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ABSTRACT 

 
Sandi Rahasia means secret password, which is a learning media related to cryptology that can be 

used to teach linear function material. Sandi Rahasia can be a variation of learning mathematics. The 

objectives of this research are (1) to find out the implementation of Sandi Rahasia media in the 

learning process, (2) to know students' responses when using Sandi Rahasia media in learning, (3) to 

find out students' motivation after using Sandi Rahasia. This research uses the descriptive research 

method. The subjects in this study were 21 grade VIII students of SMPK Mardi Wiyata Malang. The 

techniques used are observation, questionnaires, interviews, and data analysis. By using Secret Codes, 

in the learning process, you can maintain continuous motivation to learn, to create a learning 

atmosphere that is more interesting, fun, and not boring. 
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INTRODUCTION 

Learning is the process of relating knowledge and forming the character of students. Hamalik, 

(2010) states that learning is a combination of human elements, materials, facilities, 

equipment, and procedures that influence each other to achieve goals. In learning, teachers 

sometimes need assistance facilities in conveying material to students. One of the aids that are 

often used is Learning Media. 

  

One function of the media is as a teaching aid (Ahmad et al., 2011). Media can make it 

easier for students to learn, provide concrete experiences, attract attention, activate students' 

senses, and generate world theory with reality. The use of instructional media must be varied, 

attract attention, be more fun, and be able to provide learning experiences so that students can 

grasp the subject matter easily (Primasari & Herlanti, 2014). An interesting learning indicator 

according to Mulianti, (2013) is learning to attract attention when students want to master 

knowledge. Learning with media that is new to students can attract attention and trigger 

students' curiosity. 

  

Based on The Minister of Education and Culture Regulation 2016 No 24 , function 

material is one of the mandatory materials taught to class VIII students at the junior high 

school level. Inquiry-learning model has been used by researchers in teaching linear function 

material. However, from the results of the exams that have been conducted, only 60% of 

students have passed. So, media can also be used by the teacher in teaching function material 

in Senior High School.  

 

According to Tafonao, (2018) Teacher should motivate students through the use of 

learning media. Motivation is the force that drives students to face all difficulties and 
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challenging situations (Gopalan dkk., 2017). An interesting learning media can improve 

students’ motivation. Making Secret Codes is very interesting for students who want to learn 

linear functions (Subanji, 2009). Previous studies have shown that the use of various learning 

media for linear function materials includes the use of Prezi (Rohiman & Anggoro, 2019), 

Geogebra (Suweken, 2013), Android-based media (Apsari & Rizki, 2018), and Puzzle (Ikhsan 

et al., 2020). The use of media that is similar to Secret Codes applied by Mubarok, (2019) in 

learning mathematical function material uses the term Modified Enigma Cryptographic 

Algorithm. 

  

Even though in this era of digitalization, the using of non-digital media is still relevant, 

the use of simple learning media can still be applied in learning mathematics. Therefore, the 

researcher wants to apply the use of Sandi Rahasia media based on PowerPoint to teach linear 

function material to 8th-grade students at SMPK Mardiwiyata Malang.  
 

METHOD 

This research is descriptive research with a qualitative approach. This research aims to make a 

description, a systematic or detailed description of the application of Secret Code media for 

learning Mathematics in Class VIII Functional Materials at SMPK Mardiwiyata Malang. Data 

were collected through interviews and questionnaires, which is a technique or method of 

collecting data indirectly (Sugiyono, 2013). Researchers used a questionnaire in the form of 

questions that were used to determine student responses to the use of Secret Code media in 

learning mathematics. The research subjects were 21 students of class 8C at SMPK 

Mardiwiyata Malang. The duration of the media implementation is 80 minutes or 2 hours of 

math lessons.  The collected data were analyzed using data reduction, data display, and 

verifying conclusion. 

 

 

RESULTS AND DISCUSSION 

Secret Codes are related to Cryptology (Subanji, 2009). Etymologically, cryptography comes 

from the Greek words, cryptos which means secret and graphien which means writing 

(Schneier, 1996). Meanwhile, based on terminology, cryptography is usually defined as the 

science of writing secret messages to hide the meaning of the message (Paar & Pelzl, 2009). 

