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 Abstract 

 Primary  school  is  an  early  age  in the introduction of information and communication technology,  therefore  it  is  necessary  to  be  prepared  abilities  and  skil s  in  the  use  of technology.  Learning  about  entrepreneurship  at  the  elementary  school level is general y stil traditional,  where  valuable  renewal  results  are  created.  However,  in  this  4.0  era,  many elementary  students  stil   traditional y  run  entrepreneurship,  this  has  not  been a chal enge in line with the Ministry of Education and Culture on an independent campus. In order t o c   reate 

 the  involvement  of  young  people  in  the  field  of  entrepreneurship,  the  right  solution  is  how entrepreneurship learning in Learning c

   an b

   e a

   pplied f rom a

   n e

   arly a

   ge, n

   amely t o e

   lementary 

 school students. SEP (School Enrichment Program) is an e   ntrepreneurial l earning a

   pplication 

 based  on  iLearning  aimed  at  elementary  school  students  to have a high quality of creativity and  a  wil ingness  to  innovate  at  an  early  age.  Based  on  the  observational  test  results  the Ubiquitous  Learning  Method  is  significantly  able  to  influence  the  motivation  of  elementary school students to be enthusiastic in terms of entrepreneurial learning from a   n e

   arly a

   ge, a

   nd 

 to  show  the  results  that  Cronbach's  Alpha  0.9>  0.6  ie  the  SEP  is  very  accurate  in  its application  especial y  can  improve  the  results  significant  in  influencing  the  formation  of intentions  in  entrepreneurship  even  more  starting  to  spread  the  trend  of  entrepreneurship which has now touched various circles, one of them among students. 

 Keywords:  SEP (School Enrichment Program), Entrepreneurship, Innovation, iLearning. 





1. Introduction 

In  today's  world  of  education,  of  course,  it  cannot  be  separated  from  the  use  of computer  technology  as  one  of  the  many  direct  benefits  provided  [1].  Extraordinary developments demand extraordinary c

hanges i n t he w

orld o

f e

ducation, t echnology a

nd d

igital 

learning  systems  included  in  the  educational  media  are  not  merely to open access to wider Application of iLearning Education… 
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literacy but can b

e a

k

ey t o t he q

uality o

f c

ommensurate e

ducation i n I ndonesia. T

eaching a

nd 

learning  systems  that  run  within  an  educational  institution  have  an  important  role  in  the process  of  forming  thought  patterns  and  creativity  in  the student's personality, therefore our way  of  managing  the  world  of  education  wil   also  bring  up technology that has evolved and encouraged the acceleration of educational transformation [2] [3]. Likewise w ith t he e

xistence 

of  entrepreneurship  education  in  elementary school students using e education learning can indicate  student  sensitivity  and  desire  for  entrepreneurship  and  how  entrepreneurship education  can  be  considered  as  one  of  the  key  instruments  to  foster  competent  attitudes, intentions  and  entrepreneurs  [4]  [5].  In  today's  modern  era,  entrepreneurship  makes  an important contribution to the life of the country, one of which is in the employment sector [6]. 

By doing so, it i s e

xpected t hat t he a

pplication o

f n

on-traditional e

ntrepreneurship l earning c

an 

increase  and  encourage  creativity  and  innovation for future graduates to be able to produce graduates who have the initiative t o c

reate t heir o

wn b

usiness o

pportunities, s

o a

s t o o

pen j ob 

opportunities to reduce the number of unemployed people in Indonesia. 

. 



2. Research Method 



2.1 Research Method 







Figure 1. Ubiquitous Learning Method 



SEP  was  created  by  researchers  to  produce a system that can support the learning process  by  applying  various  common  elements  with  the  Ubiquitous  Learning  method,  the Ubiquitous Learning method is very adaptive and can s upport t he c

oncept o

f l ong l ife l earning 

which is the main key that is believed to be able to encourage the desire t o l earn e lementary 

school  students  in  entrepreneurship.  Fol owing  are  the  elements  of  Ubiquitous  Learning. 

