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ABSTRACT

The increased application of information and communication technology
(ICT) in society promotes its use in education to align instructional content
with students’ interests and future working lives. To achieve this, the human
resources within education institutions must possess the ability to utilize
technology and understand the students’ capabilities. This descriptive study
was conducted to establish the profile of students’ and teachers’ interests and
perceived digital literacy abilities in high schools and their equivalents. An
online questionnaire was used to collect data from West Java, West
Kalimantan, and Jakarta high schools. The gathered data were processed with
a simple quantitative technique. The data analysis collected by the
questionnaire indicates that the respondents have a relatively high perception
of digital literacy levels (encompassing operational, information,
communication, strategic, and creative abilities), with some relatively low
aspects, such as expressing opinions and creating things with ICT.
Furthermore, it was also found that respondents exhibit a strong interest in
using digital devices for learning, with video games, video processing
programs, and graphic design software occupying the three least used digital
media in schools but most desired by the respondents for integration.

Achmad, R. K. & Mulyati, Y. (2023). The perceptions of high school teachers and students towards digital

interest and literacy. Jurnal Inovasi Teknologi Pendidikan, 10(3), 283-297.
https://doi.org/10.21831/jitp.v10i3.58804

INTRODUCTION

The use of electronic devices is increasingly prevalent in society. School-age children,
especially those residing in urban areas, are accustomed to using gadgets such as smartphones and
computers daily. This necessitates the continuous effort of the government and educational
institutions to promote the use of Information and Communication Technology (ICT) (Kaware &
Sain, 2015; Sarkar, 2012; Setiawan, 2018) in education as learning media and materials for both
instructional and research purposes (Budiman, 2017; Dewi & Hilman, 2019; Fu, 2013; Jamun, 2018;
Lestari, 2018; Reddy et al., 2020; Tondeur et al., 2018). Technology integration can also align
learning materials with students' everyday lives and real-world professional contexts. The majority
of students' interests and hobbies are already technology-oriented, so this can help them prepare for
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future careers and global competition (Bhattacharjee & Deb, 2016; Fu, 2013; Hermawan et al., 2018;
Hernandez, 2017; Juliff, 2005; Kinematsu & Barry, 2016; Lowther et al., 2008).

Several examples of ICT utilization in some schools in Indonesia for instructional purposes
include videos shared on platforms like YouTube, electronic books, and teleconferencing software
such as Google Classroom and Zoom (Fu, 2013; Lestari, 2018; Nahdi & Jatisunda, 2020; Reddy et
al., 2020). While acknowledging the progress achieved in the Indonesian education system through
these measures, the integration of ICT not only requires the availability of equipment in the relevant
institutions but also demands the adaptation of the learning process to students’ abilities and the skills
of human resources to effectively employ said equipment (Akarawang et al., 2015; Lim et al., 2015;
Rivalina, 2015; Tondeur et al., 2017; Vitanova et al., 2015; Widaryanto & Sulfemi, 2016). Presently,
these skills are understood as digital literacy.

The term digital literacy is commonly used to describe an individual's ability to search and
comprehend information from digital sources or media, such as the internet through computers or
similar devices, and to utilize that information to develop or produce something (American Library
Association (ALA), n.d.; Paul & Glister, 1997; Spante et al., 2018). Organizations and researchers
like The Association for College and Research Libraries (ACRL), van Deursen, and Hague and
Payton have outlined various digital literacy skills categories. These generally include the ability to
comprehend the controls of the internet and computers, operate devices, find information using
devices, understand information from devices, communicate with others through devices, utilize
devices and acquire information for specific purposes, and create content using devices (Hague &
Payton, 2010; lordache et al., 2017; Kurnianingsih et al., 2017; van Deursen et al., 2016; van Deursen
& van Dijk, 2014; van Laar et al., 2017). Because the application of ICT in the learning process often
encounters issues such as the lack of skills among students and educators (Aka, 2017; Akarawang et
al., 2015; Fu, 2013; Rivalina, 2015), these digital literacy skills are essential for both students and
educators to utilize digital devices effectively.

