
  

  

Abstract—After the pandemic, teachers attempted various 

learning media and learning methods to facilitate learning in 

the Social Studies subject so that students were motivated and 

had good learning outcomes. This research aimed to determine 

the effectiveness of learning outcomes using collaborative 

learning implemented with audiovisual media in Social Studies 

to find differences in learning motivation. The method used in 

this research is a quasi-quantitative experiment. The research 

was conducted on 40 junior high school students in the Social 

Studies subject. Both classes will participate in learning with the 

help of audiovisual media. Then the control class will continue 

the material conventionally, while the experimental class will 

continue learning with collaborative learning. After the 

experiment was carried out, namely collaborative learning, 

both classes took part in the post-test based on the material that 

had been taught. Based on the T-test results, the two groups 

significantly differed in learning outcomes (Sig <0.05). The 

experimental class has better learning outcomes than the 

control class. Then the learning motivation questionnaire 

concluded that the two groups had significant differences in 

learning motivation (Sig <0.05). From the questionnaire result, 

it can be concluded that the experimental class has an average 

learning motivation that is higher when compared to the control 

class.  

 

Index Terms—Audiovisual media, collaborative learning, 

quantitative-quasi-experimental, t-test   

 

I. INTRODUCTION 

For decades, learning with audio-visual media has become 

an attraction at various levels of education, including during 

the pandemic and the transition after the pandemic. When 

learners use technology, learners have the opportunity to get 

a more precise illustration of the learning material [1]. 

Audio-visual media has a function to communicate 

information more efficiently because it can transmit 

information in the form of images clearly, like in the real 

world [2]. For example, in History subjects, students often 

have difficulty in understanding materials, so it is helped by 

the existence of audio-visual media to provide an overview of 

events following the learning context. One of the materials on 

the History of Indonesia is the Efforts to Defend the 

Independence of the Republic of Indonesia. This material is 

essential for students to understand because it relates to  
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Indonesia’s struggle for independence. Therefore, 

usingaudio-visual media can provide a clear picture so that 

students can construct the proper understanding because 

audio-visual media provides space for students to participate 

in class. After all, students more easily understand the 

learning context [3].  

The use of audio-visual media is also considered more 

effective in transferring knowledge because the availability 

of devices is currently adequate [4]. In addition, audio-visual 

media is considered to increase student motivation and 

interest in learning [5]. Currently, access to audio-visual 

media is more accessible due to the emergence of various 

platforms that provide movies or short videos, such as Netflix, 

Disney Hotstar, and others. Therefore, teachers as learning 

facilitators can choose teaching materials which is suitable 

for the learning context. Using audio-visual media in the 

classroom can improve students' skills in managing 

information when combined with analysis after learning 

audio-visual media [6, 7]. 

Learning with audio-visual media also has disadvantages, 

such as students tend to be passive because they only play a 

role as spectators [8]. In addition, the proportion of time that 

is quite long is not proportional to the learning outcomes 

because the available audio-visual media is only able to 

accommodate some essential aspects of learning [9]. This 

condition makes using audio-visual media unable to support 

the interest in learning. In other words, audio-visual media 

cannot describe objective reality or measure knowledge 

optimally [10]. 

The long duration of audio-visual media makes it difficult 

for students to ask questions or discuss learning topics. This 

results in difficulties in being actively involved in 

understanding the learning content [10]. Based on Edgar 

Dale's learning pyramid regarding understanding states that 

students will be better able to understand learning if learning 

accommodates students to apply theory [11]. The limited 

scope of the use of audio-visual media also often makes the 

use of audio-visual media cannot be an adequate learning 

resource. Hence, students' understanding becomes less 

comprehensive [12]. 

Therefore, to maximize the use of audio-visual media in 

learning, collaborative learning can complement the 

shortcomings of using audio-visual media [13]. This 

combination can improve student learning outcomes. After 

all, students can share knowledge and skills [14]. 

Furthermore, through collaborative learning, students can 

also identify errors in their understanding through group 

discussions [15]. 

In addition, in collaborative learning, students' 
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engagement and motivation in learning can increase [15]. 

