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Abstract: The health information system in schools has a crucial function in 
supporting the implementation of the School Medical (UKS) program. This 
study aims to evaluate how effective the health information system developed, 
"KesSekolah," is based on the opinions of experts in the field of learning media 
and learning materials. The research approach used is quantitative by 
conducting user acceptance testing (User Acceptance Testing, UAT) involving 
experts. The results of the study revealed that this system received a very good 
rating in terms of the feasibility of learning media, reliability, interface display, 
and ease of use. The highest value is in the usefulness of the media indicating 
that this system can improve the UKS program and is feasible to be 
implemented to improve health standards in the school environment. 
 
Keywords: Health information system; User acceptance testing; School 
Medical 

  

Introduction  
 

The development of digital technology, marked by 
Industry 4.0 and the potential of Industry 5.0, is driven 
by several factors, including advancements in 
computing, faster processing speeds, and data analytics 
(Afifulloh & Cahyanto, 2021). Global connectivity and 
the rise of the Internet of Things (IoT) enable efficient 
data exchange (Shabir, 2022). Technologies like smart 
factories, AI, machine learning, and cloud computing 
support industries in improving productivity, decision-
making, and automation. As cybersecurity threats grow, 
the need for advanced protection systems increases. 
Consumer demand for innovative and connected digital 
solutions further pushes companies to adopt cutting-
edge technology. 

Industry 5.0 introduces a human-centered 
approach to production, responding to the social and 
workforce impacts of automation. These technological 
changes significantly affect industries and society, 
including education, which has rapidly evolved, 
especially following the Covid-19 pandemic. Learning is 
no longer confined to time and place, allowing more 

flexible and accessible education. The integration of 
Information and Communication Technology (ICT) has 
become essential to overcoming challenges in the 
learning process (Putra et al., 2023). 

The digital era necessitates educational adaptation, 
enhancing student skills beyond cognitive aspects to 
address complex real-world challenges. Competency 
development is critical in this context, as students need 
various skills to thrive in the evolving landscape (Anita 
& Astuti, 2022). Education plays a key role in fostering 
human resource development, which is essential for 
national progress. Vocational education aims to prepare 
students for specific careers, but challenges remain, such 
as a high unemployment rate among graduates due to 
inadequate competencies (Handoyono & Purnomo, 
2020). Educational institutions, particularly vocational 
schools, must equip students with competitive skills for 
the global workforce (Firdaus & Anriani, 2022). 

The use of media in education is the responsibility 
of educators, who must select appropriate and effective 
tools for teaching. In today’s digital age, electronic 
media is increasingly prominent in the classroom, 
replacing traditional printed materials (Aldira Lubis et 
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al., 2024). The 2013 curriculum emphasizes learning 
experiences aligned with students' interests and talents, 
but many students still rely on printed materials, which 
can be costly compared to digital resources (Putra et al., 
2023). Engaging and diverse instructional methods are 
essential to combat student disengagement and improve 
learning outcomes (Wicaksana et al., 2020). Moreover, 
data from PISA shows Indonesia's relatively low literacy 
scores compared to other countries, highlighting the 
need for improvement in educational quality 
((Ramdhayani, 2023). 

The Indonesian Ministry of Health has responded 
to this need by initiating the development of the "Health 
Teaching Tools" to support educators in enhancing the 
quality of health education through the Merdeka 
Teaching Platform (PMM). This initiative allows 
teachers to access standardized, up-to-date educational 
resources officially provided by the Ministry. With 
easier access to these materials, teachers are expected to 
improve their competencies and the quality of health 
education delivered to students. 

Building upon the "Health Teaching Tools," this 
research introduces a dynamic health information 
system called "KesSekolah." Designed as an extension of 
the Ministry's initiative, "KesSekolah" focuses on a 
student-centered approach to health education. This 
system serves as a bridge between teachers and 
students, providing a more interactive and flexible 
learning experience. The key difference between "Health 
Teaching Tools" and "KesSekolah" lies in their approach: 
while the former is intended as a resource to support 
teachers in enhancing health education, "KesSekolah" 
creates a learning environment that allows students to 
easily access health information from their teachers. By 
utilizing both platforms together, it is expected that the 
school's health services can be significantly improved, 
and students’ health education experience will become 
more accessible and effective. 