Several studies have been conducted in educational institutions in Indonesia regarding digital
literacy. For instance, Kurnianingsih et al. (2017) conducted training to enhance digital literacy
among school librarians and teachers in Central Jakarta. Hermawan et al. (2018) gathered
information on the implementation of ICT in Indonesian education from 2004 to 2017. Khasanah &
Herina (2019) analyzed a digital learning program in a junior high school. Asari et al. (2019)
conducted media literacy training for students and teachers in a school. Nahdi & Jatisunda (2020)
analyzed digital literacy among elementary teacher education students. Lastly, Dinata (2021)
analyzed digital literacy among mathematics education students.

This article addresses a research topic similar to some of the studies mentioned above by
examining perceived levels of digital literacy among senior high school students and teachers.
However, it focuses more on students' and teachers' interests and capabilities. The study aims to
analyze the perceptions of teachers and students regarding their aptitude in using digital devices and
media and to investigate the types of devices and media most commonly used by students, as well as
teachers' familiarity with these tools. This objective is driven by research indicating that students'
interest in learning positively impacts academic performance (Cheung, 2018; Harackiewicz et al.,
2016; Jamilah & Isnani, 2017; Skinner et al., 2008; Su & Cheng, 2015), which aligns with
educational philosophers such as Rousseau, Pestalozzi, and Dewey (Dewey, 2009; Ornstein et al.,
2011), who suggest that education should be tailored to students' interests and readiness.

This research makes education and learning more engaging for students and teachers by
finding a middle ground between both parties’ interests and readiness to utilize digital devices in the
learning process. Additionally, this study can serve as a foundation and comparison for conducting
direct assessments of digital literacy skills. This research is contributed to teachers and students so
they can choose the most appropriate digital literacy to use in learning.

METHOD

This descriptive research is aimed at depicting the profile of digital literacy interests and
capabilities among students and teachers in senior high schools and their equivalents (Marshall,
2005; McCombes, 2019; Mishra et al., 2019; Polit & Beck, 2004; Taherdoost, 2016; Yaddanapudi
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& Yaddanapudi, 2019). Data were collected through a questionnaire (Lavrakas, 2008; Marshall,
2005; Polit & Beck, 2004; Taherdoost, 2016; Yaddanapudi & Yaddanapudi, 2019) administered via
Google Forms and distributed online from December 24 to December 30, 2022. The research subjects
were teachers and students who responded to the online questionnaire. A total of 19 students and 29
teachers from senior high schools (sekolah menengah atas/SMA) and vocational schools (sekolah
menengah kejuruan/SMK) located in West Java (Bandung City, Bekasi Regency, Subang Regency,
Sumedang Regency, and Tasikmalaya Regency), West Kalimantan (Sambas Regency), and North
Jakarta were included in the study. Subsequently, the collected data were analyzed using a simple
guantitative technique to provide a descriptive overview of the study's focus on respondents' digital
literacy skills and interests.

The questionnaire completed by the research subjects consists of statement items based on
domains collected (with modifications) from books and research on types of skills within digital
literacy (Eshet (2004); Hague & Payton (2010); Jenkins et al., (2006); Nahdi & Jatisunda, (2020);
van Deursen et al., (2016); van Deursen & van Dijk, (2014); van Laar et al., (2017). These types
encompass operational skills, information skills, communication skills, strategic skills, and creative
skills.