This is because students can be responsible for understanding 

their group mates, which ultimately impacts the learning 

process. In collaborative learning, students can also explore a 

more deeply related topic so that it can improve their 

understanding of the learning material. When discussing, 

students can ask the teacher if they have difficulties. This can 

impact students' understanding of learning so that students 

can have better engagement in learning.  

Furthermore, collaborating between students can affect 

students' connection and cooperation skills [15]. This is 

because students can be responsible for understanding their 

group mates, which ultimately impacts the learning process. 

In collaborative learning, students can also explore a more 

deeply related topic so that it can improve their understanding 

of the learning material. When discussing, students can ask 

the teacher if they have difficulties. This can impact students' 

understanding of learning so that students can have better 

engagement in learning.  

Based on the background described, this research will use 

collaborative learning assisted by audio-visual media to see 

the impact on learning outcomes and student motivation. 

During the learning activity, students will learn through 

audio-visual media, then students will be given questions to 

discuss with the group. In the discussion, students can add 

points that enrich their discussion results and are still related 

to the learning topic. 

Therefore, to evaluate the impact of collaborative learning 

with audio-visual media, the problem formulation of this 

research is as follows: 

1) Is there a significant difference in learning outcomes 

between students who learn with collaborative learning 

assisted by audio-visual media and students who learn 

with audio-visual media assistance without 

collaboration? 

2)  Is there a significant difference in motivation between 

students who learn with collaborative learning assisted 

by audio-visual media and students who learn with 

audio-visual media assistance without collaboration? 

 

II. LITERATURE REVIEW 

A. Collaborative Learning 

Collaborative learning is a learning approach that involves 

students in groups to solve problems, complete assignments, 

or create work. [16]. Collaborative learning is carried out 

with the aim of building students' understanding cognitively, 

socially, and also in terms of motivation [17]. Some features 

that can be accommodated in collaborative learning are (1) 

the use of online tools to provide instructions to students, (2) 

interaction and communication between students and 

teachers, and (3) cooperation as an approach to solving 

problems [18]. 

Then in terms of benefits, collaborative learning provides 

several social, psychological, and academic benefits [19]. It 

is further explained that the social benefits include students 

building support among each other and working work 

together despite having different backgrounds. In other 

words, collaborative learning can provide a positive 

atmosphere in building cooperation and learning 

communities [19]. While from the psychological side, 

collaborative learning is considered to increase students' 

confidence and reduce worries [19]. This is because, in 

collaborative learning, students feel that they can share the 

burden when working on tasks, making it easier to 

understand the learning context. In addition, collaborative 

learning is also proven to encourage students to show a 

positive attitude toward friends and teachers [15]. 

In terms of academics, collaborative learning has been 

shown to improve critical thinking skills [19]. This happens 

because, in collaborative learning, students have the space to 

hold question-and-answer sessions to build understanding. 

This makes students' overall learning outcomes can improve, 

and students' problem-solving skills can develop better. 

Some types of collaborative learning are group discussion, 

peer teaching, or collaborative project work [20]. 

Collaborative learning also has several models, such as the 

jigsaw model, think-pair-share model, peer teaching model, 

group investigating model, and other models. In this study, 

the model that will be used is a model consisting of (1) the 

engagement phase, (2) the exploration phase, (3) the 

transformation phase, (4) the presentation phase, and (5) the 

reflection phase [21]. 

In the engagement phase, the teacher’s task is to (1) 

connect the material with relevant things, (2) encourage 

students to make hypotheses and predictions, (3) provide 

structured resources, (4) demonstrate new skills, (5) 

encourage students’ questions and interest. Furthermore, in 

this phase showing videos or organizing short trips can be 

used as learning activities to be more interested in learning. 

[22].  

Then in the exploration phase, students are responsible for 

contributing to learning. In this phase, the teacher's duties are 

(1) to provide time for students to be able to discuss, (2) to 

provide direction through open-ended questions, (3) to 

supervise the discussion without interrupting, (4) to reflect on 

students' understanding in groups [22].  