Starting  with  Permanency,  elementary  school  students wil  never easily lose something they have learned. So students do not need to worry anymore because al  learning processes w il  

be recorded. 

Accessibility  provides  easy  access  to  information  on  entrepreneurship  lessons  by students anytime, anywhere. Unlike traditional methods, t here a re n

ow n

o m

ore r

estrictions o

r 

obstacles for students to access lesson information. 

Immediacy  is  believed  to  be  able  to  present  information  in  real  time  to  elementary  school students about entrepreneurship and innovation lessons, so t hat g etting i nformation n

o l onger 

requires a long time. 

Interactive  al ows  online  interaction  between  elementary  school  students  and entrepreneurship  teachers  to  communicate,  which  can  be  done  through  face-to-face  video meetings  without  meeting in person or through media such as e-mail. There is nothing to be Application of iLearning Education… 
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afraid  of  elementary  school  students  about  wrong  information  because  adjustments  can provide correct information with a place that suits students. 

Therefore  it  is  necessary  to  apply  the  Ubiquitous  Learning  method  through  a combination  of  science  and  technology  in  the hope of providing convenience for elementary school students so as to produce entrepreneurial innovation from an early age to forever. 



2.2 Literature Review 

Several  previous  studies have been conducted on topics related to entrepreneurship and e education in education. As for who gives the opinion that entrepreneurship is a h

uman 

behavior  that  is  more  focused  on  economic  opportunities  and  resources  and  there  is  a combination of risk, individual success, a

nd a

lso c

reativity a

bout t he e

conomy [ 7]. T

he o

pinion 

continues  that  the e-learning learning system adaptively contains learning styles that refer to learning methods that are preferred by elementary school s tudents a

nd c

an p

lay a

n i mportant 

role.  In  its  application  the  system  can  offer  valuable  advice  and  instruction  to  students and teachers to optimize student learning [8]. The first research, regarding the a pplication o

f C

RS 

technology on a mobile b

asis a

s a

s

upport f or c

ommunication b

etween p

articipants w

ith u

seful 

and  effective  content,  and  also  expected  that the presence of students can be increased by the  acquisition  of  knowledge  and  also  the  encouragement  of  students  so as to improve the ability of entrepreneurial behavior [9]. 

Subsequent  research,  identified  the  existence  of  some  expertise  of  business actors needed  to  be  able  to  successful y  expose  its  business  ventures  and  the  skil s  of  graduate students  in  the  present  can  be  improved  in  business  and  entrepreneurship  programs  [10]. 

Furthermore,  there  is  also  research  on  the  application  of the Potency and Entrepreneurship Program  (PEP),  which  is  an  application  that  has  the  role  of  identifying  the  potential of high school  students  for  entrepreneurship,  including  training on entrepreneurship, ways of finding entrepreneurial  opportunities,  and  subsequently  students  are  given  direction  for  the development  of  entrepreneurial  activities  with  a  learning  system  that  imaginative  and innovative [11]. According to Pavone (2018), m

il ennial t hinking a

bout e

ntrepreneurship i s t hat 

they assume t hat e

ntrepreneurship c

annot b

e r

eached e

ven i f t hey u

ltimately r

espect b

usiness 

people. To be able to convince students with their o pposite t houghts a

nd a

lso p

repare s

o t hat 

they wil  be successful by running their own business. Not o nly f rom a

cademic g

raduates, b

ut 

also communities and universities and even the government n eeds t o b

ecome e

ntrepreneurs. 

Where  the  university  makes  comparisons  between  traditional  academic  institutions  that  wil prioritize  economic  improvement,  creativity  and  new  breakthroughs  and  also  support  by entrepreneurship, there are also academic research and teaching activities [ 12] [ 13] [ 14]. T

he 

State  of  Nigeria  recognizes  that  this  research  is  considered  relevant,  the  basic  curriculum incorporated  into  entrepreneurship  is  considered  as  Ameans  in  order  to  reduce  the unemployment rate and the economic and social uplift t hat t he c ommunity p

oses [ 15]. A

s w

el  

as  showing  that  entrepreneurship  education  can  improve  the  economy,  and  also  with experience  being  a  business  actor  and  the  benefits  of  macro-level  entrepreneurship  [16]. 