Operational skills depict the respondents' ability to operate digital media, represented in this
study by computer/laptop (item 1), smartphone (item 2), internet (item 3), and various types of
applications/media/software like text processors, web browsers, and social networking sites (item 4).
Information skills pertain to the ability to process information on digital media, represented in this
study by the ability to search for desired information or content through the internet (item 5), select
valid and valuable information from the internet (item 6), identify false information on the internet
(item 7), and analyze information acquired from any digital source (item 8). Communication skills
reflect the capability of sending and receiving messages through digital media, represented in this
study by the ability to convey an idea to others on the internet (item 9), receive others' opinions on
the internet (item 10), and comprehend the ethical aspects of communication with others on the
internet (item 11). Strategic skills involve using digital media for specific purposes, indirectly
represented in this study by the habitual level of internet and digital device usage in daily life (item
12), using digital devices for hobbies (item 13), and using digital devices for part-time work (item
14). Lastly, creative skills encompass the ability to create content digitally and upload it to digital
media, represented in this study by uploading text content on the internet (item 15), creating digital
images (item 16), creating and editing videos (item 17), and software development (item 18).

These eighteen main statement items are accompanied by several demographic items (email
address, school origin, and status as a student or teacher) and several statement items related to digital
media already used in school learning (item 19), students' and teachers' desires for increased or
reduced digital media usage (item 20), and the desired digital media for learning (item 21).
Respondents answered most statement items by selecting four response options on a Likert scale
(Clark & Watson, 2019; Jebb et al., 2021; van Deursen et al., 2016): strongly disagree, disagree,
agree, and strongly agree.

After collecting responses through the questionnaire, the data were processed by calculating
the average score for each statement item, with the options "strongly disagree™ valued at 0 points,
"disagree" valued at 1, "agree" valued at 2, and "strongly agree" valued at 3. An exception applies to
statement item number 4 (in the "operational skills" category)—Respondents who chose 0-3 media
or software received 0 points, those who chose 47 received 1 point, those who chose 8-11 received
2 points, and those who chose 12-14 or more received 3 points, which can be counted by using
Formula 1. The interpretation of Formula 1 is X means average score, Y. x is the total score of all
respondents, and n means the number of respondents

 Tx (1)
L LX

n
The digital literacy skill assessment categorization is divided into three levels based on average
scores: high, moderate, and low. The aspects of digital literacy skills represented by statement items
with average scores ranging from 0 to 1 (0 < x < 1) are categorized as low, average scores above 1
to 2 (1 < x < 2) are categorized as moderate, and average scores above 2 to 3 (2 < x < 3) are
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categorized as high. This categorization is a slight modification of the standard Likert scale
categorization. Compared to directly calculating the number or percentage of responses for each
answer option, reducing the number of categories simplifies the majority of positive (agree and
strongly agree) and negative (strongly disagree and disagree) responses while emphasizing statement
items with responses that are not significantly different between positive and negative categories as
"moderate” (DiStefano et al., 2021). A similar categorization approach was used in the study by
Dinata (2021).

RESULTS AND DISCUSSION

Results
Operational Skills

In this chapter, the data from the online questionnaire distributed to the respondents are shown.
Students' and teachers' responses to the statement items representing the five primary skills are shown
first, followed by the last three statement items from the "School Learning" section.

Students' Operational Skills Teachers' Operational Skills
15 30
10 20
5 I I 10
0 - 0 L
SD D A SA SD D A SA
M Ability to use computer/laptop B Ability to use computer/laptop
Ability to use smartphone Ability to use smartphone
Ability to access & use internet Ability to access & use internet

Figure 1. Responses for the Operational Skills Category

In Figure 1, the operational skills category, the respondents' answers indicate that most
students feel they have good abilities in using computers/laptops and the internet and excellent
abilities in using smartphones. Meanwhile, teachers' responses show that most teachers can use
computers/laptops, smartphones, and the Internet. From the responses to the first three statement
items, students have an average score of 2.4 for their ability to use computers/laptops, 2.7 for their
ability to use smartphones, and 2.3 for their ability to access and use the internet. On the other hand,
teachers have average scores of 2.8, 2.8, and 2.9 for these respective abilities, all of which fall within
the high digital literacy skill category.

The fourth statement item found that student respondents displayed varying software usage
skills. Students had an average score of 1.2 (moderate category), with the majority being able to use
only 1 to 2 types of software. In contrast, responses from teachers showed an average number of
software types used per person that was higher than that of students, at 1.7, but still within the
moderate category, similar to student respondents. It can be shown in Figure 2.