In the "Health Teaching Tools," educators are given 
access to a variety of standardized and up-to-date health 
education materials. They can explore specific topics, 
deepen their knowledge, and enhance their skills in 
delivering the content to students. However, this is often 
not sufficient, particularly in the context of more flexible 
and interactive learning. This is why "KesSekolah" was 
designed specifically to help students acquire health 
knowledge directly from their teachers. 

"KesSekolah" offers flexible learning through a 
mobile-based application, making it easier for teachers, 
students, and school health officers to access the learning 
materials anytime and anywhere. This innovation in 
educational technology aims to reduce student illness 
rates early on and supports the government’s health 
programs. To achieve this objective, "KesSekolah" needs 
to implement the Software Development Life Cycle 

(SDLC) in its development process. SDLC has been 
around since the early days of computers, with ENIAC 
as one of its early foundations (Albhantany et al., 2022; 
Jeremi et al., 2019). As computer technology, 
development tools, and modern software development 
team management concepts have advanced, the 
practices and methods of the SDLC have continued to 
evolve (Pebriani et al., 2022; Rafly et al., 2021). These 
developments have resulted in new methods of software 
development. Although the approaches of these 
methods vary, the goal remains the same, which is to 
ensure that the software development process is 
effective and efficient (Gurung et al., 2020; Merdekawati 
& Rahayu, 2022). 

The Iterative Model is a method in SDLC that 
involves an iterative process. Each iteration phase 
produces a partial version of the software. In each cycle, 
the software is updated or given additional features 
based on user feedback (Amri & Aji, 2018; Pradana & 
Kuswinardi, 2020). This approach allows for incremental 
improvements and provides the flexibility to adapt to 
changes that occur more effectively (Popa et al., 2021; 
Wilson et al., 2023). The Iterative Model has the 
characteristics of flexibility and adaptability, which 
allows software development to be carried out 
continuously by making adjustments based on user 
feedback (Fauzi, 2018; Gupta et al., 2022). 

 

Method  
 

The Software Development Life Cycle (SDLC) 
method is a structured framework used to guide all 
stages of software development from start to finish. The 
main objective of this methodology is to ensure that the 
software development process is carried out in an 
effective and efficient manner (Yuangga & Agustina, 
2021). SDLC includes a number of stages, namely the 
planning stage, requirements analysis, system design, 
implementation, testing, and maintenance. 

 

 
Figure 1.  SDLC steps 
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Planning involves identifying resources, 
developing a project schedule, and defining the scope of 
work. In the requirements analysis phase, user needs 
and required features are explored. Design includes 
creating a system architecture model and detailed 
design. The implementation phase consists of software 
development. Testing is performed to evaluate the 
functionality and performance of the software. In the 
implementation phase, the software is used in a 
production environment. Maintenance includes fixing 
errors, updating, and improving overall performance 
(Hryhorivna et al., 2022). 

 

 
Figure 2. Iterative Model Diagram 

 
Software development using the Iterative Model 

begins with the requirements gathering phase as the 
initial step. This process marks the beginning of the first 
iteration in the development cycle, where analysis of the 
technical and non-technical needs of the software is 
carried out. In the initial iteration, the first version of the 
software product is developed through the design, 
implementation, and testing stages. After the initial 
version is launched, user feedback is collected and used 
to evaluate and improve the product in subsequent 
iterations, including adjustments based on new requests 
or needs. As the iteration progresses, missing 
functionality or features are improved or added based 
on user feedback. After the iteration is complete, the 
design, implementation, and testing stages are carried 

out again, and the latest version of the software is 
released to obtain feedback from users which will form 
the basis for the next iteration (Gupta et al., 2022). 

This study adopted a quantitative approach to 
evaluate the development and implementation of a 
school health information system known as 
"KesSekolah." The focus of this study was to assess the 
effectiveness of the system in supporting the 
implementation of the UKS program in schools in 
Serang City. Data were collected through distributing 
questionnaires to experts and analyzing system usage 
documentation. User Acceptance Testing (UAT) using a 
Likert scale was conducted to assess the satisfaction and 
effectiveness of the system from the user's perspective 
(Ciriello & Loss, 2022). The data obtained were then 
analyzed quantitatively to evaluate the extent to which 
the system met user expectations and identify areas that 
needed improvement. This method was designed to 
provide an in-depth understanding of the effectiveness 
of the system in managing data and improving the UKS 
program 
 

Result and Discussion 
 

The testing was conducted by three testers, who are 
experts. The testing process was carried out in a specially 
designed environment to ensure the accuracy and 
effectiveness of the tested product. 

