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ABSTRACT 
 
 
 
 
A large body of literature has discussed the benefits and the shortcomings of the use of 
games in education.  Studies  in  this  area  of  inquiry  have  indicated  that  games  are  not  
significantly correlated to student academic performance. Rather, they facilitate knowledge 
acquisition and sharing among students. However, implications from existing literature on 
the use of games in education suggest that futher research needs to be done to explore 
how games are used to enhance students’ social and problem-solving skills. This study 
attempts to investigate the kinds of game platforms that are the most suitable to encourage 
collaborative learning, the kinds of learning models for collaborative learning with games, 
and students’ perception of the games and the use of games for collaborative learning. In this 
study, we will design and create game prototypes. Embedded in these prototypes are 
knowledge sharing templates that students will use to construct knowledge of various 
subject matters through collaborative activities. Participation of each team member to seek 
information and create questions for group problem-solving and discussions will encourage 
active learning. In this collaborative activities, individual’s perspectives are paramount in 
constructing knowledge and later in understanding the subject contents better. To address the 
research questions in this study, we used several stages. In year one, we are planning to build 
alpha prototypes, develop knowledge sharing templates, test the games, and conduct survey, 
In year two, we will conduct workshop, implement the project, administer survey, and then 
disseminate the learning models. We will employ both qualitative and quantitative 
methods. 

 
 
Kata Kunci: collaborative learning, educational game, game-based learning, peer-assessment, 

serious game 
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Chapter 1. Introduction 

1.1     Background 
 

The use of games for learning has been studied extensively.  James Gee, a proponent of the 

use of games in learning, argues that games allow people to use their collective intelligence 

and non-cognitive skills that are important for people to succeed. For instance, people can 

learn patience, discipline, and preserverance from game playing. These skills are often 

learned outside of traditional schooling. Games can incorporate some of the learning 

principles such as identity, interaction, production, risk-taking, and customization. Games 

provides learners opportunities to take on a new identity, that is to be committed and 

appreciate his work. Unlike textbooks, games can be interactive. This particular 

characteristic attracts people to choose games. Learners can interact with other players and 

the game itself. In games, players are producers. They create and not just consume and 

enjoy the game. Many games allows players to create their own virtual worlds and 

characters. Another strength of games is the opportunity for players to take risks. Failure in 

game playing often does not bring bitter consequences. Therefore, players feel at ease when 

playing games since they can always try new or difficult  challenges. In addition, when 

playing games, learners customize their games to match their needs and learning styles. 

Games possess attractive features such as images, animation, and sounds. Young 

generations nowadays are more attracted to such features in learning and games provides 

the characteristics that learners need (Gee, 2007). 

 

Recent literature on the role of technology to enhance learning uses the term “net 

generation” to refer to the younger generation (Oblinger, 2003). This term is used to 

describe how well younger generations nowadays adjust to the technological gadgets. 

Research on the use of gadgets in North American universities has shown that university 

students have positive perceptions of  the use of technological gadgets to enhance their 

learning, but the study also shows that the influence of technology on students’ course 

engagement is moderate (Eden Dahlstrom, Brooks, & Bichsel, 2014). Although more and 

more students believe that they are more familiar and more prepared compared to their 

counterparts in the past, students reported that the use of technology should be more 

integrated to improve the learning process. Students reported that in order to take the most 
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advantage of technology to improve learning outcomes, training or guidance is necessary (E 

Dahlstrom, Walker, & Dziuban, 2013). This corroborates the findings of a previous study 

on learning strategy. Brown & Volts (2005) found that students preferred a learning 

strategy which allows them to actively engage and participate in current global issues. This 

study showed that students felt comfortable in incorporating visual aids and technology to 

better understand the teaching materials. 

 

Lehtinen (2008) stated that universities have a vital role in “learners for participation in a 

networked, information society in which knowledge will be the most critical resource for 

social and economic development” (Lehtinen, Hakkarainen, Lipponen, Rahikainen, & 

Muukkonen, 1999). Hence, universities should apply innovative teaching method that 

enables learners to interact with others in a much more meaningful way. Lehtinen (2008) 

further argued that for the past ten years, studies on the role of information technology and 

communication on education have looked at how technology can be integrated to enhance 

social interactions between student – teacher and among students themselves. One of the 

pedagogical strategies that provide ample rooms for students to improve the social aspect of 

learning and teaching process is collaborative learning. 

 

Some scholars distinguish the notions of collaborative versus cooperative learning based on 

the description of tasks that learners have to accomplish. In collaborative learning, the 

accomplishment of tasks and problem solving require group’s concerted efforts, whereas in 

cooperative learning, tasks are divided among group members and each member has 

specific responsibilities. Thus, collaborative learning supports the idea that learning is a 

social activity whereby knowledge-seeking inquiry is accomplished through synchronized 

efforts of everyone in the group (Lehtinen et al., 1999). 

For the past ten years or so, scholars have attempted to investigate ways to improve 

students’ learning experience by designing carefully-crafted collaborative learning activities 

that integrate the use of online or heldheld games (Cabrera et al., 2005; Wheeler, Yeomans, 

& Wheeler, 2008). These studies reveal that while games are not statistically significant in 

increasing students’ academic achievement and performance, they have strong motivational 

impact for knowledge sharing and authoring. The findings of such studies have indicated 
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that educational institutions need innovative and non-traditional learning strategies that 

provide students ample opportunities to explore, construct, and apply their knowledge as 

well as  to internalize and share their knowledge  and skills with others. Even though there 

is a rich body of literature on the use of games to enhance collaborative learning in other 

countries, there is a lack of such literature in Indonesia. 

1.2 Rationale 

Literature on the effectiveness of serious games for learning shows that they they have a 

positive effect on learning. Although there is a weak evidence that games affects students’ 

academic achievement, recent studies have indicated students can improve their problem 

solving and interactional skills (Backlund & Hendrix, 2013). Students also showed high 

level of engagement (Piirainen-Marsh & Tainio, 2009) and motivation (Yang, 2012). 

This study will explore the use of educational games to foster collaborative learning among 

students. The overall objective of this study is to find the most suitable game platforms for 

collaborative learning, to look at the most workable knowledge sharing design, to 

investigate students’ perception of the game, and the collaborative learning. Unlike other 

similar research, this study will explore the most suitable platforms for collaborative 

learning and the models of such learning strategies as well as students’ perception of the 

learning strategies. In this study, we will design collaborative activities for students in the 

form group discussions based on the subject materials they are currently being taught. 

Recent studies suggested that students have high preference in the integration of subject 

matters in games (Barkley, Cross, & Major, 2014). Each student in group discussions will 

present questions which later are used in constructing a game.  Students are expected to 

learn the subject matters well and then create questions that can be used for games. This 

kind of approach is expected to increase students’ engagement in task accomplishment 

(Challco, Moreira, Mizoguchi, & Isotani, 2014). After designing questions for the games, 

students are required to design a game that other students can use to learn and understand 

the subject matters. Game platform should be easy enough for students to allow different 

types of students to engage in the activites. In other words, the process of game design 

should not leave out students who are less inclined to use technology. To obtain the purpose 

of this study, RPG Maker VC Ace, Adventure Maker, Construct 2 will be some the most 

appropriate platforms to create games. This platform does not require students to master 
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programming language. It possesses user-friendly features in which users can do just drag 

and drop contents (Sanjaya, Soekesi, & Sitohang, 2015). 

1.3 Problem Formulation 

1. What is the most appropriate learning model? 

2. What are students’ perception of the benefits of collaborative game-making?  

3. In what way does the collaborative game-making help students in learning? 

1.4 The objective of the study 

The objectives of the study are to find the most appropriate learning model, to investigate 

students’ perception of the use of collaborative game-making, in what way the collaborative 

game making help students in learning? 
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Chapter 2. Literature Review 

2.1.      Learning as a social activity 
 

Social constructivism approach to learning believes that knowledge construction takes 

place through interaction with other people. Social constructivists employ several terms to 

describe this kind of approach such as Situated Learning and Zone of Proximal 

Development.  The  premises of  these approaches stem  from  the  notion  that  learning 

process should take into consideration of the social interaction among learners as well as 

between students and teachers.   To some extent, Gee’s notion of  Situated  Learning 

resonates with Vygotsky’s ZPD and space. Gee (2004) contends 

 

“If any variety of language is to be learned and used, it has to be situated. That is, 

it has to be brought down to concrete exemplifications in experiences learners 

have   had   (repeatedly,   since  learning  is  partly  a   practice  effect).   These 

experiences need to be guided by “masters” (whether teachers or not), so that 

learners pay attention to the right things amidst the myriad flux of any experience 

and form good and useful generalizations” (Gee, 2004). 

 

Like Vygotsky (Vygotsky, 1980) who believes that a person can achieve his/her level of 

potential development through interactions with peers or adult, Gee also stresses the rol e 

of interaction in the learning process. He views learning as a process of apprenticeships. 

A person learns how to accomplish an activity by looking at and observing the more 

advanced peers. More advanced peers can accomplish more complex tasks given that they 

have more experiences in dealing with them. The longer the new comers interact with the 

more advance peers, the more knowledgeable and experience they become. From the 

interactions with other peers, a person can adjust their pace, extract useful information for 

their particular contexts, and choose information that is the most useful for them. In other 

words, a learner has more freedom and more opportunities to determine the learning pace 

and the knowledge that they want to gain. Gee calls this process of learning as the cultural 

process.                                     .                                                                
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Vygotsky’s space is in line with Gee’s cultural process. In Vygotsky’s view, learners take 

many inputs from the social/public arena, internalize their knowledge, and reuse it later in 

communication. The process of acquiring knowledge, internalizing it, and recycling it for 

future communication to some extent is similar to Gee’s cultural process. Even though 

Vygotsky does not stress the expertise level of the people or the level of commitment, 

such process of learning is cultural as learners are involved in common practices and 

customs. 