In Figure 2, regarding the most and least mastered types of software, messaging tools (such as
email, WhatsApp, and LINE) were the most commonly used type among respondents (17 students
(89.5%) and 25 teachers (86.2%)). In contrast, programming software and sites (such as Visual
Studio Code, Notepad++, and Github) were the least used type (0 students and five teachers (17.2%)).
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Number of Software Types
Respondents Can Use
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B Students Teachers

Figure 2. Responses for the Number of Types of Software that the Respondents can Use
Information Skills

In the information skills category, the student respondents' answers indicate that most have
good abilities in searching for information or content, selecting valid and valuable information,
recognizing false information, and analyzing information from the internet and digital sources, as
drawn in Figure 3.

Students' Information Skills Teachers' Information Skills
15 30
10 20
5 I I 10
0 - 0 I
SD D A SA SD D A SA
H Ability to search for desired information through the B Ability to search for desired information through the
internet internet
Ability to select valid & useful information from the Ability to select valid & useful information from the
internet internet
Ability to identify false information on the internet Ability to identify false information on the internet

Ability to analyze information from any digital source = Ability to analyze information from any digital
source

Figure 3. Responses for the Information Skills Category

Meanwhile, looking at Figure 3, teachers' responses show that most teachers feel they have
excellent abilities in these four activities. From the responses to the four statement items in the
category, students have average scores of 2.4, 2.2, 2.1, and 2.1, respectively. In contrast, the teachers
have average scores of 2.8, 2.7, 2.5, and 2.6, all falling within the high category.

Communication Skills

The respondent's answers to the statement items in the communication skills category indicate
that most students feel they can convey ideas to others, receive others' opinions, and understand
communication ethics on the internet. However, four respondents feel their ability to convey ideas
through the Internet is lacking. Meanwhile, teachers' responses show that most teachers have
excellent abilities in all three abilities, with only one respondent feeling their ability to convey ideas
through the internet is lacking, as shown in Figure 4.

From the responses to the three statement items, students have average scores of 1.9 for the
first item in Figure 4, falling within the moderate category, followed by 2.1 and 2.4 for the second
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and third items, falling within the high category. As in the previous categories, teachers have higher
average scores of 2.6, 2.6, and 2.7, all falling within the high category.

Students' Communication Skills Teachers' Communication Skills
20 30
15 20
10
5 10 I
0 O | 0 _
SD D A SA SD D A SA
B Ability to convey an idea to others on the internet, B Ability to convey an idea to others on the internet,
directly or indirectly directly or indirectly
Ability to receive others' opinions on the internet, Ability to receive others' opinions on the internet,
directly or indirectly directly or indirectly
Ability to comprehend the ethical aspects of Ability to comprehend the ethical aspects of
communication with others on the internet communication with others on the internet

Figure 4. Responses for the Communication Skills Category

Strategic Skills

In the strategic skills category, most student respondents use the internet and digital devices
in their daily lives and for hobbies. However, many respondents do not use digital devices to fulfill
their hobbies. Responses from teachers are more varied compared to their responses in previous
categories. Most teachers use the internet and digital devices daily and for hobbies. While most
teachers also use digital devices for side jobs, the number is still not as high as those who use them
daily and for hobbies. The result of strategic skills can be shown in Figure 5.

Students' Strategic Skills Teachers' Strategic Skills
12 25
10
20
8
15
6
4 10
2 5 I
0 0
SD D A SA Sb D A SA
M Level of internet & digital device usage in daily life m Level of internet & digital device usage in daily life
Level of digital device usage for hobbies Level of digital device usage for hobbies
Level of digital device usage for part-time work Level of digital usage for part-time work

Figure 5. Responses for the Strategic Skills Category

From the responses to the three respective statement items in Figure 5, students have an
average score of 2.5, falling within the high category, followed by 1.8 and 1.5, falling within the
moderate category. On the other hand, teachers have higher average scores of 2.8 and 2.4, falling
within the high category, followed by 1.8, falling within the moderate category.