 
Table 1. Testing Environment 
Tester/Examiner Test Device Testing Time 

Dr. Suhendar S.Pd., M.T. Mobile phone August 9, 2024 
Yuvita Oktarisa Ph.D Mobile phone September 3, 

2024 
Dr. Lukman 
Nulhakim, M.Pd 

Mobile phone September 13, 
2024 

 
There are two types of feasibility tests conducted, 

namely the feasibility test of learning media and the 
feasibility test of learning materials. Each type of 
feasibility test has different assessment aspects 
according to its focus and purpose. The feasibility test of 
learning media assesses the appearance, ease, reliability, 
and usefulness of the KesSekolah application as a means 
of delivering and receiving material, while the feasibility 
test of learning materials assesses the quality, suitability, 
and usefulness of the material being studied.  

The purpose of this test is to find the advantages 
and disadvantages of the application, so that 
improvements can be made before being applied in 
learning. Testing involves two types of feasibility tests, 
namely the feasibility test of learning media and the 
feasibility test of learning materials. Each test has 
different assessment aspects according to their 
respective focuses and purposes. The feasibility test of 
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learning media assesses the appearance, ease of use, 
reliability, and benefits of the KesSekolah application as 
a means of delivering and receiving material. On the 

other hand, the feasibility test of learning materials 
assesses the quality, suitability, and benefits of the 
material being studied. 

 

Table 2. Assessment of Learning Media Feasibility Test 
Assessment 
Aspects 

No Rated aspect Rating Scale 

1 2 3 4 5 

Appearance 1 How to present interesting material 0 0 0 1 2 
2 Layout arrangement is appropriate 0 0 0 1 2 
3 Selection of fonts makes it easy to read 0 0 0 1 2 
4 Font size is easy to read 0 0 0 0 3 
5 Text color is right so it is easy to read 0 0 0 0 3 
6 Choosing a suitable background 0 0 0 1 2 
7 Placement of images is good 0 0 0 1 2 
8 Image size is appropriate 0 0 0 1 2 
9 Image quality is good 0 0 0 1 2 
10 Relationship between illustrations, titles, and content of the material 

is appropriate 
0 0 0 1 2 

Convenience 11 Accessible at any time 0 0 0 1 2 
12 The features in this media are easy to use without the need for much 

explanation 
0 0 0 1 2 

13 Users can operate this media without difficulty 0 0 0 2 1 
14 Easy to operate and does not require much technical skill 0 0 0 1 2 
15 Navigation in this media is intuitive and easy to follow 0 0 0 2 1 
16 Can find the material or features I need in this media easily 0 0 0 1 2 
17 Easy to access 0 0 0 1 2 
18 Lightweight to run smoothly on mobile devices 0 0 0 0 3 

Reliability 19 Stable running 0 0 0 2 1 
20 Responds well 0 0 0 2 1 
21 Rarely experiences failure or disruption 0 0 0 1 2 
22 Can recover quickly if failure or disruption occurs 0 0 0 2 1 

Benefits 23 Increase learning motivation 0 0 0 0 3 
24 Stimulate interesting learning activities 0 0 0 0 3 
25 Make it easier for teachers to provide materials 0 0 0 0 3 
26 Make it easier for students to get materials 0 0 0 0 3 

 
Table 3. Assessment of the Feasibility Test of Learning Materials 
Assessment 
Aspects 

No Rated aspect Rating Scale 

1 2 3 4 5 

Quality 1 Accurate content 0 0 0 0 3 
2 Wide coverage of material 0 0 0 0 3 
3 Information in detailed material 0 0 0 1 2 
4 Selection of interesting material 0 0 0 0 3 
5 Use of clear language 0 0 0 1 2 
6 Students can study the material independently 0 0 0 1 2 

Compliance 7 Material in accordance with Core Competencies 0 0 0 1 2 
8 Material in accordance with Basic Competencies 0 0 0 1 2 
9 Material in accordance with learning objectives 0 0 0 1 2 
10 Suitability of material with health topics 0 0 0 2 1 
11 Suitability of material with student conditions and characteristics 0 0 0 2 1 
12 Suitability of material delivery with student development 0 0 0 2 1 

Benefits 13 Make it easier for students to understand material about health 0 0 0 0 3 
14 Clarify the delivery of information 0 0 0 0 3 
15 Support the learning process 0 0 0 1 2 

 
The table and diagram above show the examiner's 

response to each aspect. The responses given by the 
examiner are collected, so that the response data shows 
how many examiners choose a certain value. 