Meanwhile, in the transformation phase, teachers need to 

ensure the challenges faced by students in groups. In addition, 

in this phase, it is necessary to ensure that the objectives and 

directions are clear. Equally important is that students need to 

understand that they are working with information, not just 

copying existing information, so that their level of thinking is 

used to make syntheses, generalizations, and hypotheses. In 

this phase, the teacher also each group's progress group [22]. 

In the presentation phase, several presentation models can 

be used. In this phase, the teacher needs to provide 

opportunities and encouragement for each group to convey 

the results of their discussion in front of the class. In this 

phase, each group also needs to develop skills in writing, 

designing and layout, editing, public speaking, and 

multimedia. In addition, in this session, students can conduct 

a question-and-answer session and evaluate their work [22]. 

The teacher can provide a reflection bar as a checklist or 

open-ended questions in the final reflection phase. In this 

phase, the teacher can look back at the learning process and 

encourage students to evaluate their progress or things that 

can be improved [22].  

B. Audio-visual Media 

Audio-visual learning media is a technology that shows 
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images and sounds for learning purposes [23]. Audio-visual 

media has several types, namely (1) computers, (2) visual 

media, (3) sound and media, (4) video, and (5) social media 

or audio-visual platforms [1]. Using audio-visual media in 

learning can stimulate students' hearing and vision to increase 

their understanding and memory of the material studied [6]. 

In addition, audio-visual media also expands the experience, 

incredibly if the experience is challenging to obtain in actual 

conditions [24].  

 

 
Fig. 1. Collaborative learning phases. 

 

Then the use of audio visuals in learning is considered to 

encourage student participation in learning and provide a 

stimulus so that students have an interest in learning [25]. The 

use of audio-visual media is also still relevant because 

various digital platforms are currently easy to use in learning. 

The use of digital platforms in learning shows an increase in 

students' skills, competencies, and literacy [26]. 

In this study, the audio-visual media used is a movie that 

will be taken from one of the digital platforms. Students will 

watch together but can still access the movie at home if they 

subscribe to the digital platform. 

C. ARCS Motivation 

ARCS motivation is a theory developed by John Keller as 

a model based on motivation theory that aims to stimulate 

student motivation to learn [27]. Furthermore, Keller 

explains four factors in learning motivation that can provide a 

stimulus to interest in learning, namely (1) attention, (2) 

relevance, (3) confidence, and (4) satisfaction [28]. Attention 

relates to activities that capture student interest and 

encourage curiosity to learn. While relevance is related to 

meeting student needs that impact positive behavior. 

Confidence means students' confidence in success in learning. 

The last thing is satisfaction related to the feelings that arise 

from achievement, both internally and externally [28]. 

ARCS motivation theory is considered relevant to be 

measured in learning with audio-visual media to evaluate the 

basis of students' understanding and interest in learning [29]. 

Furthermore, ARCS motivation theory is considered to 

measure variables related to learning, namely (1) learning 

interest, (2) learning methods, (3) student behavior, and (4) 

student satisfaction [30]. Therefore, in this study, in addition 

to measuring student learning outcomes, variables related to 

learning will also be measured and based on ARCS 

motivation theory. 

 

III. METHODOLOGY 

This research uses a quantitative-quasi-experimental 

method. In this study, both classes will follow an introduction 

to the material at the beginning with an explanation from the 

teacher, then a pretest will be conducted to measure the 

ability of all students. After that, the control and experimental 

classes will follow audio-visual media-assisted learning. 

Then the experimental class will continue with collaborative 

learning. Meanwhile, the control class will continue the 

material by listening to the teacher's explanation without 

collaborative learning. The learning phases in collaborative 

learning used to consist of (1) engagement, (2) exploration, (3) 

transformation, (4) presentation, and (5) reflection.  

After that, at the end of the lesson, both classes will take a 

post-test and be given a questionnaire in the form of learning 

motivation based on ARCS motivation [28]. The motivation 

questionnaire uses Susanti’s 36 statement items [32]. The 

subject of this study is one of the junior high schools in 

Malang City, Indonesia. The total population was 40 students. 

The experimental class consists of 20 students, while the 

control class is 20. The following is the flow of the research. 

 
Fig. 2. Experiment procedure. 