The steps for making Secret Password or Sandi Rahasia refer to (Subanji, 2009) as follows 
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Meanwhile, in receiving the secret code and deciphering it, the step is almost the same as when 

sending messages. The difference is that when processing numbers, they are processed using 

the inverse of a linear function. In using the Secret Code, the message in the letters of the 

alphabet is changed to the twenty-six o'clock number. This is an implementation of the one-to-

one correspondence function. The only correspondence is defined as follows 

 

 

 

 

 

 

 

 

 

 

Figure 1. the twenty-six o'clock number 

 

The implementation of Sandi Rahasia in Learning 

 

Sandi Rahasia is a learning media for teaching linear functions to students. In learning, Sandi 

Rahasia is used when the teacher teaches material to students and as a motivational trigger for 

students. In this study, researchers used Sandi Rahasia media with Power Point. The form of 

the power point display that is displayed is as follows 

 

 
Figure 2. The display of Sandi Rahasia media 
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Figure 3. learning activity using Sandi Rahasia media 

 

 

The analysis of students’ responses about Sandi Rahasia 

As many as 19 out of 20 students admitted that this was their first time trying to use Sandi 

Rahasia. For students who answered no, more in-depth questions were asked 

 

Researcher : "Who invited you to try the Sandi Rahasia game?" 

Student  : "Teacher in elementary school, but I'm not really sure." 

 

Based on the questionnaire given to students, 66.7% of students were exposed to Secret 

Encryption media for the first time. As many as 33.3% of students found the Sandi Rahasia 

media interesting and 66.7% of students said that the media was quite interesting. 

As many as 37.5% of students stated that the Sandi Rahasia media was easy to understand, 

37.5% of students thought that the Sandi Rahasia media was quite easy to understand, and 

25% of students thought that the Sandi Rahasia media was difficult to understand.  

 

Based on the Daily Assessment score, 40% of the students in the class lacked 

knowledge of linear functions, and only 3 of these students considered the Secret Code media 

difficult to understand. The use of secret codes increases the motivation of 100% of students 

to take the next math lesson. This is in line with the opinion Subanji, (2009) that the use of 

Sandi Rahasia learning media is very attractive for students who want to learn function 

material.  

 

Students also gave several responses regarding the use of Sandi Rahasia media as 

follows   

 

Table 1. Student’s responses regarding the implementation of Sandi Rahasia 

1. Can be used for games in class so we don't get bored 

2. it's better to use a more complex password 

3.  Learning can be so much fun with this 

4.  interesting and exciting 

5. We can use Sandi Rahasia again in the class to avoid boredom 

 

Based on the table above it is clear that students are more enthusiastic about learning and 
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very enthusiastic about using Sandi Rahasia learning media. The advantages of using Sandi 

Rahasia media in the class are students are challenged to complete tasks and read all 

messages that have been sent by their peers through the Sandi Rahasia. In the end, they can 

better remember the subject matter that has been given after applying the concept of one-to-

one functions through the Sandi Rahasia media. 

 

CONCLUSION 

Sandi Rahasia or Secret Password is a media related to Cryptology mathematically and can be 
used to teach linear function material to students. The use of Sandi Rahasia media uses the 
twenty-six o'clock number. By using the Sandi Rahasia learning media, students' learning 
motivation can be maintained on an ongoing basis, so as to create a learning atmosphere that 
supports students' interest in learning. By using Sandi Rahasia media, students' interest and 
motivation in learning increase, and it also makes it easier for students to understand the 
material provided by the teacher. In this case, it can be concluded that the learning media for 
Sandi Rahasia is considered interesting and fun for students, makes students comfortable with 
the activities they are doing, so that students become more active in learning and are more 
motivated to take part in further learning. This study has drawbacks, namely, the time for 
using the media is limited so that it is less than optimal and there are no pre-tests and post-
tests so what is observed is only the implementation of learning using Sandi Rahasia and 
student responses. 
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