Other  research  proposed  is  about  the  methodology  and  digital  models  of  entrepreneurship knowledge  education  in  col ege  students,  where  teaching  applied  in  the  classroom  is increasingly influenced b

y d

igital e

ducation, b

ut i n e

-education m

ore i s i ncluded o

n n

ew d

esign 

models for teaching and learning materials for students [17]. Next there is research aimed at popularizing  entrepreneurship  at  the  basic  level,  with  a  significant increase in administrative knowledge and expertise of business actors with the help of business value is the initial goal with  the  holding  of  the  sub-program  "My  Fist  Enterprise:  Entrepreneurship  by  playing"  from Mexico [18]. Recent research discusses that training becomes a m ajor c

hal enge f or s

tudents 

and  makes  opportunities  for  developing  skil s  and  knowledge  about  commercial  technology with  evidence  of  learning  that  changes  when  students  are  able  to  apply  entrepreneurial thinking  designs  in  the  real world [19]. From the several studies above, previously there has not been so much r

esearch o

n l earning e

lementary s

chool e

ntrepreneurship b

y e

-education o

r 

non-traditional methods. 
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This  research  provides a solution to the problems regarding the chal enges faced by traditional  business  actors,  that currently traditional entrepreneurship learning is not the right solution to be applied in elementary schools. But the need for a blend of technology with the Ubiquitous  Learning  method,  one  of  the  applications  is iLearning [20]. SEP is a system that facilitates  the  Ubiquitous  Learning  method  for  elementary  school  students  to  learn entrepreneurship  and  breakthroughs  created with iLearning. This has a significant impact on elementary school students by l earning e

ntrepreneurship a

nd i nnovating w

ith t echnology e

arly 

on  with  the  aim  of  getting  Lifelong Learning. In addition, from the perspective of the teacher can  also  provide  material  in  real-time  and  communicate  with  students  without  having  to  be fixated  on  school  hours  general y  [21].  Not  only  in  communication  media,  the  process  of interaction  between  teacher  or  lecturer  and  students or students is not only face to face but can also be done t hrough t he m

edia w

ith t he t erm e

learning b

ecause l earning m

odels t hat u

se 

communication and information technology media using t he i nternet [ 22]. A nd t he p

resence o

f 

gamification  is  a  new  breakthrough.  The  features  implemented  in  the  gamification  learning method  such  as  giving  rewards  and  interactive  quizzes  to increase student enthusiasm and motivate students to improve student productivity certainly in terms of learning [23] [24]. 



3. Results and Discussion 







Figure 2. Display Student Quest 



In Figure 2, shows the tasks that must be d

one b

y e

lementary s

chool s

tudents d

uring 

entrepreneurship classes consisting of 8 questions, where each question has a d

ifferent E

CP 

(Enrichment  Culmulative  Point)  points.  If  the  question  is  successful y  completed,  then  the student  is  entitled  to  get  ECP  points,  then  the  points  wil   be  put  together  and  calculated  in order to determine the rankings and grades achieved by students in entrepreneurship lessons. 
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Grade Map 

A + 

450-500 

A 

400-499 

A- 

400-449 

B + 

350-400 

B 

300-349 

B- 

250-299 

C + 

200-250 

C 

150-199 

C- 

100-150 

Failed 

<100 

Table 1. Grade SEP Map 



Al  points in table 1 wil  then be combined and col ected, then students w ho m

eet t he 

SEP  Grade  Map  requirements  wil   get  the  grade.  if  it  reaches  the  Grade  Map  Step requirements, for that students are authorized to obtain the grade. After t hat t he g rade w

il b

e 

submitted to the entrepreneurship teacher as the final grade. 