 

IV. RESULT 

Before the experiment, the control and experimental 

classes were given a pretest to measure the initial ability of 

both classes. Based on the Kolmogorov Smirnov Normality 

Test of the pretest results (Table I), it was found that both 

groups were normally distributed (Sig>0.05). Also, the data 

came from a homogeneous population (Sig>0.05). Then, 

based on the T-test results, it was statistically found that the 

two groups did not significantly differ in the initial material 

taught (Sig>0.05). 

 
TABLE I: T-TEST RESULT OF PRE TEST 

Variable Group N Mean S.D t Sig. 

Pretest Control 

Experiment 

20 

20 

90.35 

90.25 

 

7.58999 

6.85853 

0.044 

 

0.965 

 

 

The mean for the control class is 90.35 with a standard 

deviation of 7.58999, while for the experimental class is 

90.25 with a standard deviation of 6.85853. Therefore, the 

experiment can be continued to test the differences in 

learning outcomes and learning motivation if collaborative 

learning is applied in the experimental class. 

After the experiment, namely collaborative learning, both 
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classes took a post-test based on the material taught in both 

the experimental and control classes. Based on the 

Kolmogorov-Smirnov Normality Test of the post-test results, 

it was found that both groups were normally distributed 

(Sig>0.05). Also, the data came from a homogeneous 

population (Sig>0.,05).  

Then based on T-test results, the T-test found that the two 

groups had a statistically significant difference in learning 

outcomes (Sig<0.05). Therefore, there is a significant 

difference in learning outcomes between classes taught with 

collaborative learning and classes taught without 

collaborative learning, even though both classes use 

audio-visual media (see Table II). 

 
TABLE II: T-TEST RESULT OF POST TEST 

Variable Group N Mean S.D t Sig. 

Post-test Control 

Experiment 

20 

20 

79.45 

89.10 

 

9.48947 

9.66219 
−4.118 

 

0.000 

 

 

Then in the experiment to measure learning motivation, a 

learning motivation questionnaire was given to the 

experimental and control classes after attending the lesson. 

Based on the Kolmogorov-Smirnov Normality Test of 

learning motivation, it was found that both groups were 

normally distributed (Sig>0.05). Also, the data came from a 

homogeneous population (Sig>0.05). Based on the mean 

value, it was found that the experimental class had 

significantly better learning motivation than the control class 

(t=-5.217, Sig<0.05) (see Table III). 

 
TABLE III: T-TEST RESULT OF LEARNING MOTIVATION 

Variable Group N Mean S.D t Sig. 

Learning 

Motivation 

Control 

Experiment 

20 

20 

3.5120 

4.2745 

0.53072 

0.38161 
−5.217 

 

0.000 

 

Therefore, there is difference in learning motivation 

between classes taught with collaborative learning and 

classes taught without collaborative learning. However, both 

classes use audio-visual media in the learning process. 

 

V. DISCUSSION 

This research uses collaborative learning as a learning 

strategy that is implemented in the field of Social Studies, 

especially the material of Efforts to Defend the Independence 

of the Republic of Indonesia. Collaborative learning is used 

because it can allow students to participate and take 

responsibility in small group activities by analysing, 

providing ideas, and discussing [33]). In this experiment, 

collaborative learning was conducted in 5 stages, namely (1) 

engagement, (2) exploration, (3) transformation, (4) 

presentation, and (5) reflection. 

In the engagement stage, students are given questions based 

on audio-visual media content. Then in the exploration stage, 

learners and groups conduct discussions and analysis to 

answer the questions. Then in the transformation stage, 

learners and groups begin to design and compile answers into 

an attractive display in the form of visual media with Canva. 

After completion, learners enter the fourth phase to present 

to the class and conduct questions and answers. After all, 

groups have presented the discussion results; learners write a 

reflection on learning related to the content and the skills 

gained. In addition, in this stage, students assess learning 

based on the learning motivation questionnaire.  

This study aims to determine the differences in learning 

outcomes and motivation between classes treated with 

collaborative and conventional learning after getting material 

from audio-visual media. 

