing and assessment. Feedback from students and teachers is positive with the ease of accessing,
sharing, and also assessing assignments from students. In reality, there are still teachers who are
unfamiliar with the use of technology. So when entering a technology there is a stutter that makes
learning inefficient. However, a learning application provides usage guidelines for all users. This
provides a positive response to the provision of additional insights related to digital learning
applications. When a positive response is received, there is an opportunity for technology to support
education in schools. In fact, many teachers and students are helped when using learning applications.
Students will easily see the teaching materials provided by the teacher and teachers will easily assess
the results of assignments from students without having to meet face to face.

Schools as a place of formal education certainly continue to carry out their duties as a field of
knowledge. When technology enters the school, it must be digested first to think about what the future
effects will be. This is because schools as educational institutions will overcome all the risks that
arise when using technology. Technology, which is classified as a broad and unlimited access media,
will certainly have a negative impact on its users if it is not controlled. The use of technology that is
properly supervised will have a positive impact. Meanwhile, a technology that is given without any
guidance in its use will have a negative impact. Some examples of the misuse of learning media are
plagiarism, the emergence of false or hoax information and various forms of cheating in making
assignments. So that schools as a place of formal education where there are teachers must be able to
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overcome all these problems by evaluating and monitoring. When monitoring and evaluation are
completed, handling must be carried out as a follow-up to efforts to overcome potential risks.

The Effect of Using Digital Learning Apps on Student Achievement in Elementary School from
Parents

Parents are non-formal educators at home. Students who come home from school will be held
accountable again by parents. The responsibility of education is not only placed on teachers. The role
of parents in paying attention to children's education at home is also very important. With the
existence of learning applications and sometimes constrained in the offline learning process, students
will be asked online. In this online learning process, of course, direction is needed from parents to
children in the use of learning media. Students will get a good and more comprehensive learning
experience if guided and supervised intensively. A comprehensive and holistic understanding of
student learning can be achieved by varying the use of learning media offered by digital learning
applications.

Digital learning applications that can fill the limitations of student learning resources will
encourage new enthusiasm in the world of education. The usual concern of middle to lower economic
parents to fulfill learning resources will be helped. An inclusive learning environment will provide
significant support to the intelligence level and learning style of each student. Students who are
required to be able to learn independently without meeting face-to-face will improve their skills in
solving problems that occur while learning. For example, when unable to answer the questions given,
students will indirectly be moved to try to solve the problems that occur. In addition, if students are
unable to use the learning application, there will be an initiative to try to explore and learn each item
in the application. This will increase the creative thinking and skills of students independently.

Digital learning applications also provide feedback or responses to users. For example, if there
IS an error in use, there is a reminder feature. In addition, there is also a usage technique feature and
help to access the learning application. This will help students as users in understanding errors and
improving performance in using the application. Increased use of applications as learning media will
have a positive impact on understanding learning concepts. When learning concepts are well
understood, teachers will find it easier to provide directions or tasks in supporting the learning
process. Students will also better understand the tasks or learning that takes place. And this will
support students to seek deeper knowledge of the lessons being applied. This improvement will also
have an effect on the reciprocal relationship between students and teachers. So that the achievement
of the curriculum will be easy to achieve and fulfill to the maximum. The obstacles that usually occur
in the learning process can be overcome efficiently with the learning application.

Learning applications that can be accessed anywhere will make students free to repeat learning
anytime and anywhere. This is a convenience provided by learning applications to students and
teachers. When the use of learning applications can be used anywhere and anytime, it will make it
easier for students to achieve brilliant achievements without limited knowledge sources. The
presentation of interactive learning applications brings a change in the world of education. interactive
learning will bring an interesting and alluring thing for students to want to carry out lessons and repeat
them. Things that are presented interestingly will certainly captivate the hearts of those who see them.
That is the description of the learning application that will be able to increase the interest and
motivation of students to learn. Increased student learning will affect student achievement. Increased
student creativity will also increase student achievement not only in the academic field but also in
their own knowledge or skills.
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CONCLUSION

The effect of using digital learning apps on student achievement at the primary school level is
the subject of this study. This study explores various views on the use of learning apps to improve
student achievement at the primary school level. This study also analyzes the barriers or risks faced
when using digital learning apps. There are barriers and obstacles if there is misuse of learning apps.
The form of misuse is cheating, plagiarism and hoax news from some people on the use of learning
applications. Through the contribution of teachers and cooperation with parents, this will be resolved
quickly and accurately. In addition, regular monitoring of students in the use of learning applications
will be a follow-up to the evaluation of use. This research provides an overview of the influence
students have on the use of digital learning apps. Support from parents and teachers is very important
to maximize the benefits of using learning apps.

Furthermore, learning apps will increase student engagement in the learning process. The
interactive features as well as the educational games provided will keep students interested. This is
because students at elementary school level prefer fun things. In addition, educational games will also
stimulate students' brains to think. Learning applications will also provide opportunities for students
to develop according to their individual potential. This statement is supported by a more
individualized approach to students. With the emergence of learning applications, it provides easy
access to various learning resources. This will provide opportunities for students to learn outside of
class hours and provide a deeper understanding of the topics discussed.

Evaluations provided by schools, teachers and parents are supported by learning apps. Learning
apps also provide quick and instant feedback on student performance. This will help the school and
parents to provide corrective actions. In addition, it will also provide opportunities to identify
obstacles and weaknesses experienced by students when using learning apps. However, it is important
to remember that the use of digital learning apps must be managed wisely. It is important to ensure
accuracy in the use of learning apps. The purpose of learning apps is to help support learning methods
in achieving the curriculum. In addition, equality in access to technology must also be considered so
that all students can benefit.
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