Figure 3. Display of Student Ranking Viewboard 



In  Figure  3,  the  most  points  col ected  by  students  wil   be  entered  into  the  top  10 

ranking system. Furthermore, to be able to improve the enthusiasm of l earning o f e

lementary 

school students to be more active in terms of learning and p roduce s

omething n

ew, a

s

pecial 
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frame was made on the profile of students who were ranked 1.2 and 3

b

y u

sing g

ramification 

on the SEP [25] [26]. 





Figure 4. Display of Teacher's Viewboard 



Figure 4, Every activity carried out in the entrepreneurship class wil  be displayed on the  viewboard.  The  information  is  in  the  form  of  total  questions  to  be  worked  on,  ranking achieved and also total points from students in the entrepreneurship class. 







Figure 5. Display of Daily Quest 

Figure  5,  This  system  wil   record  day-to-day  activities  carried  out  by  elementary school  students  in  the  entrepreneurship  class  and  can then be shown and accessed by students and teachers wherever and whenever. 

SEP System Reliability Level Analysis 

The Likert scale used in the SEP P

rogram i s u

seful t o d

etermine t he v

alue o

btained 

from  the  questionnaire  statement  of  informants  and  reliability  testing  using  Cronbach Alpha  to  determine  the  level  of  reliability,  the  value  wil   be  considered  reliability  if  it  is greater than 0.6 [27]. By utilizing students in entrepreneurship classes t otaling 3

0 p

eople, 

wil  be given a

q

uestionnaire c

ontaining 1

0 q

uestions w

ith 5

s

tatements o

n e

ach s

tudent i n 

the fol owing Likert scalet. 
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Likert 

Statement 

Scale 

1. 

Disagree 

2. 

Strongly Agree 

3. 

Agree 

4. 

Strongly Disagree 

5. 

Undecided 

Tabel 2. Likert Scal 



Respon

No Item 



den 

Total 

1  2  3  4  5  6 

7 

8 

9 

10 

1. 

1  2  5  2  2  1 

1 

3 

1 

1 

19 

2. 

5  3  2  4  1  2 

3 

1 

2 

2 

25 

3. 

1  1  2  2  2  3 

4 

4 

4 

5 

28 

4. 

3  1  2  2  3  1 

3 

3 

2 

2 

22 

5. 

4  5  1  4  2  1 

1 

2 

1 

3 

24 

6. 

5  4  2  4  5  2 

5 

5 

5 

2 

39 

7. 

4  3  2  1  3  1 

2 

2 

2 

4 

24 

8. 

2  3  2  2  3  2 

1 

1 

2 

1 

19 
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9. 

3  3  5  1  1  1 

1 

1 

2 

4 

24 

10. 

1  5  5  1  5  2 

3 

1 

1 

4 

26 

11. 

5  2  1  2  5  2 

2 

2 

2 

1 

24 

12. 

2  3  4  2  2  2 

1 

1 

3 

4 

24 

13. 

2  2  2  2  4  3 

5 

5 

1 

5 

31 

14. 

4  4  3  3  2  2 

5 

3 

1 

1 

28 

15. 

5  3  1  5  5  5 

2 

3 

2 

3 

29 

16. 

3  1  1  2  2  3 

5 

4 

4 

2 

27 

17. 

1  3  3  5  2  2 

4 

1 

5 

5 

31 

18. 

4  5  5  3  2  5 

3 

4 

2 

1 

34 

19. 

2  4  2  5  4  4 

1 

2 

3 

2 

29 

20. 

3  4  3  2  4  2 

4 

4 

3 

2 

31 

21. 

2  3  3  4  5  2 

4 

2 

5 

4 

41 

22. 

4  3  2  4  2  5 

1 

1 

4 

3 

29 

23. 

1  3  4  2  4  2 

5 

3 

4 

3 

31 

24 

3  1  2  4  2  5 

4 

1 

1 

1 

24 

25. 

5  3  3  2  2  4 

3 

3 

4 

5 

34 

26. 

2  4  3  5  4  2 

4 

2 

3 

2 

31 
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27. 

4  1  1  1  1  1 

2 

3 

3 

2 

19 

28. 