After conducting the research in accordance with the 

research design, it was concluded that the learning outcomes 

of students taught with collaborative learning were higher 

when compared to the learning outcomes of students taught 

with conventional methods.  

Based on the Mean results, it was found that the 

experimental class had significantly better learning outcomes 

than the control class. The control class has a Mean of 79.45, 

while the experimental class has a Mean of 89.10. This is in 

accordance with the research concluding that the 

collaborative learning model implemented with other media 

is effectively applied to obtain better cognitive, affective, and 

psychomotor learning outcomes [34]. 

In addition, collaborative learning can also improve student 

learning outcomes both in cycle I and cycle II from research 

conducted on science learning research [35]. In line with this 

research, in research on elementary school students, it was 

found that collaborative learning has a positive and 

significant effect on student learning outcomes [36]. Students 

can construct their understanding through discussion and 

exchange of ideas among friends [19].  

In learning, motivation supports students' learning 

outcomes [37]. Therefore, this study also aims to see the 

significance of differences in learning motivation between 

classes taught with collaborative learning and conventional 

methods. 

 Based on data collection with the ARCS learning 

motivation questionnaire instrument, it is concluded that the 

learning motivation of students taught with collaborative 

learning is higher when compared to conventional methods. 

In addition, based on the Mean results, it is also significant 

that the experimental class gets significantly better learning 

motivation than the control class. The control class has a 

Mean of 3.5120, while the experimental class has a Mean of 

4.2745. The results of this study are also supported by 

previous research conducted in the United States, which 

states that collaborative learning has a positive effect on 

learning outcomes [38]. In addition, in English lessons in 

Korea, collaborative learning is proven to strengthen learning 

motivation [39]. 

This is also because collaborative learning provides 

interactions that can increase the motivation to understand 

concepts and content [40]. ARCS motivation consists of 

Attention, Relevance, Confidence, and Satisfaction. 

Attention is related to the learner's interest. Relevance relates 

to the relationship between learning content and learners' 

actual condition. Meanwhile, confidence relates to the belief 

of the learners to be able to achieve success in learning. The 

last component is satisfaction, where the learners feel happy 

and encouraged because they succeeded in following the 

learning well. Therefore, in this study, the stages of 

collaborative learning can influence students' learning 

motivation. 

International Journal of Social Science and Humanity, Vol. 13, No. 6, December 2023

383



  

CONFLICT OF INTEREST 

The authors declare no conflict of interest. 

AUTHOR CONTRIBUTIONS 

Karunia Tiara Vani contributed on conducting the 

instructional design and the experiment. Saida Ulfa 

contributed on verifying the data and methods. Dedi 

Kuswandi contributed on verifying the results and 

discussions; all authors had approved the final version. 

ACKNOWLEDGMENT 

The authors were supported by the Education Financing 

Service Center (Pusat Layanan Pembiayaan Pendidikan – 

PUSLAPDIK), Center for Higher Education Funding (BPPT), 

and the Education Fund Management Institute (Lembaga 

Pengelola Dana Pendidikan – LPDP) Republik Indonesia. 

REFERENCES 

[1] C. Nicolaou, M. Matsiola, and G. Kalliris, “Education sciences 

technology-enhanced learning and teaching methodologies through 

audiovisual media,” Education Sciences, no. 1992, 2019. 

[2] C. Nicolaou, “Audiovisual media communications in adult education : 

The case of cyprus and greece of adults as adult learners,” European 

Journal of Investigation in Health, Psychology and Education, pp. 

967–994, 2020. 

[3] D. M. Sukma, “The effect of audio-visual media on the students’ 

participation in english classroom,” Pancaran Pendidikan, vol. 7, no. 1, 

pp. 11–22, 2018. 

[4] N. Nuramalia, I. L. Maria, N. Jafar, and A. Syam, “Effectiveness of 

audiovisual media intervention aku bangga aku tahu on knowledge in 

practices in prevention of human immunodeficiency virus and acquired 

Immune deficiency syndrome transmission in adolescents,” Open 

Access Macedonian Journal of Medical Sciences, vol. 8, pp. 51–54, 

2020. 