 

2.2.      Collaborative Learning 

Collaborative learning has a special characteristic on the activities to engage several 

people in collaborating and sharing the knowledge (Hsiao, Chang, Lin, Chang, & Chen, 

2014). It will have a social interaction to do some activities in a group to gain some 

knowledge from different thinking perspective. Some benefits from those activities are 

improving the critical thinking of the participants, involving the student to be active on 

the learning process, increasing the quality of the discussion in the class, and fostering the 

problem solving between them (Roberts, 2005). However, the person who involve in the 

activities on collecting the knowledge are not merely the expert, but also the students who 

want to learn something from each person in a group (Dillenbourg, 1999). Each person 

could contribute their thinking that might not be thought by the others. It might enrich the 

insight of every person in a group because of the new perspective (Gokhale, 

1995). Wiki is a popular platform on the internet for the collaborative learning. Several 

people use Wiki that published on the internet to accommodate their need to have a 

different ideas on the learning collaboration (Cress & Kimmerle, 2007). The involvement 

of technology on the learning collaboration will stimulate the usage of comput er in the 

collaborative learning. It is called as Computer-supported Collaborative Learning (CSCL) 

but not only limited to the usage of Wiki or internet as the tools (Stahl, Koschmann, & 

Suthers, 2006). Game as a part of the computer program is also possible to be used for 

supporting the learning. It could be useful for collaborative learning but the requirement 

for collaborative learning should be investigated (Collazos, Cauca, & Stahl, 2007; 

Hämäläinen, 2011; Papastergiou, 2008).                                                           .
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2.3.      Peer-assessment 

In the collaborative learning, the knowledge sharing is not only the main activity. A 

member in the group could give an assessment and a review for other members in order to 

improve their understanding about a topic as a peer-assessment. The peer assessment 

between members are usually done by them who are in the same degree, same interest, 

same year, or same course (Topping, 1998). The peer-assessment in the collaborative 

learning might have a same meaning with peer learning or learning from each other by 

giving the assessment to upgrade their friends’ knowledge (Boud, Cohen, & Sampson, 

2014).    However,  the  main  factor  in  the  learning  element  to  transform  the  peer- 

assessment to be the peer learning should be the peer-feedback. The assessment from the 

other students should bring also the answer as the feedback to get the understanding of the 

problem solving in the chosen topic (Liu & Carless, 2006). Collaboration between peer-

assessment and peer-feedback will enhance the student learning (Falchikov, 1995). 

 

2.4.      Game-maker platform 

Currently, game developers are able to create several games even though they do not have 

ability on the programming (Chamillard, 2006). It could be happened because they use 

game engine as the game-maker platform. Most of game engines are provided on the 

internet for free without limit features and with limited features. The game engine brings 

the easiness on the creating a game  that makes everyone could create a new game 

(Schroeder,  2011).  Some  famous  game-maker  platform  such  as  RPG Maker,  Unity, 

Construct 2, and Adventure Maker are providing the drag-and-drop feature to design and 

develop the game (Dahlberg, Barnes, Rorrer, Powell, & Cairco, 2008; Sanjaya et al., 

2015).  It  could  motivate  the  users to  create  their  own  game  related  to  their  needs, 

especially in collaborative learning. 

 

2.5.      Educational Games 

Educational games has a specific function on constructing knowledge using their stories, 

challenges, and rewards (Kiili, 2005). Players are able to learn history, health, ethic, or 

science while they are playing. Each challenges and reward in a game will bring the
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player  to  the  other  learning  activities  continuesly.  Sometimes,  the  knowledge  

are presented abstract in the game and they are not always formed as questions that 

players should answer. It promises the interesting ways for people to learn something 

(Prensky, 

2005).  The  interactivity on  the  games  will  motivate  the  students  to  learn  and  

gain knowledge (Tang, Hanneghan, El Rhalibi, & El-Rhalibi, 2007). The gradual 

challenges are triggering the students to find another hidden knowledge in the game. 

 

2.6.      Research Roadmap 

 

 

Figure 1. Roadmap  
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Chapter 3. Objectives and Significance of the Study 

This study focuses on the use of educational games to enhance collaborative learning. We are 

interested in finding out the most appropriate learning model, students’ perception of the benefits 

of collaborative game-making, and in what way the collaborative game making helps students in 

learning. To address the problem formulation, this study employs both qualitative and 

quantitative methods. Quantitative method is used for surveys, whereas qualitative method is 

used for the testing of prototypes. In addition to survey, we used focus group discussions,  

interviews, and observation during the testing to gain more in-depth information about how the 

prototypes runs and whether they are compatible with the knowledge sharing templates. 

 

Recent studies on the use of games for learning usually use ready-to-use games whereby users 

only play with them and be tested. In this study, however, we asked our respondents to create a 

game by themselves. Collaborative learning takes place when students create games for other 

people to use. The findings of this study will be of importance and significance in the scholarly 

discussion of collaborative learning and the use of serious games for learning.
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Chapter 4. Research Method 

This study will focus on the use of game making activities for knowledge sharing. We will 

investigate the learning model is the most appropriate to foster collaborative learning, what 

learning model is possible and feasible to be implemented. We would also like to know how 

students perceived the benefits of educational game for knowledge sharing. To address the problem 

formulation, this study employs both qualitative and quantitative methods. Quantitative method 

was used to assess students’ perception of the benefits of group-based game making for will 

primarily be used for surveys in both Year One dan Year Two, whereas qualitative method will be 

used for the testing of prototypes. We used interviews and observation during the testing to gain 

more in-depth information about how the prototypes runs and whether they are compatible with the 

knowledge sharing templates. 

 

4.1.      Participants 
 

The participants in this stage were students of Semarang State University and 17 Agustus 

University. Participants were selected based on convenience sampling. For the time being we 

managed to recruit 62 students for two workshops. We broadcasted our workshops through our 

colleagues in those two universities. Participation was completely voluntary. Out of 62 students, 

the majority of the participants was female (69.35%) while the rest was male (30.65%).  

 

 
 
 

Figure 2. Gender 
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4.2.      Instruments 

Questionnaires 
 

To gather information about students’ perceptions of the benefits of game making activities for 

collaborative learning and knowledge sharing, the researchers used questionnaire. The 

questionnaire consists of two parts. The first part is used to obtain data about students’ personal 

information and students’ level of familiarity of game playing and game creating. The first 

section had 8 questions. The second part consists of 18 questions. The second part used Likert 

scale. Each item had four options from positive to negative. The participants of this study were 

required to choose answers ranging from 4 (the most favorable) to 1 (the least favorable). 

 

Observation 

To examine closely the collaborative task of game making, we took observation data. We used 

observation protocol to record the atmosphere, student interaction, and team work dynamics. 

 

4.3.      Data collection method 
 

In the second year, our research will focus on the following activities:  

a) Conducting workshop using the knowledge sharing template 

The purpose of the workshop was to introduce the approach and train students to use the 

knowledge sharing template. The participants in this study were students private and public 

universities in Java. Participants were selected based on convenience sampling.  In the workshop, 

we managed to recruit 62 students from Semarang State University and 17 Agustus 1945 

university, and Soegijapranata Catholic University. Participation in this study is voluntary.  The 

students from Semarang State University were majoring in Economics while the rest of the 

students (from 17 Agustus 1945 and Soegjipranata Catholic University) were majoring in English.  

 

Overview of the game workshop 

The workshop was done in the computer lab of Soegijapranata Catholic University on the months 

of June – September 2017. The purpose of the game workshop was to introduce students how to 

create a game while at the same time share their knowledge on specific issues. The workshop 

lasted approximately 3 hours.  In our research, Christanti, Sanjaya, & Murniati (2016) created a 

game template using RPG Maker MV for the workshop.  
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RPG Maker MV is a software many game designers used to create a role play game (RPG) for 

anyone, even for those who do not possess programming knowledge. In its website, the game was 

cited as “Simple Enough for a Child. Powerful Enough for a Developer.”. In RPG Maker MV, 

game creators can modify the maps, the characters, and other features as to accommodate the needs 

of  novice game creators.  Advanced or experienced users can modify the game by modifying the 

game’s Javascript.  

 The participants of our workshop were college students who did not major in Computer 

Science and had limited knowledge of game-making. To accommodate the different levels of game 

creating ability and digital literacy and to accommodate the technology comfort level of our 

participants we provided templates to make it easier for students to modify the game. The template 

we provided was designed in such a way that students could modify the game easily and 

concentrate more on designing their storyboards. To create the game and the activities for the 

game, students had to work in groups of three. They were asked to make a game with a content 

they were good at or have a lot of knowledge of.   

 

 

 

 

 

 

Figure 3. Template 
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Figure 4. An example of game result 

 

b) Administering the survey 

After the implementation, we will administer the actual survey to the participants. This survey aims 

to investigate students’ perceptions on the game-making for knowlede shaing and collaborative 

learning. The survey consists of two parts. The first part was intended to ask questions related to 

demographic information, game-making and game playing experience. The second part was 

intended to elicit information about students’ perception of their experience in creating the game 

for knowledge sharing. There were 18 question items in this part. The options for the question 

items were based on Likert scale ranging from Strongly Agree, Agree, Disagree, to Strongly 

Disagree. The scores for the question items were 4 to 1, one being the most favorable and 1 for the 

least favorable.  

 

c) Disseminating learning models.  

Dissemination of model has been done through international conferences and Scopus-indexed 

proceedings. In this second year, we an International Conference in collaboration with 

Youngstown State University. We invited experts on learning technologies from Assumption 

University, Silliman University, and the University Teknologi Malaysia on September 14 – 15, 

2017. The table below shows our events in disseminating our learning models: 

Date Conference Team members Participate as 
July 27 – 29, 2017 SEAMEO Conference in Ho 

Chi Minh, Vietnam 
Cecilia Murniati 
Ridwan Sanjaya 

Presenters 
Presenters 

September 11, 5th CELT International Cecilia Murniati Keynote Speakers 
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2017 Conference 2017 in Semarang   
September 14 – 15, 
2017 

International Conference on 
Learning Technologies in 
Semarang 

Cecilia Murniati 
Ridwan Sanjaya 

Keynote Speakers 
Keynote Speakers 

December 12, 2017 MITICON in Thailand, 2017 Ridwan Sanjaya Presenters 
December 17, 2017 AP Elearning in Thailand Cecilia Murniati Presenters 
 

4.4.      Data analysis method 

Data from the different data source were combined and crosschecked. For the survey, we used 

descriptive statistics. For the Likert Scale, we used 1 for favorable answer to 4 for the least 

favorable answer. Then we used SPSS to analyze the data. For the qualitative data, we took 

observation notes to look at the group dynamics. 
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Chapter 5. Findings and Outputs 

 

5.1 Findings 

For this study, we were able to recruit 62 participants. We gave a workshop to create a game. 

Participants had to work in groups of two to design a game using the template provided. Since 

students had different majors (Economics and English), they were allowed to create a game using 

their subject matter knowledge to create activities. Students worked collaboratively to create 

questions, design the games, and modify the characters. The workshop lasted 3 hours. During the 

workshop, we took notes of the activities happening in the classroom. After that, we distributed 

questionnaires to find out students’ perception on the usefulness of the game. The following 

section describes the findings of the questionnaires and observation. 