The response value data obtained is calculated to 
obtain the percentage of achievement. The calculation of 
the percentage of achievement involves calculating the 
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response value and the maximum value for each 
parameter. 

The response value is the result of the number of 
responses in each interval multiplied by the value in that 
interval. So it is formulated as follows (Formula 1). 

 
𝑅𝑒𝑠𝑝𝑜𝑛𝑠𝑒 𝑣𝑎𝑙𝑢𝑒 = (𝑆𝑡𝑟𝑜𝑛𝑔𝑙𝑦 𝐷𝑖𝑠𝑎𝑔𝑟𝑒𝑒 𝑅𝑒𝑠𝑝𝑜𝑛𝑠𝑒 × 1) +
(𝐷𝑖𝑠𝑎𝑔𝑟𝑒𝑒 𝑅𝑒𝑠𝑝𝑜𝑛𝑠𝑒 × 2) + (𝑁𝑒𝑢𝑡𝑟𝑎𝑙 𝑅𝑒𝑠𝑝𝑜𝑛𝑠𝑒 × 3) +
(𝐴𝑔𝑟𝑒𝑒 𝑅𝑒𝑠𝑝𝑜𝑛𝑠𝑒 × 4) + (𝑆𝑡𝑟𝑜𝑛𝑔𝑙𝑦 𝐴𝑔𝑟𝑒𝑒 𝑅𝑒𝑠𝑝𝑜𝑛𝑠𝑒 ×
5)         (1) 
 

The maximum value is the result of the number of 
responses multiplied by the maximum value, which is 5. 
So it is formulated as follows (Formula 2). 
 
𝑀𝑎𝑥𝑖𝑚𝑢𝑚 𝑉𝑎𝑙𝑢𝑒 = 𝑁𝑢𝑚𝑏𝑒𝑟 𝑜𝑓 𝑅𝑒𝑠𝑝𝑜𝑛𝑠𝑒𝑠 × 5   (2) 

 
The percentage of achievement is the ratio of the 

response value to the maximum value. So it is 
formulated as follows: 

 

𝑃𝑒𝑟𝑐𝑒𝑛𝑡𝑎𝑔𝑒 𝑜𝑓 𝐴𝑐ℎ𝑖𝑒𝑣𝑒𝑚𝑒𝑛𝑡 =
𝑅𝑒𝑠𝑝𝑜𝑛𝑠𝑒 𝑉𝑎𝑙𝑢𝑒

𝑀𝑎𝑥𝑖𝑚𝑢𝑚 𝑉𝑎𝑙𝑢𝑒
× 100%      (3) 

 
 

The percentage of achievement is interpreted 
descriptively, to see the feasibility of certain aspects and 
overall, based on the examiner's assessment. The 
following is an interpretation of the percentage of 
achievement. 
 
Table 4. Classification of Percentage of Achievement 
Percentage of Achievement Interpretation 

20% - 39,99% Very Unworthy 
40% - 59,99% Not worthy 
60% Undecided 
60,01% - 80% Worthy 
80,01% - 100% Very worthy 

 
The percentage of achievement is interpreted 

according to the table above, because it considers each 
value of the responses given. These values are then 
calculated to provide a descriptive interpretation of the 
level of eligibility. 

If all statements are answered with a Neutral 
response, then the percentage of achievement reaches 
60%, which indicates that the level of eligibility is in the 
Undecided category, because the assessment aspects 
have not been fully met. If the responses given range 
from Disagree to Strongly Disagree, the percentage of 
achievement will be below 60%, which is 59.99% or less, 
and this is interpreted as Not Eligible. If the examiner 
gives an Agree response to all statements, then the 
percentage of achievement will reach 80%, which 
indicates that the application is declared Eligible, 
because all aspects of the assessment have been met. 

Meanwhile, if the responses range from Agree to 
Strongly Agree, the percentage of achievement will be 
more than 80%, precisely 80.01% or more, which means 
the level of eligibility is Very Eligible. 