[5] D. I. Purwaningsih, “Improving students’ writing skills through the 

application of synectic model of teaching using audiovisual media,” 

English Language Teaching Educational Journal, vol. 1, no. 3, pp. 

176–190, 2018. 

[6] N. Marlena, R. Dwijayanti, and I. Widayati, “Is audio visual media 

effective for learning ?,” in Proc. 1st International Conference on 

Education Social Sciences and Humanitiesvol, vol. 335, pp. 260–264, 

2019. 

[7] R. Shafira and N. Rosita, “Perception on the use of audio visual 

materials in learning English at senior high school,” Journal of English 

language Teaching Students, vol. 11, no. 3, pp. 216–229, 2022. 

[8] A. Omariba, “Learning in public primary teacher training colleges in 

kenya,” Educational Planning, vol. 10, no. 1, pp. 155–174, 2022. 

[9] M. Mukaramah and R. Kustina, “Menganalisis kelebihan dan 

kekurangan model discovery learning berbasis audiovisual dalam 

pelajaran bahasa Indonesia,” Jurnal Ilmiah Mahasiswa Pendidikan, 

vol. 1, no. 1, 2020. 

[10] R. Husmiati, “Kelebihan dan kelemahan media film sebagai media 

pembelajaran sejarah,” J. Sej. Lontar, vol. 7, no. 2, pp. 61–72, 2010. 

[11] K. Masters and K. E. N. Masters, “Edgar dale’s pyramid of learning in 

medical education : A literature review edgar dale’s pyramid of 

learning in medical education : A literature review,” Medical Teacher, 

pp. e1584–e1593, 2013. 

[12] M. Şahin, S. Şule, and Y. E. Seçer, “Challenges of using audio-visual 

aids as warm-up activity in teaching aviation English,” Educational 

Research and Reviews, vol. 11, no. 8, pp. 860–866, 2016. 

[13] B. Gan, T. Menkhoff, and R. Smith, “Computers in human behavior 

enhancing students’ learning process through interactive digital media : 

New opportunities for collaborative learning,” Comput. Human Behav., 

vol. 12, 2015. 

[14] A. Nevgi, P. Virtanen, and H. Niemi, “In technology-based 

environments,”  Learning and Instruction, vol. 37, no. 6, 2006. 

[15] S. Ghavifekr, “Collaborative learning: A key to enhance students’ 

social interaction,” Malaysian Online Journal of Educational Sciences, 

vol. 8, no. October, pp. 9–21, 2020. 

[16] C. F. Fang and L. C. Sing, “Knowledge-based systems collaborative 

learning using service-oriented architecture: A framework design,” 

Knowledge-Based Syst., vol. 22, no. 4, pp. 271–274, 2009. 

[17] H. Meijer, R. Hoekstra, J. Brouwer, and J. Strijbos, “Assessment and 

evaluation in higher education unfolding collaborative learning 

assessment literacy: A reflection on current assessment methods in 

higher education Unfolding collaborative learning assessment literacy : 

a,” Assess. Eval. High. Educ., vol. 45, no. 8, pp. 1222–1240, 2020. 

[18] O. Akhrif, C. Benfares, E. I. Younes, and H. Nabil, “Smart 

collaborative learning,” vol. 6, no. 2, pp. 52–66, 2019. 

[19] M. Laal and S. Mohammad, “Benefits of collaborative learning,” 

Procedia-Social and Behavioral Sciencesvol, vol. 31, no. 2011, pp. 

486–490, 2012. 

[20] H. Suh, “Collaborative learning models and support technologies in the 

future classroom,” International Journal for Educational Media and 

Technology, vol. 5, no. 1, pp. 50–61, 2011. 

[21] J. Reid, P. Forrestal, and J. Cook, Small Group Learning in the 

Classroom, Portsmouth: NH: Heinemann, 1989. 

[22] J. A. Reid, B. Green, and R. English, Managing Small-Group Learning, 

no. 2, 2002. 

[23] R. Fuady and A. A. Mutalib, “Audio-visual media in learning,” Journal 

of K6 Education and Management, pp. 1–6, 2017. 