Creative Skills

In the creative skills category, it was found that the majority of student respondents can create
textual content on the internet (such as blogs, fiction, and research articles), create or design digital
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image content (such as internet memes, artworks, and posters), and create and edit videos. For the
last statement item, respondents are almost evenly divided between students who can develop
software and those who cannot. In Figure 6, many respondents still feel they lack the mentioned
skills in these statement items. Compared to student respondents, teacher respondents have a larger
ratio of individuals who can create textual, image, and video content. However, it was also found
from the responses that most teachers feel they cannot create software.

Students' Creative Skills Teachers' Creative Skills
20 20
. I II s oo II II
SD D A SA SD D A SA

M Ability to upload text content on the internet M Ability to upload text content on the internet
m Ability to create/design digital images m Ability to create/design digital images

Ability to create & edit videos Ability to create & edit videos

Ability to develop software for computer/smartphone Ability to develop software for computer/smartphone

Figure 6. Responses for the Creative Skills Category

From the responses to the four statement items in the creative skills category, students have
average scores 0of 1.9, 1.9, 2.1, and 1.6, respectively, as shown in the order in Figure 6 three of them
fall within the moderate category, with only the video creation skill falling within the high category.
On the other hand, teachers have average scores of 2.2, 2.2, 2.3, and 1.3, respectively; the first three
fall within the high category, while the ability to create software for computers or smartphones falls
within the moderate category.

School Learning

In school learning, respondents expressed: (1) Which digital media have been used in their
school's learning process; (2) Whether they would like more digital media to be used in their school;
and (3) Which specific digital media types they would like to see used in their school. The result can
be shown in Figure 7.

Digital Media Already Used in Respondents' Schools' Learning Process

None

Video processing software
Graphic design software
Presentation software
Spreadsheet software
Text processing software
PDF reader software
Video games

Online video media

Social networking media

Messaging tools
Common web browsers |

w
o
w
(6]

40

o

5 10 15 20 25

B Student respondents M Teacher respondents

Figure 7. Digital Media Types that Have Been Used in Respondents’ Schools’ Learning Process
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For the first statement item, student and teacher responses: Web browsers such as Chrome and
Firefox are the most widely used types of digital media in learning (38 respondents), followed by
messaging apps like WhatsApp and LINE (36), then online video platforms like YouTube and
TikTok (35). Video games are the least used among the choices of digital media types (11).

Meanwhile, the second statement about the respondents who want more digital media use at
school in Figure 8 found that most respondents want digital media to be used more in their school's
learning activities (16 students and 28 teachers).

Respondents Who Want More Digital Media Use

at School
20
15
10
5 |
) m_ [l
SD D A SA

B Student respondents B Teacher respondents

Figure 8. Respondents who want more Digital Media to be used in their Schools’ Learning Process

Among all respondents shown in Figure 8, it can take the result that only three students and
one teacher indicated disinterest. There is a slight inconsistency with some of the responses in the
third statement item, as seen in Figure 9.

Most Desired Digital Media for Schools' Learning Process

Prefer not to use =
Video processing software 1
Graphic design software 1
Presentation software 1
Spreadsheet software 1
Text processing software |
PDF reader software
Video games |
Online video me clia 1
Social networking media 1
M essaging £0 0| s 1 0
Common web browse s 1

o
(]

10 15 20 25 30 35

B Student respondents M Teacher respondents

Figure 9. Most Desired, Digital Media Types Respondents would Like to See Used

For the third statement item in Figure 9, it was found that the most desired digital media for
learning are not significantly different from the responses in the first statement item. This is evident
from the positions of web browsers, messaging apps, online video platforms, and text editors; the top
four choices in the first statement item, as mentioned in Figure 7, were also the most commonly
selected in this section. Regarding the "Prefer not to use" option, one student and three teachers
expressed disinterest in digital media for learning. This differs from the response to the second
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statement item, where three students and one teacher indicated that they do not want more digital
media to be used.