The following are the calculation results for 
Response Value, Maximum Value, Percentage of 
Achievement, and it’s Interpretation for each parameter: 

 

 
Figure 3. Percentage Diagram of Learning Media Feasibility 

Test Achievement 
 

 
Figure 4. Percentage Diagram of Learning Material Feasibility 

Test Achievement 

 
Table 5. Test Interpretation Results 
Eligibility Aspect Interpretation 

Learning Media Appearance Very Feasible 
Convenience Very Feasible 

Reliability Very Feasible 
Usefulness Very Feasible 

Learning 
Materials 

Quality Very Feasible 
Suitability Very Feasible 

Utility Very Feasible 

 
The results of the User Acceptance Testing (UAT) 

yielded very satisfactory outcomes. The health 
information system developed, known as KesSekolah, 
successfully met high standards and user expectations. 
The highest evaluation of the usefulness of the learning 
media, which was 100%, indicated that KesSekolah was 
very effective as a tool to support the learning process. 
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This score demonstrates that the system plays a 
significant role in supporting the School Medical (UKS) 
program, providing valuable tools for managing school 
health. 

Regarding system reliability, the test results 
showed a score of 88.33%, reflecting that users consider 
the system sufficiently reliable for daily use with 
minimal issues. This aspect of reliability is critical to 
ensure that the system functions consistently and 
efficiently in managing health data, which is vital for the 
success of the UKS program. 

The system's interface received a score of 94.67%, 
suggesting that its design meets aesthetic and usability 
standards, delivering a comfortable user experience. The 
ease of use also scored positively at 92.5%, indicating 
that users found the system user-friendly and easy to 
navigate, which is essential for ensuring smooth 
adoption by its target users. 

The quality of the learning materials was evaluated 
at 96.67%, indicating that they were considered of very 
high quality and useful to users. This confirms that the 
materials align with educational standards and 
contribute significantly to the health education process. 
The material relevance score was 90%, meaning the 
materials were generally relevant to educational needs 
in schools, although there is still room for improvement 
to better suit various educational contexts. 

Overall, this test indicates that the health 
information system developed has met excellent 
standards and does not require further improvements. 
The system effectively supports and enhances the UKS 
program at SMP Kota Serang, and it is hoped that it will 
provide significant benefits for both teachers and 
students while contributing to improving school health 
quality. The success of this system highlights the 
effectiveness of the development approach taken and 
the system's alignment with user needs. 

In the context of Industry 4.0 and the potential 
emergence of Industry 5.0, the advancements in digital 
technology that have played a critical role in developing 
systems like KesSekolah should be noted. Technological 
progress, especially in computing, has enabled faster 
and more complex data processing, which is essential for 
developing efficient systems for data management, such 
as this health information system (Afifulloh & Cahyanto, 
2021). Moreover, the rise of the cloud computing 
technologies has further supported the development of 
such digital solutions by providing real-time data access 
and scalable infrastructure without the need for 
substantial physical infrastructure (Lee & Shvetsova, 
2019). 

The ongoing digital transformation aligns with the 
goals of the UKS program, enabling a more integrated, 
data-driven approach to school health management. 
This transition reflects the broader societal changes 

prompted by the ongoing shifts in the global 
technological landscape, which aim to enhance 
productivity, efficiency, and the quality of life across 
various sectors, including education (Nurhayati et al., 
2019). The successful deployment of the KesSekolah 
system demonstrates the potential of digital 
technologies to improve education, particularly by 
providing flexible, efficient, and accessible tools that 
enhance learning and administration processes in 
schools. 

 

Conclusion  

 
Based on the results obtained, it is concluded that 

the health information system developed, "KesSekolah", 
has successfully met the eligibility according to learning 
media experts and learning material experts. This 
system shows very good quality in terms of learning 
media eligibility, reliability, appearance, and ease of use. 
The highest assessment on the usefulness of learning 
media, shows that this system is effective in supporting 
and improving the School Medical (UKS) program. With 
high scores on various aspects, including system 
reliability and ease of use, it is certain that this system is 
ready to be widely implemented to improve health 
management in schools. The implementation of this 
system is expected to provide significant benefits, both 
for teachers and students, and contribute to improving 
the quality of health in the school environment. 
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