 

The result of the descriptive statistics 

Table 1 

Descriptive statistics on students’ perceptions  

Statements Mean 

Std. 

Deviation 

1. I feel satisfied with the game I created. 3.0323 .59966 

2. Creating the game is easy for me. 2.4032 .66430 

3. The template is helpful for me to create the activities. 3.2097 .44857 

4. This game is helpful for me to understand the subject 

matter better. 

3.2097 .44857 

5. I am interested in creating a game for different subject 

matters. 

3.0806 .66031 

6. Creating a game to share my subject matter knowledge is 

exciting. 

3.1613 .70580 

7. This game meets my needs to understand a subject matter 

better. 

3.1613 .54902 

8. I am interested in creating group-based games to share my 

subject matter knowledge. 

2.9839 .55786 
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9. I am interested in sharing the game I created with other 

people. 

3.2097 .60428 

10. The game I created is useful for other learners who want to 

learn about a particular subject matter. 

3.1935 .64880 

11. I feel that group-based games are more appealing if they 

can be played on various gadgets. 

3.2419 .50198 

12. I feel that the game I created is interesting. 3.0968 .71768 

13. It is possible to use the game to share other subject matters 

knowledge. 

3.1935 .56796 

14. Games should be included as a learning medium in 

schools/colleges. 

3.3226 .59435 

15. We distribute the writing tasks equally. 3.0323 .51111 

16. The team members shared their ideas in creating the 

activities. 

3.2581 .47686 

17. Creating the activities is more difficult than creating the 

game itself. 

2.9032 .67045 

18. It is better to create this kind of game on my own. 2.7903 .72738 

 

From the means, we can see that question items 2, 8, 17, and 18 have means below 3. This means 

that students slightly disagree with those statements. The statement that had the highest mean was 

statement 14 (3.3). Students believed that games should be incorporated in schools/colleges, while 

the statement that had the lowest mean was statement 2 (means = 2.4). Students reported that they 

thought creating game was not as easy as they expected to.  Out of 18 statements, only four 

statements received mean score less than three. Students’ responses were mostly favorable.  

 

In this study, to better understand the factors that play important roles in shaping students’ 

perception in the use of games for knowledge sharing, we examined several variables such as 

gender, game playing frequency and game playing ability.  

 

 



17  

Gender 

Using Independence Sample T-Test to examine how gender affects students’ responses, we found 

differences of gender for Statement 7 (This game meets my needs to understand a subject matter 

better.).  

Table 2.  

Independent Samples Test 

 

Levene's Test for 

Equality of 

Variances t-test for Equality of Means 

F Sig. t df 

Sig. (2-

tailed) 

Mean 

Differe

nce 

Std. 

Error 

Differe

nce 

95% Confidence 

Interval of the 

Difference 

Lower Upper 

S7 Equal variances assumed 2.673 .107 2.095 60 .040 .30845 .14721 .01399 .60291 

Equal variances not 

assumed 
  

2.118 35.407 .041 .30845 .14565 .01288 .60401 

 

“There was a significant difference in the scores for female (M=3.2, SD=0.53) and male (M=2.9, 

SD=0.52) conditions; t (60)=2.095, p = 0.040.” 

Female students are likely to believe that the game-making activities helped them understand the 

materials better.  

 

Game playing ability 

To examine whether game playing ability affects how students behave, we conducted One-way 

Anova to test the differences of means. The result shows that there was a difference of means for 

statement 11 and 12.  
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Table 3. 

One way ANOVA for Game Playing Ability 

 

Sum of 

Squares df 

Mean 

Square F Sig. 

S11 Between 

Groups 

2.518 4 .630 2.792 .035 

Within Groups 12.853 57 .225   

Total 15.371 61    

S12 Between 

Groups 

5.541 4 1.385 3.051 .024 

Within Groups 25.878 57 .454   

Total 31.419 61    

 

There was a significant effect of game playing ability on the belief of multi-platform games at the 

p<.05 level [F(4, 57) = 2.7, p = 0.35. Game playing ability also has an effect on the belief that the 

game is interesting at the p<.05 level [F(4, 57) = 3.01, p = 0.24.  

 

 
Table 4 

Result of One Way ANOVA 

 

Sum of 

Squares df Mean Square F Sig. 

S13 Between Groups 1.397 1 1.397 4.587 .036 

Within Groups 18.280 60 .305   

Total 19.677 61    

S14 Between Groups 1.762 1 1.762 5.342 .024 

Within Groups 19.787 60 .330   

Total 21.548 61    

 
Another closer examination, we found that there was a significant effect of game creating ability 

on the belief of game potential to learn a subject matter at the p<.05 level [F(1, 60) = 4.5, p = 0.35. 
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Game playing ability also has an effect on the belief that the game should be used as a learning 

media in college p<.05 level [F(1, 60) = 4.587, p = 0.24.  

 
 

 

Observation result 

During the game workshop, the researchers and student assistants observed how students interacted 

and created the game. The findings from the observation indicate that students were engaged in all 

stages of game-making process, from the installment of the game until the finished product. During 

the initial phase of the game, students looked uncertain of what to expect and do. Once the 

instructors explain the purpose of the workshop, they began to make plan. In order to make 

students understand what game we were about to create, we showed examples of past projects.  

 From our first year finding, we found that creating a storyboard for the game was not an 

easy task. Therefore, we asked students to allocate 30 – 45 minutes to think about their stories for 

the game. During this task, we observed that students shared ideas and all of them contributed to 

their stories. Students were enthusiastic to learn from the others and decide what kind of 

knowledge they would like to share with other people through the game.  

 Students who majored in English created games such as Guessing Game, Discover 

Semarang, and many other games that cover a wide range of topics. Students in Economics 

Department created games covering materials related to their majors such as accounting term 

definitions.  

 

Figure 5. Lost in Definition 
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Figure 6. Directions for “Lost in Definition” 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Figure 7. Exercises in “Lost in Definition” 

During the workshop, students created games that other people can play. They worked 

collaboratively to make activities and layout for their game. Students give suggestions and received 

inputs from other people. Some students whose majors were Economics even make question and 

comments in English. Thus, in this case, students were also exposed to English language.  

The findings of this study suggest that game-making activities enable students to foster their sense 

of creativity and to understand a subject matter better. Game-making activities provided students 
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opportunities to become knowledge creator. They not only gather information but also transform 

and expand their newly acquired knowledge. Creating games was considered difficult for some 

students; however, the product that students submitted proved otherwise. Working with other 

people might not be easy, as evident during the workshop, but working in team was indeed helpful 

for students to build on the knowledge they possess and also to obtain feedback. For instance, in 

creating the game called Lost in Definition, students had to retrieve their basic knowledge of 

accounting terms, a subject matter they had probably learned during their freshmen years. For 

some groups, to make directions in English, students had lengthy discussion whether their English 

sentences were correct or incorrect. They had prior knowledge of English, but once they were 

required to create a game that any players can use, they worked hard not to make errors.  

Game-making has the potential to improve students’ the skills, creativity, ingenuity, and 

engagement. Being able to work with other people to create a game product that people can use 

will give a sense of achievement and satisfaction. This feeling is important for an individual on a 

personal level since it can build confidence and self-esteem. Being a knowledge creator, students 

transform acquisition model of learning into a learning community. They greatly contribute to the 

development of knowledge in the community.  
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Learning Model 

The learning model for this type of learning is as follows: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

From the series of workshops we conducted in the first and the second year as well as the 

data we obtained, we came up with the learning model for the integration of game and 

collaborative learning. The first step in this diagram is the goal setting whereby teachers set the 

goals of the game-making activity, the steps, groupings, and assessment. Learners select their team 

members and decide what they would like to produce. The next step is to make content and visual 

design. This step is very much influenced by students’ prior knowledge and digital literacy. 

Learners who are comfortable using technology are likely to be able to modify the features 

provided in the game template. The next step is to try out the games they created. In this stage, 

teachers need to try the games that the students created for a group of players to make sure that the 

games work well and that the activities in the games are correct. After the tryout phase, teachers 

and students received feedback from the users. The feedback is used to refine and improve the 

game. The next step is the implementation step. In this step, the game is ready to be implemented 

for any class. The last step will be the evaluation step. In order to see whether the game has 

Content and visual design 

Digital literacy 

Goal setting Tryouts 

Fine-tuning 

Implementation 

Evaluation 

Knowledge 
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impacts on students’ learning, they need to be evaluated. Teachers need to design some kind of 

evaluation criteria or conduct action research to examine in what ways game helps students achieve 

their potential. The cycle ends with the goal setting again because the evaluation process is used to 

determine what kind of activities, lesson plans, and course contents that match with the game 

design.  

 

5.2 Outputs 

Table 5 

Output  

The outputs of this study are: 

1. Scientific publications 

a. Developing educational game for collaborative learning (IEEE Proceeding, Indexed in 

Scopus) – 2017 

http://ieeexplore.ieee.org/abstract/document/7873800/ 

b. Students’ Perception of Collaborative Game-Making Projects (submitted to Journal of 

Hypermedia and Multimedia in October 2016, no response until June 2017) 

c. Integrating Technology for Collaborative Learning and Knowledge Sharing: Its 

Implications for Undergraduate Education (final draft to be submitted to International 

Journal of Educational Technology, October 2017) 

d. Students as Producers: A Case Study of Technology-based Project (submitted in Celt 

Journal, accredited B, green tick in DOAJ) – October 2017 

e. Technical Aspect of Game-making for Collaborative Learning (submitted and accepted in 

MITICON Proceeding, IEEE Proceeding, indexed in SCOPUS)- December 2017 

 

2.  Learning models 

The learning model is disseminated through the following conferences 

a. International Conference on Learning Technologies as Keynote Speaker “Game-

making for Learning: Pitfalls, Advantages, Opportunities” – September 2017 in Grand 

Candi, Semarang (Cecilia Murniati, first author) 

http://ieeexplore.ieee.org/abstract/document/7873800/
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b. International Conference on Learning Technologies as Keynote Speaker “The Role 

of Game Technology in Education and Entrepreunership” – September 2017 in Grand 

Candi, Semarang (Ridwan Sanjaya, first author) 

c. International Conference on Leadership and Management in Higher Education: 

Challenges, Opportunities, and Ways Forward as a speaker “Integrating Technology 

for Collaborative Learning and Knowledge Sharing: Its Implications for 

Undergraduate Education” – July 28 – 30, 2017 in Ho Chi Minh, Vietnam (Cecilia 

Murniati, first author) 

d. International Conference on Leadership and Management in Higher Education: 

Challenges, Opportunities, and Ways Forward as a speaker “Game-Making as 

Collaborative Learning Method” – July 28 – 30, 2017 in Ho Chi Minh, Vietnam 

(Ridwan Sanjaya, first author) 

e. MITICON Conference as a speaker “Technical Aspect of Game for Collaborative 

Learning” – December 12, 2017 in Thailand (Ridwan Sandjaya, first author) 

f. eLearning AP as a speaker – December 17, 2017 in Thailand (Cecilia Murniati, first 

author) 

 

3. HAKI 

HAKI for this program is a guide for a game called “O, That Drama?”.   

