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Abstract
The growth of the digital world brings positive and also negative influences in the society, For example, the
overwhelmed of uneducated material, provoking news, the contents teaches unhealthy behavior, or hoaxes. Most of
the people do not have abilities to recognize quality contents or well written contents. Those conditions are really
matter, in the 21st century, people must have digital literacy the competencies. In order that the societies will be
ready to deal with technology and to address the usefulness of digital content.
The community must act as a smart content consumer, and also as a good content producer, so that people have
ability to create good digital content and get the benefit of information. However, due to the lack of digital content
framework, people have difficulty assessing the quality of digital content, and it is difficult to create content with
good criteria. Therefore, it is important to create digital content standards that have a positive goal in the age of
technology.
To make digital content standards a digital content model was developed which was developed with Research and
Development methods, involved students and cyber society on the internet. The digital content framework contains
several elements, such as: pillar of social studies education, writing, knowledge, digital media, search engine
optimization, and digital copyrights, which will be published in User Generated Content Platform. Furthermore,
digital content model framework has been tested and has a useful principle that is used as a guidance for making high
quality digital content which considers the virtue of society and the art of state of information technology.
Keywords: digital society, media literacy, social sciences education, digital content model, user generated content
platforms, research and development methods
1. Introduction
1.1 Previous Digital Content Model
Rapid technological developments affect the way a person makes, presents, and gets information. Most people make
and launch digital information just digitizing, without considering other important factors. As a result, content with
low visibility, content that is not well written, and content that does not have a positive contribution to society or
content that is difficult to access because it does not meet the standards of information technology feasibility, is
alleged as a problem with the abundance of non-quality content.

Figure 1. Digital Content Creation
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The picture above shows that anyone can access the internet to create digital content, use traditional content as a
reference and package it using digital media, and release it on the internet, without understanding the quality of the
content used.
1.2 Disadvantage of Old Digital Content Model
Most digital content that exists today, does not heed intellectual property rights, does not include sources and
protection of intellectual property rights. Other things, improper writing, lack of understanding of digital technology,
and lack of media literacy, are causing the low quality of today's digital content. Content that is often found on the
internet does not all have good visibility, content is not easily identified by search engines such as Google. This is
because the digital content is only digitalization of traditional content, without applying the correct writing system
for search engines to recognize. Google Explorer Robot will map information on various websites in the virtual
universe. But low quality content cannot be recognized by the Google search engine.

Figure 2. Google Spider Mechanism to Identify Digital Content (1) Crawling (2) Indexing (3)Querying (4)Retrieving
Google had a number of mechanisms in its algorithms for indexing purposes whose purpose is to improve search
accuracy. Google uses a robot known as Googlebot (web spider) which is tasked with exploring every web page
without stopping. When entering keywords in the search box, the Google Algorithm will search for the most relevant
content on the Googlebot browsing index several considerations: web page titles, links, content renewal, page rank,
words on web content, word equivalence with keywords, mode spelling, quality of content.
1.3 The Virtue of Educative Digital Content Model
Basically the purpose of Social Studies Education (SSE), namely to foster students into citizens and community
members who know their rights and obligations, who also have responsibility for the broadest common welfare.
Because students who are nurtured through SSE not, only have high knowledge and thinking skills, but students are
expected to have a high awareness and responsibility for themselves and their environment. SSE is aimed at
educating good citizenship, namely fostering students to become citizens and citizens who know their rights and
obligations, who also have responsibility for the broadest common welfare. Because students who are trained
through social studies do not, only have high-level knowledge and thinking skills, but students are also expected to
have high awareness and responsibility for themselves and their environment. Social studies learning is not intended
to foster mental awareness of responsibility for his own rights, and obligations to society, nation, and state.
Integrating SSE into the Model Digital content is an attempt to apply the theories, concepts, and principles of social
science to examine experiences, events, symptoms, and social problems that actually occur in society so that it is able
to train the skills of students both their physical skills, and thinking abilities in critically assessing information, it
becomes digital literate.
The students as the part of the community must be able to involve themselves in people's lives both as citizens who
are aware of responsibility by displaying behavior, actions, and actions that are full of meaning for the common good.
In the end, they are expected to become competent citizens as a result of social studies.
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1.4 Hypotheses
Based on description of the identification of the above problems, there are no standards that can be used in making a
good digital content model as a reference in creating digital content that contributes to digital literacy, a digital
content model is needed to guide digital content that contributes positively to students and digital society, as well as
media literacy. This model will be implemented in the User Generated Content Platform (UGC), internet service to
empower online content media intended by system users. Based on formulation of the problems mentioned above, it
can be explained in general that the general objective in this study is to create, describe and analyze digital content
models that will use as a guide in creating digital content that contributes positively to students, and the digital
community, as well as media literacy The objectives of this study is modeling, describing and analyzing digital
content models in general today that are used as media in producing content as media literacy published on the User
Generated Content Platform. Furthermore, this research will describe and analyze the digital content models that can
educate students and communities within the scope of the study of Social Sciences Education.
2. Method
2.1 Research and Development Method
To create a digital content model, the Research and Development (R & D) educational research method was used
using the version proposed by Sugiyono (2013: 407). In this research, Research and Development is used to produce
digital content models charged with Social Sciences aimed to educate students in the 21st century also to educate the
digital community of digital literacy. Research that uses a research and development approach model approach is
intended to develop and validate educational products. This method divides the work step into ten stages, as shown in
the following picture:
Research &