To determine the most wanted but still unused digital media types by respondents, the
researchers calculated the ratio of respondents desiring a particular digital media type to the number
of respondents mentioning that the media had been used in their school. The result can be seen in
Figure 10.

As aresult, in Figure 10, video games are the most desired digital media for both students and
teachers to be used in school learning, considering the relatively low number of respondents who
have learned using video games. This is followed by video editing software and graphic design tools.

Digital Media Desired-Used Ratio

Video processing software
Graphic design software
Presentation software
Spreadsheet software
Text processing software
PDF reader software
Video games

Online video media

Social networking media

Messaging tools

Common web browsers

o
o
(%]
=
=
(%]
N

2.5

M Digital media ratio
Figure 10. Comparison of Desired Digital Media Types with Those Already Used at School

Discussion
Five Digital Literacy Skill Categories

There are several similarities and differences between the findings of this research and a couple
of studies mentioned in the introduction, namely the studies by Dinata (2021) and Nahdi & Jatisunda
(2020). The findings in the operational skills category, where students and teachers feel competent
in using computers/laptops, smartphones, and the internet, are consistent with the results of those
two articles. As the ability to use hardware and software is the foundation of digital literacy (lordache
et al., 2017), a good level of operational skills is a solid basis for mastering other areas of digital
literacy. Although respondents received an average score indicating moderate skills in the number of
software types used, some of the software mentioned in the questionnaire are specialized tools, and
therefore, the general usage of digital devices might not be fully reflected in those statement items.

The research results in the information skills category are similar to those of Dinata (2021)
and quite comparable to Nahdi & Jatisunda’s (2020) findings. In Dinata’s (2021) research, the
majority of student respondents, who were prospective mathematics teachers, claimed to possess
good skills in searching for, selecting, and analyzing information in the digital realm, which aligns
with the findings of this study. Meanwhile, Nahdi & Jatisunda’s (2020) research discovered that most
prospective elementary school teacher students had good information-related skills, such as
identifying, selecting, comparing, and verifying. However, respondents also had varying responses
(ranging from "good," represented by "yes," "moderate,” represented by “partly,” and "low,"
represented by "no") to the statement items addressing information analysis skills. Referring to
Eshet’s (2004) opinion, analyzing and evaluating information is a crucial skill for academics and
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information users in the digital era; information skills are a high priority in both students' and
teachers' abilities that must be maintained and enhanced.

Nahdi & Jatisunda’s (2020) study did not extensively examine communication skills.
However, there is a typical pattern between this research's findings and Dinata’s (2021)
communication skills, even though different aspects of communication were covered in each study.
In this research, the three communication aspects discussed were expressing ideas, receiving ideas,
and knowing communication ethics online. As seen in Figure 4, the ability to express ideas is an
aspect with a lower average score than the others.

A similar pattern can be found in Dinata’s (2021) study, in which most responses indicated a
relatively weak skill average to the statement about the ability to negotiate opinions. However, other
statement items that can be categorized as expressing ideas, such as the ability to explain concepts,
received most responses indicating a relatively good skill average. Despite comparing these findings,
communication skills are one of the critical competencies of this era, as more accessible access to
the internet makes understanding and sending messages more crucial to participating in the
increasingly participatory culture, among other reasons (lordache et al., 2017). Therefore, teachers
and students should continuously learn to communicate through digital media.

The field of strategic skills differs slightly from the previous categories as it focuses less on
analyzing respondents' perceptions of specific skills and more on understanding their habits with
digital media and assessing their mastery based on those habits. This difference arises from the fact
that the utilization of information in digital media for personal and professional purposes is
considered a high-level digital skill (van Deursen & van Dijk, 2014), and respondents who are more
accustomed to using digital devices are likely to make better decisions (lordache et al., 2017).