1  3  2  4  2  5 

1 

4 

3 

2 

27 

29. 

3  5  5  5  4  2 

4 

4 

3 

3 

38 

30. 

5  1  2  4  2  2 

3 

3 

3 

5 

30 

Tabel 3. Result of Likert Scale  

Table 3 c

ontains t he r

esults o

btained f rom t he q

uestionnaire 3

0 s

ources, t hen t o f ind 

the  value  of  reliability  begins  by  calculating  the  variance  of  each  item  in  the  SEP 

programusing the fol owing formula. 

. 



After item variants from numbers 1-10 are calculated, the results are obtained: Variant  2. 

1.2  2.0  0.9  2.3  0.9  2.2  3.0  1.3  2.6 

4 

Items 

55  14  06  89  97 

99  76 

99  61  68 

Table 4. Result of Variants from items 1 to 10 



To determine the results of Total Variant Items 1-10, that is by recalculating the variant. 



Total Resource Variants 1-30 

20.351 

Total Variant Items 1-10 

72.518 

Reliability 

0.923 

Tabel 5. Result of Alpha Cronbach 

Based on the use of Cronbach's alpha on the SEP Program r eliability t est r

esults, a

r

esult o

f 

0.804> 0.6 wil  be obtained. That is, the system c an b

e c

ategorized a

s R

eliability i f t he A

lpha 

 Application of iLearning Education… 

■ 139 

 

value>  0.6.  The  application  of the SEP program to entrepreneurship lessons has a positive impact on school students as evidenced by the questionnaire that has been given.  

 4. Conclusion And Advanced Research 

SEP  is  a  non-traditional  learning  method  with  a  Lifelong  Learning  touch  on  basic entrepreneurship.  The  SEP  program  used  in  entrepreneurship  learning  at  the  elementary school level is the initial stage of research t o s how e

vidence o

f s

ignificant r

esults b

y c

ol ecting 

data.  In  this  study  Ubiquitos  Learning  is  also  applied  as  a  solution  to  the  readiness  of non-traditional  entrepreneurial  learning  models  or  learning.  The next step taken is the Likert scale which is used for testing the reliability system by using a sample data o f 3

0 e

lementary 

school students. And t he e

xistence o

f g

amification o

f e

ntrepreneurship i n o

rder t o i ncrease t he 

enthusiasm of learning of elementary school students to continue to innovate and s ucceed i n 

entrepreneurship  learning.  So  that  the  Cronbach’s  Alpha  number  shown is 0.8> 0.6 proving that  the  SEP  system  is  reliable  (Table  5).  The  combination  of  Ubiquitous  Learning  and entrepreneurship  shows  the  significant  beneficial  effects  of  elementary  school students with the  application  of  digital entrepreneurship and digital innovation early on. From this research proves that the importance o

f e

e

ducation f or e

lementary s

chool s

tudents i s t o b

e t rained e

arly 

to  know  technology  and  distance  learning.  Even  more  so  with  the  spread  of  the  Covid-19 

pandemic throughout the w

orld, f orcing s

chools t o i mplement S

chool F

rom H

ome (

SFH). T

hen 

the  SEP  system  applied is the right solution because it can be done anywhere and anytime. 

So that teachers and elementary school students can feel significant benefits. 

In a study t here a

re c

ertainly o

bjectives t o b

e a

chieved. T

he p

urpose o

f t his s

tudy i s t o 

see  how  much  influence  the  application  of  the  Ubiquitous  Learning  method  and  the gamification  method  on  entrepreneurial  learning  media  to  increase  student  activity  and motivate  student interest in learning, because traditional learning methods applied previously are  felt  to  be  less  effective  in  increasing  student  interest  in  learning.  Of  course  from  the research  that  has  been  discussed,  in  the  future  the  author  wants  to  develop  e  education learning  systems  into  a  more  sophisticated  data  distribution  technology,  namely  the blockchain.  And  also  the  authors  hope  that  this  system  and  research  can  be  useful  and develop universal y. 
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