The book "Walkthrough and Tutorial of" O, That Drama? " is a guide book for playing the 

game" O, That Drama? ". This guidebook aims to provide direction for anyone interested in 

playing the game "O, That Drama?". This game is a role-play game whose topic revolves 

around Korean dramas. The handbook contains an explanation of how to play, which places 

a player should visit, and the characters in the game, and how to continue to Level 2. The 

guidebook is attached.  

4. Books 

a. Mudah Membuat Game Edukasi Berbasis Android published by Elexmedia – 2017 (on 

sale) 

b. Learning Technologies in Education: Issues and Trends   published by Soegijapranata 

Catholic University, 2017,  ISBN: 978-602-6865-40-3 (editing and proofreading), 200 + 
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pages, Editors: Cecilia Murniati and Ridwan Sanjaya, the authors are from Indonesia, 

USA, Malaysia, and Phillipines. 

5. Product 

a. The product from this study is the games created by students. One of the finished 

games was entitled “O, That Drama?”.  The game is a collaborative work from the 

students in English Department Soegijapranata Catholic University. Consisting of 

two levels, this game revolves around trivia questions on Korean Drama.  
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Chapter 6. Conclusions and Suggestions 

6.1  Conclusions 
 

In the second year of our research, we found that students had favorable responses 

regarding the use of game for collaborative learning and knowledge sharing. In this progress 

report, we reported on the findings from the second and the third research questions— students’ 

perception towards the use of group-based games for knowledge sharing. Overall, the findings 

suggest that students perceived that the game had potential to be used a learning medium. In our 

second year, we recruited students who were majoring in economics. Our participants mostly 

agreed that games were useful for them to understand subject matters better. They were interested 

in creating a similar game and shared it with their friends.  

Just like the findings of our first year, students stated that the template was useful for 

them as a start to create the game. During the workshop, we did not see significant problems. 

Students were engaged and the majority of them did not have technology issues.  

 

6.2  Suggestions 
 

This study aims to examine the learning model using group-based game making for 

knowledge sharing and students’ perception of the game. For the next step of the project, it 

would be better if students had the time to create and more varied templates to accommodate 

different subject matters.  

  



27  

REFERENCES 

Barkley, E. F., Cross, K. P., & Major, C. H. (2014). Collaborative learning techniques: A 

handbook for college faculty. John Wiley & Sons. 

Boud, D., Cohen, R., & Sampson, J. (2014). Peer learning in higher education: Learning 

from and with each other. Routledge. 

Brown, A. R., & Voltz, B. D. (2005). Elements of effective e-learning design. The 

International Review of Research in Open and Distributed Learning, 6(1). 

Cabrera, J. S., Frutos, H. M., Stoica, A. G., Avouris, N., Dimitriadis, Y., Fiotakis, G., & 

Liveri, K. D. (2005). Mystery in the Museum: Collaborative Learning Activities using 

Handheld Devices. MobileHCT, 315–318. doi:10.1145/1085777.1085843 

Challco, G. C., Moreira, D., Mizoguchi, R., & Isotani, S. (2014). Towards an Ontology for 

Gamifying Collaborative Learning Scenarios, 404–409. doi:10.1007/978-3-319- 

07221-0 

Chamillard, a. T. (2006). Introductory game creation. ACM SIGCSE Bulletin, 38(1), 515. 

doi:10.1145/1124706.1121502 

Collazos, C. a, Cauca, U., & Stahl, G. (2007). Digital Games, 13(7), 1022–1032. 

Cress, U., & Kimmerle, J. (2007). A theoretical framework of collaborative knowledge 

building with wikis: a systemic and cognitive perspective. In Proceedings of the 8th 

iternational conference on Computer supported collaborative learning (pp. 156–164). 

International Society of the Learning Sciences. 

Dahlberg, T., Barnes, T., Rorrer, A., Powell, E., & Cairco, L. (2008). Improving retention 

and graduate recruitment through immersive research experiences for undergraduates. 

ACM SIGCSE Bulletin, 40(1), 466. doi:10.1145/1352322.1352293 

Dahlstrom, E., Brooks, D. C., & Bichsel, J. (2014). The Current Ecosystem of Learning 

Management Systems in Higher Education: Student, Faculty, and IT Perspectives. 

Research report. Louisville, CO: ECAR, September 2014. Available from http://www. 

educause. edu/ecar. 2014 EDUCAUSE. CC by-nc-nd. 

Dahlstrom, E., Walker, J. D., & Dziuban, C. (2013). ECAR Study of Undergraduate 

Students and Information Technology, 2013. Louisville, CO: Educause Center for 

Analysis and Research. 

Dillenbourg, P. (1999). What do you mean by ’ collaborative learning  '? Collaborative 



28  

Learning Cognitive and Computational Approaches, 1(6), 1–15. doi:10.1.1.167.4896 

Falchikov, N. (1995). Peer feedback marking: developing peer assessment. Programmed 

Learning, 32(2), 175–187. 

Gee, J. P. (2004). Situated language and learning: A critique of traditional schooling. 

Psychology Press. 

Gokhale, A. A. (1995). Collaborative learning enhances critical thinking. Journal of 

Technology Education, 7(1). Retrieved from 

http://scholar.lib.vt.edu/ejournals/JTE/v7n1/gokhale.jte-v7n1.html 

Hämäläinen, R. (2011). Using a game environment to foster collaborative learning: a 

design-based study. Technology, Pedagogy and Education, 20(1), 61–78. 

Hsiao, H., Chang, C., Lin, C., Chang, C., & Chen, J. (2014). The influence of collaborative 

learning games within different devices on student ’ s learning performance and 

behaviours. Australasian Journal of Educational Technology, 30(6), 652–669. 

Kiili, K. (2005). Digital game-based learning: Towards an experiential gaming model. The 

Internet and Higher Education, 8(1), 13–24. 

Lehtinen, E., Hakkarainen, K., Lipponen, L., Rahikainen, M., & Muukkonen, H. (1999). 

Computer Supported Collaborative Learning : A Review. 

Liu, M., & Carless, D. (2006). Peer feedback: The learning element of peer assessment. 

Teaching In Higher Education, 11(3), 279–290. 

Oblinger, D. (2003). Boomers gen-xers millennials. EDUCAUSE Review, 500(4), 37–47. 

Papastergiou, M. (2008). Online Computer Games as Collaborative Learning 

Environments: Prospects and Challenges for Tertiary Education. Journal of 

Educational Technology Systems, 37(1), 19–38. doi:10.2190/ET.37.1.c 

Prensky, M. (2005). Computer games and learning: Digital-based games. Handbook of 

Computer Game Studies. Retrieved from 

http://admin.futurelab.org.uk/resources/documents/discussion_papers/Computer_Gam 

es_and_Learning_discpaper.pdf 

Roberts, T. S. (2005). Computer-supported Collaborative Learning in Higher Education. 

Retrieved from 

http://ezproxy.library.arizona.edu/login?url=http://search.ebscohost.com/login.aspx?di 

rect=true&db=nlebk&AN=114554&site=ehost-live\nhttp://www.igi- 

http://scholar.lib.vt.edu/ejournals/JTE/v7n1/gokhale.jte-v7n1.html
http://scholar.lib.vt.edu/ejournals/JTE/v7n1/gokhale.jte-v7n1.html
http://admin.futurelab.org.uk/resources/documents/discussion_papers/Computer_Gam
http://admin.futurelab.org.uk/resources/documents/discussion_papers/Computer_Gam
http://ezproxy.library.arizona.edu/login
http://ezproxy.library.arizona.edu/login
http://search.ebscohost.com/login.aspx
http://www.igi-/


29  

global.com/book/computer-supported-collaborative-learning- 

higher/190\nhttp://www.irrodl.org/index.php/irrodl/article/view/497/1043Sanjaya, R., 

Soekesi, A. E. M., & Sitohang, A. P. S. (2015). Technology entrepreneurship model 

development for teachers. International Journal of Technoentrepreneurship,3(1), 60. 

doi:10.1504/IJTE.2015.067106 

Schroeder, S. (2011). Adopting Game Technology for Architectural Visualization. 

Department of Computer Graphics Technology Degree Theses. Retrieved from 

http://docs.lib.purdue.edu/cgttheses/6 

Stahl, G., Koschmann, T., & Suthers, D. (2006). Computer-supported collaborative 

learning: An historical perspective. Cambridge Handbook of the Learning Sciences, 

2006, 409–426. 

Tang, S., Hanneghan, M., El Rhalibi, a, & El-Rhalibi, A. (2007). Describing Games for 

Learning: Terms, Scope and Learning Approaches. Proceedings of the Game Design 

and Technology Workshop and Conference (GDTW 2007), 98–102. Retrieved from 

http://www.cms.livjm.ac.uk/library/AAA-GAMES- 

Conferences/GDTW/2007/Papers/A4/SP3.pdf 

Topping, K. (1998). Peer assessment between students in colleges and universities. Review 

of Educational Research, 68(3), 249–276. doi:10.3102/00346543068003249 

Vygotsky, L. S. (1980). Mind in society: The development of higher psychological 

processes. Harvard university press. 

Wheeler, S., Yeomans, P., & Wheeler, D. (2008). The good, the bad and the wiki: 

Evaluating student-generated content for collaborative learning. British Journal of 

Educational Technology, 39(6), 987–995. doi:10.1111/j.1467-8535.2007.00799.x

http://www.irrodl.org/index.php/
http://docs.lib.purdue.edu/cgttheses/6
http://docs.lib.purdue.edu/cgttheses/6
http://www.cms.livjm.ac.uk/library/AAA-GAMES-
http://www.cms.livjm.ac.uk/library/AAA-GAMES-


 
 

APPENDICES 

 

 

 

 

 

 



A. INSTRUMENTS 

  



A. INSTRUMENTS 

  



 
 

 
 
 

QUESTIONNAIRE 
STUDENTS’ PERCEPTIONS OF GROUP-BASED GAME MAKING FOR KNOWLEDGE 

SHARING 
 
I would like to thank you for your willingness to participate in this research. The purpose of this 
questionnaire is to investigate your opinions about group-based game making for sharing subject matter 
knowledge. Your participation is completely voluntary and the information you provide in this 
questionnaire is confidential. 
=========================================================================== 
Direction: 
 
Check (√) the most appropriate answer for each of the statement below.  
 