Designed Product

Literature
Studies
Validate Design

Product Design
Product
Specification

Small Scale
Testing

Yes
Product

No

Disemination

Revision

Main Product
Testing

Figure 3. Step by step Research and Development Method (R & D) (Sugiyono, 2013)
An important instrument in research uses the R & D method, which is to develop research instruments used at each
stage of research. Many methods can be used in R & D research, such as: surveys, case studies, previous research
studies and formative evaluations, repeated field testing (Borg & Gall, 1983). Some instruments used in this study
includes: questions, interviews, and documentation.
2.2 Research Subjects, Stages and Population
Research on digital content models based on Social Sciences at the User generated Content Platform as a media
literacy to educate students and the digital community, used Research and Development methods. Research involved
audience subjects, categorized into three stages, namely observation, extensive research and research limited scale as
follows:
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2.2.1 Observation Stage
At this stage it is the initial stage of the Research and Development method that involves respondents with diverse
backgrounds namely educators, students in the school environment as well as students at higher levels as well as
digital communities or netizens, and 129 respondents collected. With a population of respondents, five educators, 33
students in the school environment, 50 students at a higher level and 42 netizens.
2.2.2 Validation Stage
Validation stage, it is the stage to validate the design, which is implemented using Focus Group Discussion, and the
results of the Questionnaire are included in relation to the model. Various findings were used to refine the model
being developed to then be brought into the FGD. This exploration is carried out in connection with the inductive
pattern used in this method, which is from a specific matter to a general matter. The model design will be refined
through focus group discussions (FGD) involving related experts to validate the design of digital content models.
The FGD involved several experts including information technology lecturers, social science education lecturers, and
Social Sciences teachers, information technology teachers. The participants are expected to improve the revised
learning design.
2.2.3 Small Scale Testing
The population scope for small scale testing used particular class which is initially limited to one particular
institution with two classes, university students with a population of 40 people. This subject is involved in research
in the research phase limited scale with Research and Development methods.
2.2.4 Main Scale Testing
Main Scale Testing involved161 respondents with a population of educators: Eight people, students: 28 people,
university students: 89 people and public, or netizens as many as 36 people. The characteristics of the population are
University students, junior high school students and netizens who contribute via the internet.
2.3 Digital Content Model
There are key components In the digital content model, such as: SEO Techniques, Writing Systems, Social Studies
Education Concept, Digital Media, Digital Copyright and Knowledge. Assessment of the feasibility of the model is
translated into a questionnaire using several types of scale, including: Likert Scale, Guttman Scale, and Rating Scale
for six components that are part of the digital content model. Furthermore, the results of data acquisition will be
analyzed using a statistical program.
This digital content will be distributed to User Generated Content Platforms, the creation must also follow the rules
of 'fit and proper Search Engine Optimization (SEO) parameters'. The dependence of digital content depends on and
is strongly influenced by the six main components of building digital content, namely: SEO, Writing Engineering,
Content based on Social Studies Education, Digital Media, Digital Copyright, and knowledge.

Figure 4. Digital Content Model Framework Based on Social Studies Education
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The content creation step begins by determining the three main components as the basis for the writing idea which
can be explained in a block diagram as follows:

Figure 5. Three main components in Digital Content Model
3. Results
The results of the digital content model will be used as guidelines in making digital content, and support digital
literacy. Digital content in general does not have digital content standards and guidelines, lack of benefit principles
and lack of understanding of technology. Therefore, in this study, a digital content model was created which is a
product of social science education published on the User Generated Content Platform.
This model received a positive response from the beginning of the introduction of the model, where in the limited
stage of research the respondent's attitude regarding the feasibility of the digital content model was mapped to a very
positive attitude category of 60% and a positive attitude of 40%. Where, there are 24 people who argue that the
digital content model is feasible and highly qualified as a digital content model to create useful content. Likewise,
there are 16 people who see it as a decent model. Whereas in the large scale test shows the attitude of respondents
regarding the feasibility of digital content models that are mapped to the category of very positive attitudes, which is
69. 57% and a positive attitude 30.43%. The composition of the respondents consisted of 112 people who argued that
the digital content model is feasible and highly qualified as a content model used to create useful content. Similarly,
there are 49 people who see it as a decent model.
Large-scale field testing is a broader product testing, involving students in school education, students in higher
education, educators, and society in general. This is intended to see how effective the design of digital content
models is, as well as the presentation so that based on the results of field tests, effective designs will be obtained,
both regarding substance and methodology.
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Figure 6. Scattered of audiences to use the digital content model based on three major skills

Figure 7. Digital Content Model Assessment form the Audiences Perspective
4. Discussion
The digital content model with the content of social science is a guideline in creating quality content that has never
before existed as a reference in creating digital content that takes into account writing, SEO criteria, forms of digital
media, copyright, knowledgeable content based on social science. The benefits of this content model can be used by
every level of society, educators as well as students and educating the public as well as educators and students
regarding digital literacy. Making the community, not just as consumers of digital content, but as critical
communities and producers or creators of quality digital content. For this reason, digital content models, and digital
content model modules will be published to reach more audiences and increase the availability of digital content
model learning. This step is the final stage of the final stage of the research that uses the Research and Development
model approach.
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