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Abstract: The study was conducted in Papua Mountains Province, faces unique challenges in 

implementing a digital-based curriculum. Geographical factors and limited access to technological 

infrastructure are important aspects influencing the effectiveness of implementing a digital learning 

system. The research was a quantitative research, and the research design was a causal research design 

used to prove the relationship between cause and effect of several variables. Causal research usually 

uses the ex-post facto method, namely by controlling independent variables that will affect dependent 

variables in planned situations. The analysis tool used is SPSS 2025 with an ordinal measurement scale 

of 1-5. With a sample of 30. The results of the hypothesis test using the t-test, obtained a t-count value 

of 21.273 with a significance value of 0.000. So it can be concluded that the effect of implementing a 

digital-based curriculum has a positive and significant effect on learning motivation. 
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1. Introduction 

In the digital age, educational transformation has become a necessity to improve the 

quality of learning. Digital-based curricula have emerged as an innovative approach aimed at 

boosting students' learning motivation by providing more flexible access to learning materials 

and more engaging interactive methods (Herlina Rusdi, et al., 2025). Previous research 

indicates that the use of technology in education can enhance student engagement and the 

effectiveness of the learning process (Efvinggo Fasya Jaya, 2022). With a digital-based 

curriculum, students are expected to be more active in developing their understanding 

through various available digital resources (Breien, F. S., 2021). 

 

In the digital era, educational transformation has become a necessity to enhance the 

quality of learning. A digital-based curriculum has emerged as an innovative approach aimed 

at increasing students’ learning motivation by providing more flexible access to learning 

materials and more engaging interactive methods (Herlina Rusdi, et al., 2025). Previous 

research has shown that the use of technology in education can improve student engagement 

and the effectiveness of the learning process (Efvinggo Fasya Jaya, 2022). Through a digital-

Received: March 10, 2025 

Revised: March 22, 2025 

Accepted: April 20, 2025 

Published: April 30, 2025 

 

 

Copyright: © 2025 by the authors. 

Submitted for possible open 

access publication under the 

terms and conditions of the 

Creative Commons Attribution 

(CC BY SA) license 

(https://creativecommons.org/li

censes/by-sa/4.0/) 

https://jurnal-stiepari.ac.id/index.php/LITERACY
https://creativecommons.org/licenses/by-sa/4.0/
https://creativecommons.org/licenses/by-sa/4.0/


LITERACY : International Scientific Journals of Social, Education, Humanities 2025 (April), Vol. 4, No. 1, Marpaung 437 dari 443 
 

 

based curriculum, students are expected to be more active in developing their understanding 

by utilizing various available digital resources (Breien, F. S., 2021). 

Education practitioners in the Papua Pegunungan Province face unique challenges in 

implementing a digital-based curriculum. Geographical factors and limited access to 

technological infrastructure are significant aspects that influence the effectiveness of 

implementing a digital learning system. Studies have shown that the use of digital learning 

media can enhance learning motivation by making the learning process more engaging, 

practical, and varied. Furthermore, the flexibility of digital learning enables students to study 

anytime and anywhere, thereby increasing their involvement in the academic process (Chen, 

S. W., 2019). 

Considering these various factors, this study aims to analyze how a digital-based 

curriculum affects learning motivation. Through a case study approach, this research explores 

the effectiveness of technology integration in education and the challenges encountered 

during its implementation. The findings of this study are expected to provide insights for 

educational institutions in designing more effective digital learning strategies that are aligned 

with the needs of education practitioners in regions with limited access to technology. 

2. Method 

This research aims to explore and describe in depth how digital-based curricula influence 

learning motivation. The target group analyzed in this study is teacher leaders working in the 

Papua Pegunungan Province. Therefore, the researcher used a quantitative approach 

(Sugiono, 2017). 

This study aims to explore and describe in depth how a digital-based curriculum 

influences learning motivation. The target group analyzed in this research consists of Guru 

Penggerak (education driving teachers) assigned in the Papua Pegunungan Province. 

Therefore, the approach used by the researcher is a quantitative approach (Sugiono, 2017). 

This type of research falls under quantitative research, and the research design used is a 

causal research design, intended to demonstrate cause-and-effect relationships between 

several variables. Causal research typically employs the ex-post facto method, which involves 

controlling the independent variables that are expected to influence the dependent variables 

within a planned situation (D.R. Firdaus, 2023). The analytical tool used is SPSS 2025, with 

an ordinal measurement scale of 1 to 5. The sample size consists of 30 participants. 