Part One 
Background Questions 
1. Gender   :  Female  Male  

2. How often do you play games? 

       Very often      Often       Sometimes     Seldom  Never 

3. Where do you usually play games? 

      On my laptop    On my smartphone   On my console 

4. How do you rate your game-playing ability? 

            Very good      Good        Fair      Poor   Very Poor 

5. What kind of games do you often play? (You may check more than one) 

       Real time strategy  Role play games   Massive multiplayer online 

      Simulation   Puzzle   

6. Do you play your games with friends or on your own? 

      With my friends (multi-player)  On my own (single-player) 

7. Have you ever created a game before? 

                   Yes                       No 

 



 
 

8. If Yes, please rate your game creating ability.   

      Very good      Good        Fair      Poor  Very Poor 

 
Part Two 
Perception of group-based game making for subject matter knowledge sharing. 

No. Question Items 
Strongly 

Agree 
Agree Disagree 

Strongly 
Disagree 

1 I feel satisfied with the game I created.     

2 Creating the game is easy for me.     

3 
The template is helpful for me to create the 
activities. 

    

4 
This game is helpful for me to understand 
the subject matter better.   

    

5 
I am interested in creating a game for 
different subject matters. 

    

6 
Creating a game to share my subject matter 
knowledge is exciting. 

    

7 
This game meets my needs to understand a 
subject matter better. 

    

8 
I am interested in creating group-based 
games to share my subject matter 
knowledge. 

    

9 
I am interested in sharing the game I 
created with other people. 

    

10 
The game I created is useful for other 
learners who want to learn about a 
particular subject matter. 

    

11 
I feel that group-based games are more 
appealing if they can be played on various 
gadgets. 

    

12 I feel that the game I created is interesting.     



 
 

13 
It is possible to use the game to share other 
subject matters knowledge.  

    

14 
Games should be included as a learning 
medium in schools/colleges. 

    

15  We distribute the writing tasks equally.     

16 
The team members shared their ideas in 
creating the activities. 

    

17 
Creating the activities is more difficult than 
creating the game itself. 

    

18 
It is better to create this kind of game on 
my own. 

    

 

 

~ Thank you for your participation ~ 



B. SCIENTIFIC PUBLICATION 

1. Developing educational game for collaborative learning (IEEE Proceeding, Indexed in 

Scopus) – 2017 

http://ieeexplore.ieee.org/abstract/document/7873800/ 

2. Integrating Technology for Collaborative Learning and Knowledge Sharing: Its 

Implications for Undergraduate Education (final draft to be submitted to International 

Journal of Educational Technology, October 2017) 

3. Students as Producers: A Case Study of Technology-based Project (submitted in Celt 

Journal, accredited B, green tick in DOAJ) – October 2017 

4. Technical Aspect of Game-making for Collaborative Learning (submitted and accepted in 

MITICON Proceeding, IEEE Proceeding, indexed in SCOPUS)- December 2017 

http://ieeexplore.ieee.org/abstract/document/7873800/


Au
th

or
 se

ar
ch

So
ur

ce
s

H
el

p

Au
th

or
 d

et
ai

ls

M
ur

ni
at

i, 
C

ec
ilia

 T
iti

ek
So

eg
ija

pr
an

at
a 

C
at

ho
lic

 U
ni

ve
rs

ity
, E

ng
lis

h
D

ep
ar

tm
en

t, 
Se

m
ar

an
g,

 In
do

ne
si

a

Au
th

or
 ID

: 5
61

00
01

35
00

ht
tp

://
or

ci
d.

or
g/

00
00

-0
00

1-
68

57
-7

00
7

Ab
ou

t S
co

pu
s 

Au
th

or
 Id

en
tif

ie
r 

| 
Vi

ew
 p

ot
en

tia
l a

ut
ho

r m
at

ch
es

C
o-

au
th

or
s:

Su
bj

ec
t a

re
a:

D
oc

um
en

ts
:

An
al

yz
e 

au
th

or
 o

ut
pu

t

C
ita

tio
ns

:

h-
in

de
x:

Vi
ew

 h
-g

ra
ph

Vi
ew

 d
oc

um
en

ts

Vi
ew

 d
oc

um
en

ts

Vi
ew

 d
oc

um
en

ts

 Fo
llo

w
 th

is
 A

ut
ho

r
 R

ec
ei

ve
 e

m
ai

ls
 w

he
n 

th
is

 a
ut

ho
r  

pu
bl

is
he

s 
ne

w
 a

rti
cl

es

G
et

 c
ita

tio
n 

al
er

ts

Ad
d 

to
 O

R
C

ID
 

R
eq

ue
st

 a
ut

ho
r d

et
ai

l c
or

re
ct

io
ns

Au
th

or
 H

is
to

ry

Pu
bl

ic
at

io
n 

ra
ng

e:
 2

01
4 

- P
re

se
nt

R
ef

er
en

ce
s:

 7
6

So
ur

ce
 h

is
to

ry
:  

N
ew

 D
ire

ct
io

ns
 fo

r T
ea

ch
in

g 
an

d 
Le

ar
ni

ng
 

Jo
ur

na
l o

f C
om

pu
tin

g 
in

 H
ig

he
r E

du
ca

tio
n 

Pr
oc

ee
di

ng
s 

- 2
01

6 
In

te
rn

at
io

na
l S

em
in

ar
 o

n 
Ap

pl
ic

at
io

n 
of

Te
ch

no
lo

gy
 fo

r I
nf

or
m

at
io

n 
an

d 
C

om
m

un
ic

at
io

n,
 IS

EM
AN

TI
C

20
16

 
Vi

ew
 M

or
e

Sh
ow

 R
el

at
ed

 A
ffi

lia
tio

ns

Pr
in

t 
| 

Em
ai

l

3 2 
to

ta
l c

ita
tio

ns
 b

y 
2 

do
cu

m
en

ts

1 
 

7 So
ci

al
 S

ci
en

ce
s 

,  
C

om
pu

te
r S

ci
en

ce

3 
do

cu
m

en
ts

Ex
po

rt 
al

l 
| 

Ad
d 

al
l t

o 
lis

t
 |

 
Se

t d
oc

um
en

t a
le

rt
 |

 
Se

t d
oc

um
en

t f
ee

d

3 
D

oc
um

en
ts

|
C

ite
d 

by
 2

 d
oc

um
en

ts
|

7 
co

-a
ut

ho
rs

Vi
ew

 in
 s

ea
rc

h 
re

su
lts

 fo
rm

at
So

rt 
on

:
D

at
e

C
ite

d 
by

..
.

D
ev

el
op

in
g 

ed
uc

at
io

na
l g

am
e 

fo
r c

ol
la

bo
ra

tiv
e 

le
ar

ni
ng

  
 C

hr
is

ta
nt

i, 
A.

R
.,

Sa
nj

ay
a,

 R
.,

M
ur

ni
at

i, 
C

.T
.

 
20

17
 Pr

oc
ee

di
ng

s 
- 2

01
6

In
te

rn
at

io
na

l S
em

in
ar

 o
n

Ap
pl

ic
at

io
n 

of
Te

ch
no

lo
gy

 fo
r

In
fo

rm
at

io
n 

an
d

C
om

m
un

ic
at

io
n,

IS
EM

AN
TI

C
 2

01
6

 

Vi
ew

 a
bs

tra
ct

 
| 

R
el

at
ed

 d
oc

um
en

ts

Fa
cu

lty
 a

do
pt

io
n 

of
 a

ct
iv

e 
le

ar
ni

ng
 c

la
ss

ro
om

s 
 

 Va
n 

H
or

ne
, S

.,
M

ur
ni

at
i, 

C
.T

.
 

20
16

 Jo
ur

na
l o

f C
om

pu
tin

g 
in

H
ig

he
r E

du
ca

tio
n

 

Vi
ew

 a
bs

tra
ct

 
| 

R
el

at
ed

 d
oc

um
en

ts

0 0

Ye
ar
s

Documents

Citations

D
o
c
u
m
e
n
ts

C
it
a
ti
o
n
s

20
14

20
17

01

01

Re
gi

st
er

Lo
gi

n

https://www.scopus.com/home.uri?zone=TopNavBar&origin=AuthorProfile
https://www.scopus.com/freelookup/form/author.uri?zone=&origin=AuthorProfile
https://www.scopus.com/sources?zone=&origin=AuthorProfile
javascript:void(0);
https://www.scopus.com/redirect.uri?url=http://www.orcid.org/0000-0001-6857-7007&authorId=56100013500&origin=AuthorProfile&orcId=0000-0001-6857-7007&category=orcidLink
https://www.scopus.com/standard/help.uri?topic=11212&anchor=tips
javascript:submitAuthorFormForClickedLinks('orcidButton');
https://www.scopus.com/author/profile/feedback.uri?id=56100013500&origin=AuthorProfile
https://www.scopus.com/standard/help.uri?topic=11214&anchor=anchor
https://www.scopus.com/results/rss/handler.uri?authorId=56100013500&authorName=Murniati%20C.
https://www.scopus.com/standard/help.uri?origin=AuthorProfile&topic=11240
https://www.scopus.com/customer/profile/display.uri
javascript:void(0);


Ab
ou

t S
co

pu
s

W
ha

t i
s S

co
pu

s
Co

nt
en

t c
ov

er
ag

e
Sc

op
us

 b
lo

g
Sc

op
us

 A
PI

Pr
iv

ac
y 

m
at

te
rs

La
ng

ua
ge

⽇
本
語
に
切
り
替
え
る

切
换

到
简

体
中

文

切
換
到
繁
體
中
文

Ру
сс
ки
й 
яз
ы
к

Cu
st

om
er

 S
er

vi
ce

H
el

p

Te
rm

s a
nd

 c
on

di
tio

ns
 P

riv
ac

y 
po

lic
y

Co
py

rig
ht

 ©
 2

01
7 

El
se

vi
er

 B
.V

. A
ll 

rig
ht

s r
es

er
ve

d.
 S

co
pu

s®
 is

 a
 re

gi
st

er
ed

 tr
ad

em
ar

k 
of

 E
lse

vi
er

 B
.V

.
Co

ok
ie

s a
re

 se
t b

y 
th

is 
sit

e.
 T

o 
de

cli
ne

 th
em

 o
r l

ea
rn

 m
or

e,
 v

isi
t o

ur
 C

oo
ki

es
 p

ag
e.