[24] D. Ashaver and S. M. Igyuve, “The use of audio-visual materials in the 

teaching and learning processes in colleges of education in benue 

state-nigeria,” IOSR Journal of Research & Method in Education, vol. 

1, no. 6, pp. 44–55, 2013. 

[25] S. Yuksel and E. Secer, “Investigating the effect of audio visual 

materials as warm-up activity in aviation English courses on students’ 

motivation and participation at high investigating the effect of audio 

visual materials as warm-up activity in Aviation English courses on 

students’ motivation and participation at high school level,” 

Procedia-Social and Behavioral Sciences, vol. 199, 2016. 

[26] H. M. Alakrash, N. A. Razak, and P. Krish, “The application of digital 

platforms in learning English language,” International Journal of 

Information and Education Technology, vol. 12, no. 9, pp. 899–904, 

2022. 

[27] Y. Chang, “Applying the ARCS motivation theory for the assessment 

of AR digital media design learning effectiveness,” Sustainability, vol. 

13, no. 21, 2021. 

[28] J. M. Keller, Motivational Design for Learning and Performance, 

Springer Science and Business Media, 2010. 

[29] M. Li and Y. Ren, “A multimedia teaching model for ‘sports statistics’ 

based on ARCS motivation theory State of the art,” International 

Journal of Emerging Technologies in Learning, vol. 13, no. 9, pp. 

15–28, 2018. 

[30] Y. Chang, K. Hu, C. Chiang, and A. Lugmayr, “Applying mobile 

augmented reality (AR) to teach interior design students in layout plans: 

Evaluation of learning E ff ectiveness based on the ARCS model,” 

Sensors, vol. 20, no. 1, 2019. 

[31] M. Gall, W. Borg, and JP Gall, Educational Research: An Introduction, 

Longman Publishing, 1996. 

[32] S. L. Susanti, Strategi Pembelajaran Berbasis Motivasi, Elex Media 

Komputindo, 2020. 

[33] L. S. T. Salamanca, Project-based Learning: Cooperation and 

Collaboration to Enhance oral Communication., 2020. 

[34] A. Dermawan, “Keefektifan collaborative learning berbasis quiz 

edutainment terhadap ketuntasan hasil belajar,” Chem. Educ., vol. 3, no. 

2252, 2014. 

[35] E. N. Inah and U. A. Pertiwi, “Penerapan collaborative learning 

melalui permainan mencari gambar untuk meningkatkan hasil belajar 

ipa kelas v di sdn tabanggele kecamatan anggalomoare kabupaten 

konawe,” J. Al-Ta’Dib, vol. 10, no. 1, pp. 19–36, 2017. 

[36] I. D. Primadiati and D. Djukri, “Pengaruh model collaborative 

Learning terhadap peningkatan motivasi dan hasil belajar IPA siswa 

kelas IV SD the effects of collaborative learning model on the Increase 

of student’s motivation and achievement of the fourth grade of 

elementary school,” Jurnal Prima Edukasia, vol. 5, no. 1, pp. 47–57, 

2017. 

[37] J. Athman and M. C. Monroe, “The effects of education on students’ 

achievement Motivation,” J. Interpret. Res., pp. 9–25, 2004. 

[38] C. N. Loes, “The effect of collaborative learning on academic 

motivation,” Teaching and Learning Inquiry, vol. 10, 2013. 

[39] H. Jeong, C. E. H. Silver, and K. Jo, “Ten years of computer-Supported 

collaborative learning: A meta- analysis of CSCL in STEM education 

during 2005–2014,” Educ. Res. Rev., vol. 28, 2019. 

[40] P. Dillenbourg and D. Traum, “ Persistence and grounding in 

multimodal collaborative problem solving,” Journal of the Learning 

Sharing Solutions, pp. 37–41, 2009. 

 

Copyright © 2023 by the authors. This is an open access article distributed 

under the Creative Commons Attribution License which permits unrestricted 

use, distribution, and reproduction in any medium, provided the original 

work is properly cited (CC BY 4.0). 

International Journal of Social Science and Humanity, Vol. 13, No. 6, December 2023

384

https://creativecommons.org/licenses/by/4.0/