 

3. Results and Discussion 

Result 

The subjects of this study are teachers who are part of the Sekolah Penggerak (Driving 

School) program located in the Papua Pegunungan Province, with a focus on the influence 
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of a digital-based curriculum on learning motivation. This research explores how the 

integration of technology into the curriculum can enhance teacher engagement and 

motivation in the learning process (Damayanti, H., Rizky, N. N., & Sofiyah, 2024). These 

teachers, who work in areas with geographical challenges and limited access to technology, 

serve as an interesting case study for understanding the effectiveness of digitalization in the 

implementation of education. Below are the results of the descriptive statistical analysis using 

SPSS 2025. 

Table 1. Results of Descriptive Statistical Test 
 

Descriptive Statistics 

 N Minimum Maximum Mean Std. Deviation 

Digital-Based Curriculum 30 19 35 28,03 4,279 

Learning Motivation 30 11 20 16,10 2,524 

Valid N (listwise) 30     

 
Based on the results of the descriptive statistical analysis, it was found that the number 

of respondents (N) in this study was 30 individuals. The Digital-Based Curriculum variable 

has a minimum value of 11 and a maximum value of 35, with a mean score of 20.83 and a 

standard deviation of 4.279. Meanwhile, the Learning Motivation variable has a minimum 

value of 20 and a maximum value of 35, with a mean score of 28.03 and a standard deviation 

of 2.524. 

These mean values indicate that, in general, the level of digital-based curriculum 

implementation falls into the moderate category, while the level of student learning 

motivation is considered high. The relatively small standard deviations in both variables 

indicate that the distribution of respondent data does not deviate much from the mean values, 

suggesting that the data is relatively homogeneous. The researcher then conducted a validity 

test as follows: 

Table 2. Validity Test Results 

 

No. Item Rvalue Rtable Remarks  

Variable X (Digital-Based Curriculum) 

1 0, 861 0, 361 Valid 

2 0, 831 0, 361 Valid 

3 0, 819 0, 361 Valid 

4 0, 908 0, 361 Valid 

5 0, 864 0, 361 Valid 

6 0, 820 0, 361 Valid 

7 0, 835 0, 361 Valid 

Variable Y (Learning Motivation) 

1 0, 872 0, 361 Valid 
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2 0, 850 0, 361 Valid 

3 0, 877 0, 361 Valid 

4 0, 926 0, 361 Valid 

 
 
The results of the validity test analysis in Table 2 above, based on responses from 30 

participants, show that all 11 items in the questionnaire are declared valid, as their r-count 

values exceed the r-table value of 0.361. This indicates that each question/statement in the 

questionnaire is consistent and accurate, making the instrument highly reliable and of 

excellent quality for collecting relevant data to support the research findings. 

To ensure that the research instrument is consistent and reliable in measuring the studied 

variables, the researcher conducted a reliability test on both the independent and dependent 

variables, as shown in the table below: 

Table 3. Reliability Test Results of the Digital-Based Curriculum (X) 
 
 
 
 
 
 

Reliability Statistics 

Cronbachs Alpha N of Items 

,899 4 

 
 
 
 
 
 
 
 
 
 

Figure 1. Normal P-P Plot Graph 
Source: Researcher, SPSS 2025 Data Analysis 

 
 
Based on the results of the Cronbach’s Alpha values obtained for each variable, all values 

exceed 0.600. This indicates that the data distribution is reliable and can proceed to further 

testing. Furthermore, based on the results of the Kolmogorov-Smirnov normality test, the 

significance value was 0.067, which indicates that the distribution of the unstandardized 

residuals is normal, as the p-value is greater than 0.05. Therefore, the data is suitable for use 

in other classical assumption tests. To strengthen these results, an additional test was 

conducted using the normal P-P plot graph. The results of this test can be seen in the figure 

below. 

Reliability Statistics 

Cronbachs Alpha N of Items 

,934 7 
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Based on the graph above, it can be seen that the data points are distributed along the 

diagonal line representing a normal distribution. The pattern of points that closely follows the 

straight line indicates that the residuals are normally or approximately normally distributed. 