Th
e 

da
ta

 d
is

pl
ay

ed
 a

bo
ve

 is
 c

om
pi

le
d 

ex
cl

us
iv

el
y 

fro
m

 a
rti

cl
es

 p
ub

lis
he

d 
in

 th
e 

Sc
op

us
 d

at
ab

as
e.

 T
o 

re
qu

es
t c

or
re

ct
io

ns
 to

 a
ny

 in
ac

cu
ra

ci
es

 o
r p

ro
vi

de
 a

ny
 fu

rth
er

 fe
ed

ba
ck

, p
le

as
e 

co
nt

ac
t u

s 
(re

gi
st

ra
tio

n 
re

qu
ire

d)
.

Th
e 

da
ta

 d
is

pl
ay

ed
 a

bo
ve

 is
 s

ub
je

ct
 to

 th
e 

pr
iv

ac
y 

co
nd

iti
on

s 
co

nt
ai

ne
d 

in
 th

e 
pr

iv
ac

y 
po

lic
y 

.

To
p 

of
 p

ag
e

D
is

pl
ay

:  
 re

su
lts

 p
er

 p
ag

e
Pa

ge
 1

 

U
si

ng
 Q

ua
lit

at
iv

e 
R

es
ea

rc
h 

to
 A

ss
es

s 
Te

ac
hi

ng
 a

nd
Le

ar
ni

ng
 in

 T
ec

hn
ol

og
y-

In
fu

se
d 

TI
LE

 C
la

ss
ro

om
s 

 
 Va

n 
H

or
ne

, S
.,

M
ur

ni
at

i, 
C

.T
.,

Sa
ic

ha
ie

, K
.,(

...
),

Fl
or

m
an

, J
.C

.,
In

gr
am

, B
.F

.

 
20

14
 N

ew
 D

ire
ct

io
ns

 fo
r

Te
ac

hi
ng

 a
nd

 L
ea

rn
in

g
 

Vi
ew

 a
bs

tra
ct

 
| 

R
el

at
ed

 d
oc

um
en

ts

2

20

https://www.elsevier.com/online-tools/scopus
https://www.elsevier.com/online-tools/scopus/content-overview/
https://blog.scopus.com/
https://dev.elsevier.com/
https://www.elsevier.com/legal/privacy-approach
https://www.scopus.com/personalization/switch/Japanese.uri?origin=AuthorProfile&zone=footer&locale=ja_JP
https://www.scopus.com/personalization/switch/Chinese.uri?origin=AuthorProfile&zone=footer&locale=zh_CN
https://www.scopus.com/personalization/switch/Chinese.uri?origin=AuthorProfile&zone=footer&locale=zh_TW
https://www.scopus.com/personalization/switch/Russian.uri?origin=AuthorProfile&zone=footer&locale=ru_RU
https://www.scopus.com/standard/contactUs.uri?pageOrigin=footer
https://www.elsevier.com/
https://www.elsevier.com/locate/termsandconditions
https://www.elsevier.com/locate/privacypolicy
https://www.elsevier.com/
https://www.scopus.com/standard/help.uri?topic=11237
http://www.relx.com/
https://www.scopus.com/author/profile/feedback.uri?id=56100013500&origin=AuthorProfile
http://www.elsevier.com/locate/privacypolicy


 Alerts INSPEC: Non-Controlled Indexing
language classroom, educational game, collaborative learning

Author Keywords
mobile application, collaborative learning, digital game, game design, educational game

Authors

Aprilia Ratna Christanti
Game Technology Program, Information Systems Department, Faculty of
Computer Science, Soegijapranata Catholic University, Semarang,
Indonesia

Ridwan Sanjaya
Information Systems Department, Faculty of Computer Science,
Soegijapranata Catholic University, Semarang, Indonesia

Cecilia Titiek Murniati
English Department, Faculty of Language and Arts, Soegijapranata
Catholic University, Semarang, Indonesia

Related Articles

Writing temporally predictable code
P. Puschner; A. Burns

FTS: a high-performance CORBA fault-tolerance service
R. Friedman; E. Hadad

Scenario-based modeling and its applications
X. Bai; W.T. Tsai; R. Paul; K. Feng; L. Yu

A static timing analysis environment using Java architecture for safety critical real-time systems
E.Y.-S. Hu; G. Bernat; A. Wellings

Schedulability in model-based software development for distributed real-time systems
S.S. Yau; Xiaoyong Zhou

Compression of 3D objects with multistage color-depth panoramic maps
Chang-Ming Tsai; Wen-Yan Chang; Chu-Song Chen; G.Y. Tang

New techniques for bounding the channel capacity of read/write isolated memory
Xuerong Yong; M.J. Golin

Wavelet-based lossy compression of barotropic turbulence simulation data
J.P. Wilson

GUI approach to programming of TMO frames
K.H. Kim; Seok-Joong Kang; Yuqing Li

Assessing multi-version systems through fault injection
P. Townend; Jie Xu

Keywords

Back to Top

 

http://ieeexplore.ieee.org/search/searchresult.jsp?matchBoolean=true&queryText=%22Index%20Terms%22:.QT.language%20classroom.QT.&newsearch=true
http://ieeexplore.ieee.org/search/searchresult.jsp?matchBoolean=true&queryText=%22Index%20Terms%22:.QT.educational%20game.QT.&newsearch=true
http://ieeexplore.ieee.org/search/searchresult.jsp?matchBoolean=true&queryText=%22Index%20Terms%22:.QT.collaborative%20learning.QT.&newsearch=true
http://ieeexplore.ieee.org/search/searchresult.jsp?matchBoolean=true&queryText=%22Index%20Terms%22:.QT.mobile%20application.QT.&newsearch=true
http://ieeexplore.ieee.org/search/searchresult.jsp?matchBoolean=true&queryText=%22Index%20Terms%22:.QT.collaborative%20learning.QT.&newsearch=true
http://ieeexplore.ieee.org/search/searchresult.jsp?matchBoolean=true&queryText=%22Index%20Terms%22:.QT.digital%20game.QT.&newsearch=true
http://ieeexplore.ieee.org/search/searchresult.jsp?matchBoolean=true&queryText=%22Index%20Terms%22:.QT.game%20design.QT.&newsearch=true
http://ieeexplore.ieee.org/search/searchresult.jsp?matchBoolean=true&queryText=%22Index%20Terms%22:.QT.educational%20game.QT.&newsearch=true
http://ieeexplore.ieee.org/search/searchresult.jsp?searchWithin=%22Authors%22:.QT.Aprilia%20Ratna%20Christanti.QT.&newsearch=true
http://ieeexplore.ieee.org/search/searchresult.jsp?searchWithin=%22Authors%22:.QT.Ridwan%20Sanjaya.QT.&newsearch=true
http://ieeexplore.ieee.org/search/searchresult.jsp?searchWithin=%22Authors%22:.QT.Cecilia%20Titiek%20Murniati.QT.&newsearch=true
http://ieeexplore.ieee.org/document/1000040
http://ieeexplore.ieee.org/document/1000037
http://ieeexplore.ieee.org/document/1000060
http://ieeexplore.ieee.org/document/1000039
http://ieeexplore.ieee.org/document/1000035
http://ieeexplore.ieee.org/document/1000018
http://ieeexplore.ieee.org/document/1000025
http://ieeexplore.ieee.org/document/1000022
http://ieeexplore.ieee.org/document/1000032
http://ieeexplore.ieee.org/document/1000042
http://ieeexplore.ieee.org/abstract/document/7873800/keywords


IEEE Account

» Change Username/Password

» Update Address

 Purchase Details

» Payment Options

» Order History

» View Purchased Documents

 Profile Information

» Communications Preferences

» Profession and Education

» Technical Interests

 Need Help?

» US & Canada: +1 800 678 4333

» Worldwide: +1 732 981 0060 

» Contact & Support

      

A not-for-profit organization, IEEE is the world's largest technical professional organization dedicated to advancing technology for the benefit of humanity. 
© Copyright 2017 IEEE - All rights reserved. Use of this web site signifies your agreement to the terms and conditions.

About IEEE Xplore Contact Us| Help| Terms of Use| Nondiscrimination Policy| Sitemap| Privacy & Opting Out of Cookies|

https://www.ieee.org/profile/changeusrpwd/showChangeUsrPwdPage.html?refSite=http://ieeexplore.ieee.org&refSiteName=IEEE%20Xplore
https://www.ieee.org/profile/address/getAddrInfoPage.html?refSite=http://ieeexplore.ieee.org&refSiteName=IEEE%20Xplore
https://www.ieee.org/profile/payment/showPaymentHome.html?refSite=http://ieeexplore.ieee.org&refSiteName=IEEE%20Xplore
https://www.ieee.org/profile/vieworder/showOrderHistory.html?refSite=http://ieeexplore.ieee.org&refSiteName=IEEE%20Xplore
http://ieeexplore.ieee.org/articleSale/purchaseHistory.jsp
https://www.ieee.org/profile/commprefs/showcommPrefpage.html?refSite=http://ieeexplore.ieee.org&refSiteName=IEEE%20Xplore
https://www.ieee.org/profile/profedu/getProfEduInformation.html?refSite=http://ieeexplore.ieee.org&refSiteName=IEEE%20Xplore
https://www.ieee.org/profile/tips/getTipsInfo.html?refSite=http://ieeexplore.ieee.org&refSiteName=IEEE%20Xplore
http://ieeexplore.ieee.org/xpl/techform.jsp
http://ieeexplore.ieee.org/Xplorehelp/about-ieee-xplore.html
http://ieeexplore.ieee.org/xpl/techform.jsp
http://ieeexplore.ieee.org/Xplorehelp/Help_start.html
http://ieeexplore.ieee.org/xpl/termsOfUse.jsp
http://www.ieee.org/web/aboutus/whatis/policies/p9-26.html
http://ieeexplore.ieee.org/xpl/sitemap.jsp
http://www.ieee.org/about/help/security_privacy.html