The high number of students and teachers who use digital devices in their daily lives and for
hobbies is a positive sign, indicating that respondents actively utilize digital media. For the last
statement item, most respondents not using digital devices for side jobs suggest that most students
and teachers might not have additional jobs, such as selling products. Therefore, this final statement
item is not considered a priority for schools’ learning process and merely indicates that students and
teachers who use digital devices for side jobs are likely to have higher digital literacy skills.

Creativity is one of the digital literacy categories discussed in Dinata’s (2021) study. However,
this research is more specific in mentioning the types of products respondents believe they can create
in the statement items about the ability to create products, alongside other statement items not
covered in this study. Most respondents answered that they can, although many students indicated
they are not skilled in this area. Additionally, there was one statement item in Nahdi & Jatisunda’s
(2020) study regarding product creation, specifically whether respondents can create a website; most
respondents answered negatively.

As a category that reflects the ability to create something new, form a creative expression, and
integrate existing digital media content, the creative skills category represents individuals'
capabilities to achieve specific goals in a better and more expressive way (Ala-Mutka, 2011; lordache
et al., 2017). The content of the statement items in this category are specific skills that digital device
users do not always possess. Therefore, obtaining an average score in the middle range, like the
respondents in this study regarding the statement item about creating software, does not necessarily
imply low digital literacy skills.

With this data, one of the research objectives to discover the digital literacy perceptions of
high school students and teachers has been achieved. Students and teachers generally have relatively
high average abilities in all five types of digital literacy skills. With teachers' higher average
perceived abilities compared to students, schools with profiles like this are relatively prepared to
develop more lessons that utilize digital media. The ability to express opinions and be creative with
digital media, which received relatively low scores in student and teacher responses, should be further
explored with priority in school lesson implementation.

School Learning

The "school learning" section illustrates the profile of students' and teachers' interests in using
digital media for school lessons, which is the second objective of this research. The high number for
each digital medium shown in Figure 7 indicates that most of the respondents’ schools have already
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implemented digital media in their educational programs. Therefore, increasing the utilization of
digital media would align with the profile of respondents who are already accustomed to it.
Meanwhile, the analysis of responses in the following three figures shows that video games,
video editing software, and graphic design software are not widely used in schools yet but are desired
by both students and teachers for implementation. Video games or digital gaming software are forms
of entertainment that are highly popular, with the gaming market in Indonesia reaching US$880
million in 2017 and US$1.92 billion in 2021, according to Zhou (2019), US$1.1 billion in 2018
according to the AGI (Asosiasi Game Indonesia), n.d., and US$1.59 billion in 2022 according to
Statista, n.d. Therefore, using them in education would tap into a large audience not unlike that of
movies or concerts. Additionally, video editing and graphic design software have become
increasingly popular due to the growing participatory culture in the digital realm, as mentioned by
lordache et al. (2017). This provides students and teachers with opportunities for creative expression
and engagement with content creation on famous photo and video-sharing platforms on the internet.

CONCLUSION

This research contains a substantial amount of data from respondents to uncover the profile of
interests and perceptions regarding the level of digital literacy among high school students and
teachers. The results of the data analysis indicate that the overall level of digital literacy among
respondents is already relatively high. However, certain aspects are comparatively lower than others
and should be improved, such as the ability to express ideas through digital media and creatively
produce specific products using digital tools. The analysis of respondents' interests also reveals that
several digital media types are relatively underutilized in education but are desired by both students
and teachers, namely video games, video editing tools, and graphic design software. These findings
address some of the needs for profiles of interest and digital literacy skills in the educational context,
which can be used to enhance further the quality and appeal of Indonesian education in the digital
era. This study is limited to collecting data on the perceived level of digital literacy among high
school students and teachers. To conduct a more in-depth analysis of digital literacy skills, it would
be beneficial to incorporate testing methods so that the research outcomes are not solely based on
respondents' feelings and experiences. Furthermore, to follow up on the findings of this research, it
is suggested that future studies explore the best ways to implement video games, video editing tools,
graphic design software, and similar software as engaging educational media in educational
institutions.
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