There are no noticeable deviations, such as sharp curves or large divergences from the line, 

which means there is no violation of the normality assumption. Finally, to answer the research 

questions that have been formulated, it is necessary to conduct a hypothesis test, which can 

be seen as follows: 

Table 4. Hypothesis Test Results 

Coefficientsa 

Model 

Unstandardized Coefficients 

Standardized 

Coefficients 

t Significance B Std. Error Beta 

1 (Constant) ,055 ,763  ,072 ,943 

Digital-Based 

Curriculum 

,572 ,027 ,970 21,273 ,000 

a. Dependent Variable: Learning Motivation 

 
Based on the results of the hypothesis test using the t-test, the calculated t value is 21.273 

with a significance value of 0.000. The t-table value at a 5% significance level (α = 0.05) with 

degrees of freedom (df = 30 - 2 = 28) is 2.048. Since the t-calculated value (21.273) is greater 

than the t-table value (2.048), and the significance value is less than 0.05, it can be concluded 

that the null hypothesis (H₀) is rejected and the alternative hypothesis (H₁) is accepted. 

Therefore, there is a positive and significant influence of the Digital-Based Curriculum on 

Learning Motivation. In other words, the higher the implementation of the digital-based 

curriculum, the higher the students’ learning motivation. 

Table 5. Coefficient of Determination Test Results 

Model Summaryb 

Model R R Square 

Adjusted R 

Square Std. Error of the Estimate 

1 ,970a ,942 ,940 ,620 

a. Predictors: (constant) Digital-Based Curriculum 

b. Dependent Variable: Learning Motivation 

 
Furthermore, based on the results of the coefficient of determination test as shown in 

the Model Summary table, the R Square value obtained is 0.942. This indicates that 94.2% of 

the variation in Learning Motivation can be explained by the Digital-Based Curriculum 

variable. The remaining 5.8% is explained by other factors outside the scope of this research 

model. 

The Adjusted R Square value of 0.940 further supports this result, having been adjusted 

for the number of predictors and sample size, indicating that the regression model remains 
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strong and stable. Meanwhile, the R value of 0.970 signifies a very strong and positive 

relationship between the Digital-Based Curriculum and Learning Motivation. Thus, the better 

the implementation of the digital-based curriculum, the greater its impact on enhancing 

students' learning motivation. 

 
Discussions 

The Influence of a Digital-Based Curriculum on Learning Motivation 

The results of the hypothesis test using the t-test revealed a t value of 21.273 with a 

significance value of 0.000. This indicates that the implementation of a digital-based 

curriculum has shown a positive impact on learning motivation. As education continues to 

evolve in the digital era, the integration of technology into the curriculum becomes essential 

to enhance student engagement and learning outcomes. 

Studies have shown that digital learning environments increase motivation by offering 

more interactive and flexible learning experiences. The use of e-learning platforms, 

multimedia resources, and game-based learning tools creates a more engaging atmosphere, 

allowing students to explore concepts dynamically and personally. Research also reveals that 

students exposed to digital-based curricula exhibit higher levels of interest, participation, and 

academic achievement. 

At Musamus University, the implementation of digital learning tools has helped 

overcome geographical challenges, allowing students to access educational materials online. 

Research findings show that students who utilize digital learning resources demonstrate 

higher enthusiasm and better self-directed learning behaviors, contributing to improved 

academic performance. However, successful implementation requires adequate 

infrastructure, digital literacy among lecturers, and institutional support to maximize its 

benefits. 

Overall, this study confirms that a digital-based curriculum has a positive effect on 

learning motivation, making education more accessible, interactive, and effective. This 

transformation highlights the importance of adapting educational strategies to meet the 

demands of the digital era while ensuring inclusivity and quality in higher education. 

 

4. Conclusions 

Based on the research conducted and the results of the hypothesis testing using the t-

test, a t-value of 21.273 was obtained with a significance value of 0.000. It can thus be 

concluded that the implementation of a digital-based curriculum has a positive and significant 

influence on learning motivation. The application of a digital-based curriculum has shown a 

positive impact on the motivation of Guru Penggerak (driving teachers) in Papua 

Pegunungan. 
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In line with developments in education in the digital era, the integration of technology 

into the curriculum is essential to increase student engagement and learning outcomes. Digital 

learning environments have been shown to enhance motivation by providing more interactive 

and flexible learning experiences. The use of e-learning platforms, multimedia resources, and 

game-based learning tools creates a more engaging atmosphere, enabling students to explore 

concepts in a dynamic and personalized manner. Research also reveals that learners exposed 

to a digital-based curriculum demonstrate higher levels of interest, participation, and academic 

achievement. 
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