Au
th

or
 se

ar
ch

So
ur

ce
s

H
el

p

Au
th

or
 d

et
ai

ls

M
ur

ni
at

i, 
C

ec
ilia

 T
iti

ek
So

eg
ija

pr
an

at
a 

C
at

ho
lic

 U
ni

ve
rs

ity
, E

ng
lis

h
D

ep
ar

tm
en

t, 
Se

m
ar

an
g,

 In
do

ne
si

a

Au
th

or
 ID

: 5
61

00
01

35
00

ht
tp

://
or

ci
d.

or
g/

00
00

-0
00

1-
68

57
-7

00
7

Ab
ou

t S
co

pu
s 

Au
th

or
 Id

en
tif

ie
r 

| 
Vi

ew
 p

ot
en

tia
l a

ut
ho

r m
at

ch
es

C
o-

au
th

or
s:

Su
bj

ec
t a

re
a:

D
oc

um
en

ts
:

An
al

yz
e 

au
th

or
 o

ut
pu

t

C
ita

tio
ns

:

h-
in

de
x:

Vi
ew

 h
-g

ra
ph

Vi
ew

 d
oc

um
en

ts

Vi
ew

 d
oc

um
en

ts

Vi
ew

 d
oc

um
en

ts

 Fo
llo

w
 th

is
 A

ut
ho

r
 R

ec
ei

ve
 e

m
ai

ls
 w

he
n 

th
is

 a
ut

ho
r  

pu
bl

is
he

s 
ne

w
 a

rti
cl

es

G
et

 c
ita

tio
n 

al
er

ts

Ad
d 

to
 O

R
C

ID
 

R
eq

ue
st

 a
ut

ho
r d

et
ai

l c
or

re
ct

io
ns

Au
th

or
 H

is
to

ry

Pu
bl

ic
at

io
n 

ra
ng

e:
 2

01
4 

- P
re

se
nt

R
ef

er
en

ce
s:

 7
6

So
ur

ce
 h

is
to

ry
:  

N
ew

 D
ire

ct
io

ns
 fo

r T
ea

ch
in

g 
an

d 
Le

ar
ni

ng
 

Jo
ur

na
l o

f C
om

pu
tin

g 
in

 H
ig

he
r E

du
ca

tio
n 

Pr
oc

ee
di

ng
s 

- 2
01

6 
In

te
rn

at
io

na
l S

em
in

ar
 o

n 
Ap

pl
ic

at
io

n 
of

Te
ch

no
lo

gy
 fo

r I
nf

or
m

at
io

n 
an

d 
C

om
m

un
ic

at
io

n,
 IS

EM
AN

TI
C

20
16

 
Vi

ew
 M

or
e

Sh
ow

 R
el

at
ed

 A
ffi

lia
tio

ns

Pr
in

t 
| 

Em
ai

l

3 2 
to

ta
l c

ita
tio

ns
 b

y 
2 

do
cu

m
en

ts

1 
 

7 So
ci

al
 S

ci
en

ce
s 

,  
C

om
pu

te
r S

ci
en

ce

3 
do

cu
m

en
ts

Ex
po

rt 
al

l 
| 

Ad
d 

al
l t

o 
lis

t
 |

 
Se

t d
oc

um
en

t a
le

rt
 |

 
Se

t d
oc

um
en

t f
ee

d

3 
D

oc
um

en
ts

|
C

ite
d 

by
 2

 d
oc

um
en

ts
|

7 
co

-a
ut

ho
rs

Vi
ew

 in
 s

ea
rc

h 
re

su
lts

 fo
rm

at
So

rt 
on

:
D

at
e

C
ite

d 
by

..
.

D
ev

el
op

in
g 

ed
uc

at
io

na
l g

am
e 

fo
r c

ol
la

bo
ra

tiv
e 

le
ar

ni
ng

  
 C

hr
is

ta
nt

i, 
A.

R
.,

Sa
nj

ay
a,

 R
.,

M
ur

ni
at

i, 
C

.T
.

 
20

17
 Pr

oc
ee

di
ng

s 
- 2

01
6

In
te

rn
at

io
na

l S
em

in
ar

 o
n

Ap
pl

ic
at

io
n 

of
Te

ch
no

lo
gy

 fo
r

In
fo

rm
at

io
n 

an
d

C
om

m
un

ic
at

io
n,

IS
EM

AN
TI

C
 2

01
6

 

Vi
ew

 a
bs

tra
ct

 
| 

R
el

at
ed

 d
oc

um
en

ts

Fa
cu

lty
 a

do
pt

io
n 

of
 a

ct
iv

e 
le

ar
ni

ng
 c

la
ss

ro
om

s 
 

 Va
n 

H
or

ne
, S

.,
M

ur
ni

at
i, 

C
.T

.
 

20
16

 Jo
ur

na
l o

f C
om

pu
tin

g 
in

H
ig

he
r E

du
ca

tio
n

 

Vi
ew

 a
bs

tra
ct

 
| 

R
el

at
ed

 d
oc

um
en

ts

0 0

Ye
ar
s

Documents

Citations

D
o
c
u
m
e
n
ts

C
it
a
ti
o
n
s

20
14

20
17

01

01

Re
gi

st
er

Lo
gi

n

https://www.scopus.com/home.uri?zone=TopNavBar&origin=AuthorProfile
https://www.scopus.com/freelookup/form/author.uri?zone=&origin=AuthorProfile
https://www.scopus.com/sources?zone=&origin=AuthorProfile
javascript:void(0);
https://www.scopus.com/redirect.uri?url=http://www.orcid.org/0000-0001-6857-7007&authorId=56100013500&origin=AuthorProfile&orcId=0000-0001-6857-7007&category=orcidLink
https://www.scopus.com/standard/help.uri?topic=11212&anchor=tips
javascript:submitAuthorFormForClickedLinks('orcidButton');
https://www.scopus.com/author/profile/feedback.uri?id=56100013500&origin=AuthorProfile
https://www.scopus.com/standard/help.uri?topic=11214&anchor=anchor
https://www.scopus.com/results/rss/handler.uri?authorId=56100013500&authorName=Murniati%20C.
https://www.scopus.com/standard/help.uri?origin=AuthorProfile&topic=11240
https://www.scopus.com/customer/profile/display.uri
javascript:void(0);


Ab
ou

t S
co

pu
s

W
ha

t i
s S

co
pu

s
Co

nt
en

t c
ov

er
ag

e
Sc

op
us

 b
lo

g
Sc

op
us

 A
PI

Pr
iv

ac
y 

m
at

te
rs

La
ng

ua
ge

⽇
本
語
に
切
り
替
え
る

切
换

到
简

体
中

文

切
換
到
繁
體
中
文

Ру
сс
ки
й 
яз
ы
к

Cu
st

om
er

 S
er

vi
ce

H
el

p

Te
rm

s a
nd

 c
on

di
tio

ns
 P

riv
ac

y 
po

lic
y

Co
py

rig
ht

 ©
 2

01
7 

El
se

vi
er

 B
.V

. A
ll 

rig
ht

s r
es

er
ve

d.
 S

co
pu

s®
 is

 a
 re

gi
st

er
ed

 tr
ad

em
ar

k 
of

 E
lse

vi
er

 B
.V

.
Co

ok
ie

s a
re

 se
t b

y 
th

is 
sit

e.
 T

o 
de

cli
ne

 th
em

 o
r l

ea
rn

 m
or

e,
 v

isi
t o

ur
 C

oo
ki

es
 p

ag
e.

Th
e 

da
ta

 d
is

pl
ay

ed
 a

bo
ve

 is
 c

om
pi

le
d 

ex
cl

us
iv

el
y 

fro
m

 a
rti

cl
es

 p
ub

lis
he

d 
in

 th
e 

Sc
op

us
 d

at
ab

as
e.

 T
o 

re
qu

es
t c

or
re

ct
io

ns
 to

 a
ny

 in
ac

cu
ra

ci
es

 o
r p

ro
vi

de
 a

ny
 fu

rth
er

 fe
ed

ba
ck

, p
le

as
e 

co
nt

ac
t u

s 
(re

gi
st

ra
tio

n 
re

qu
ire

d)
.

Th
e 

da
ta

 d
is

pl
ay

ed
 a

bo
ve

 is
 s

ub
je

ct
 to

 th
e 

pr
iv

ac
y 

co
nd

iti
on

s 
co

nt
ai

ne
d 

in
 th

e 
pr

iv
ac

y 
po

lic
y 

.

To
p 

of
 p

ag
e

D
is

pl
ay

:  
 re

su
lts

 p
er

 p
ag

e
Pa

ge
 1

 

U
si

ng
 Q

ua
lit

at
iv

e 
R

es
ea

rc
h 

to
 A

ss
es

s 
Te

ac
hi

ng
 a

nd
Le

ar
ni

ng
 in

 T
ec

hn
ol

og
y-

In
fu

se
d 

TI
LE

 C
la

ss
ro

om
s 

 
 Va

n 
H

or
ne

, S
.,

M
ur

ni
at

i, 
C

.T
.,

Sa
ic

ha
ie

, K
.,(

...
),

Fl
or

m
an

, J
.C

.,
In

gr
am

, B
.F

.

 
20

14
 N

ew
 D

ire
ct

io
ns

 fo
r

Te
ac

hi
ng

 a
nd

 L
ea

rn
in

g
 

Vi
ew

 a
bs

tra
ct

 
| 

R
el

at
ed

 d
oc

um
en

ts

2

20

https://www.elsevier.com/online-tools/scopus
https://www.elsevier.com/online-tools/scopus/content-overview/
https://blog.scopus.com/
https://dev.elsevier.com/
https://www.elsevier.com/legal/privacy-approach
https://www.scopus.com/personalization/switch/Japanese.uri?origin=AuthorProfile&zone=footer&locale=ja_JP
https://www.scopus.com/personalization/switch/Chinese.uri?origin=AuthorProfile&zone=footer&locale=zh_CN
https://www.scopus.com/personalization/switch/Chinese.uri?origin=AuthorProfile&zone=footer&locale=zh_TW
https://www.scopus.com/personalization/switch/Russian.uri?origin=AuthorProfile&zone=footer&locale=ru_RU
https://www.scopus.com/standard/contactUs.uri?pageOrigin=footer
https://www.elsevier.com/
https://www.elsevier.com/locate/termsandconditions
https://www.elsevier.com/locate/privacypolicy
https://www.elsevier.com/
https://www.scopus.com/standard/help.uri?topic=11237
http://www.relx.com/
https://www.scopus.com/author/profile/feedback.uri?id=56100013500&origin=AuthorProfile
http://www.elsevier.com/locate/privacypolicy


 

1 
 

Game-Making for Collaborative Learning and Knowledge Sharing: 
Its Implications for Undergraduate Education 

 
Cecilia Titiek Murniati1, Ridwan Sanjaya2, Kristine Lisa Blair3 

1Faculty of Language and Arts, Soegijapranata Catholic University, Semarang, Indonesia 
2Faculty of Computer Science, Soegijapranata Catholic University, Semarang, Indonesia 

3College of Liberal Arts and Social Sciences, Youngstown State University, Ohio, US 
c_murniati@unika.ac.id 

 
Digital technology has been changing the landscape of higher education teaching and learning. 
Existing literature on students’ attitude on technology in the classroom shows that students are 

highly adaptable in using sophisticated technology for communication and for educational 
purposes. However, in order to be able to make the most of technology, students need guidance. 
Research on technology-based projects for knowledge sharing indicates that students had highly 
favorable opinions toward active learning strategies where students can[R1] contribute 
significantly to the collective knowledge. While the impact of technology on the academic 
achievement shows mixed results, numerous studies highlight the benefits of the use of 
technology on students’ retention rate, class engagement, teamwork skill, and students’ 

undergraduate education satisfaction. This paper discusses the results of a collaborative 
technology-based project and its implications on undergraduate educational policies. We 
examined students’ perception of the group-based game-making in a language classroom. The 
participants showed interests in creating a game because it allowed them to share their language 
skills knowledge with their classmates. The cClassroom is viewed as a community of practice 
because students are mutually engaged. They work together to achieve a common goal and to 
establish their identity and membership. In the classroom, every student has equal status. 
Through group-based game-making, they were able to contribute significantly to the 
development of self-authorshipknowledge creator. The more students interact, the stronger the 
membership become, and the more information knowledge they obtain and they can share. The 
results of the interviews underscored the power of collaboration on students’ learning experience 
and self-authorship. .Thise articlepaper delineates the transformative values of technology in 
higher education, institutional policies, administrative support, and the infrastructure needed to 
encourage the creation of more technology-based projects, supports state-of the art education 
technologies.  The challenges and the opportunities of technology for undergraduate learning 
experience will also be discussed. 
 
 
Keywords: digital technology, game, collaborative learning, self-authorshipknowledge creator, 
community of practice 
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1. Introduction 
 
Digital technology and the Internet have unarguably changeding the landscape of higher 
education teaching and learning. The availability of various kinds of gadgets and digital media 
has transformed the delivery of courses, the interaction between teachers and students, the design 
of curriculum, and the outcomes of the learning process. While findings of the studies on the 
impact of technology on academic achievement shows mixed results, numerous studies highlight 
the benefits of the use of technology on class engagement (Piirainen-Marsh & Tainio, 2009), 
interactional skill (Backlund & Hendrix, 2009), motivation (Yang, 2012).  
 
Gaminge is one of the most important innovationsventions in this century. Gaminge is defined as 
a system whereby players were engaged in rule-governed and artificial conflicts (Salen & 
Zimmerman, 2004). Literature on games for learning shows that games, when adopted properly, 
brought about positively  impacts such as strategic thinking, technical language, and problem 
solving skills (Gee, 2003; Gros, 2007; Shaffer, 2006; Squire, 2005) and student engagement 
(Connolly et al., 2012; Perrotta et al., 2013). However, studies on the use of games for classroom 
purposes have focused on the game playing instead of game-making. Research on the impact of 
game-making for learning indicated that game-making improved the use of deep learning 
strategies (Vos et al., 2011) and engagement (Quinn, 2005). In addition, Bermingham et al. 
(2013) suggested that studies on game-making focus on individual assignments where a student 
creates his or her game individually. Very few studies used group-based game-making activities 
where students create a game in groups instead of individually (Bermingham, 2013). As a result, 
tThis study aims to explore students’ perception of the game-making for knowledge sharing. In 
particular, w we would e like to investigate how our research participants make sense of their 
game-making activities and how they perceived the potential of the group-based game-making 
for knowledge sharing. 
 
2. Review of Literature 
Social constructivist approach to learning 
A sSocial constructivism approach to learning posits that knowledge construction occurs when a 
learners interact with other people. The proponents of social constructivism use different terms to 
describe the social nature of learning, such as Situated Learning, Community of Practice, and 
Zone of Proximal Development (ZPD). These approaches highlight the importance of social 
interaction among leaners and teachers. In his Situated Learning approach, Gee (2004) suggested 
that in learning a language, a learner has to use his own experiences from his interactions with 
other people. Language “has to be situated.”. His notion resonates with Vygotsky’s ZPD. ZPD is 
defined as “the distance between the actual developmental level as determined by independent 

problem solving and the level of potential development as determined through problem solving 
under adult guidance, or in collaboration with more capable peers" (Vygotsky, 1978, p. 86). A 
learner often needs help from teachers or peers to accomplish a certain task that he cannot do on 
his own. Interaction and assistance from teachers and peers are important for learners to achieve 
independent capability. Vygotsky’s ZPD is often used to explain the effectiveness of peer-
teaching (De Guerrero & Villamil, 2000) and is associated with scaffolding. Wenger’s 

Community of Practice (CoP) consists of three interrelated terms: . They are mutual engagement, 
joint enterprise, and shared repertoire. CoP underscores the importance of interaction, common 
goals, and repertoire. To accomplish work, people interact with others who have the same 
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interests. Members establish norms and common practice of their group. Members are also 
subject to the group’s common goals that guide their actions. Finally, to maintain the 

development of their community, members share repertoire or resources.  
 
Group-based game-making for learning 
Gee (2008) suggested games incorporate the principles of learning. Games can be adjusted to 
enhance player’s ability, increase motivation, and encourage collaboration and team work. Video 
games are made to be doable for players, yet customizable. They can be adjusted according to 
the player’s level of competence. Motivation is another important principle of learning found in 

games. For many people, games are motivating. Players obtain recognition in terms of points or 
rewards. Obtaining higher scores through competitions motivates players to beat others and learn 
the tips and tricks of the game. Games allow people to work together in teams and share 
knowledge, skills, and values. Game-based learning has been grounded on what scientists call 
situated learning, where learning occurs through experiences and social interactions (Squire, 
2005). Many games allow people to immerse in virtual worlds, assume different identities, and 
interact with others.  
 
[KLB2]Researchers have suggested creating games collaboratively can improve students’ creativity 

and interest (Berrenberg and Prosser, 1991) and encourage students to contribute their 
knowledge more actively (Baytak & Land, 2010). In their Making Games in Collaboration for 
Learning (MAGICAL), Bermingham et al. (2013) investigated the impact of collaborative game-
making activities on student’s 21

st century skills. In their project, they developed MAGO, a 
special fantasy-themed authoring environment in which authors of the game work together to 
modify the game through ‘magicial powers.’. Each author was in charge of a certain task such as 
game level design, implementation of physics, creation of visuals, integration of sound effects 
and music. In their MAGICAL project, Bermingham et al. (2013) designed a training program 
for teachers and student teachers on the use of game-making for developing transferrable skills. 
The findings of their study, teachers were highly engaged on designing and making a game. 
However, some were unsure of how to apply their game-making experience in actual classroom 
experience. In another study, Cheng (2009) conducted a study on students’ perception of game 

development process using Game-making Pedagogy (GMP). He found that game-making 
increased students’ learning motivation, problem solving ability, and creativity. Students had a 
strong sense of ownership towards their creation; and thus, are more motivated to engage in the 
process.  These two studies underscore several salient issues in game-making for learning such 
as the examples of game-making environment and actions, support from teachers and peers, and 
models of classroom use for game-making projects.  
   
3. MethodsResearch Question 
This study employed naturalistic inquiry. We were interested in learning how our research 
participants made sense of their game-making activities and how they perceived the potential of 
the group-based game-making for knowledge sharing.  
 
4. Methods 
Participants 
The participants in our study were undergraduate students in a private university in Semarang. 
These students attended our game workshop training sessions held in a city in Central Java. 
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Participation in this study was voluntary. Out of 78 students who attended our game workshop, 
five people agreed to do interview.  
[KLB3] 
Overview of group-based game-making workshop 
The group-based game-making workshop was intended to examine the potential of group-based 
game-making activity to increase students’ engagement in learning and knowledge sharing. In 

our research, Christanti, Sanjaya, & Murniati (2016) created a game template using RPG Maker 
MV to examine whether group-based game-making activity helps students understand certain 
subject matters through knowledge sharing.  
 
RPG Maker MV is a software designed to create a role play game (RPG) for anyone, even for 
those who do not possess programming knowledge. The tagline of the game was “Simple 

Enough for a Child. Powerful Enough for a Developer.”. In order to accommodate its users, the 
game developer provide user friendly sample maps, characters generator parts, and many other 
features that make it easier for beginners to create a role play game. Advanced or experienced 
users can take advantage of the game’s Javascript to create a game for their liking.  
 
In our workshop, to accommodate the technology comfort level of our participants we madeke it 
easier for students with limited game background knowledge by providing a game template for, a 
game template was provided in RPG Maker MV. The template we provided was designed in 
such a way that students could modify the game easily and concentrate on designing their 
storyboards. The most important requirement in the game creation was that student had to work 
in groups to design activities for the game and that student had to use their knowledge of a 
certain topic to create those activities.   
 
Participants of the study 
The participants in our study were undergraduate students in a private university in Semarang 
who majored in English. These students attended our game workshop training sessions held in a 
city in Central Java. Participation in this study was voluntary. Out of 78 students who attended 
our game workshop, five people agreed to do interview.  
The participants for our study majored in English. The workshop took three hours. Students were 
divided into groups of three. As we have previously stated, students’ major task in the game 

workshop was to design a game from scratch using the game templates provided. The template 
had several maps, characters, and other features that students could use to , create storyboards 
and activities.   
 
INSERT FIGURE 1 HERE 
 
Figure 1. Game Template 
 
INSERT FIGURE 2 HERE 
 
Figure 2. Maps  
After the end of the game workshop, it was expected that students wouldwere be able to create a 
game that other people couldcan use. During the workshop, students created games such as 
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“Name the Drama,”, “Who Are You,”, “Jeopardy,”. “Jumbled Words,”, and many other 
activities with the game template provided.[KLB4] 
 
INSERT FIGURE 3 HERE 
 
Figure 3. “O, That Drama?” Game 
 
ProceduresInstruments 
Interview 
To collect data, we conducted semi-structured interviews. We invited all participants for 
interview. Only  and five students responded and agreed to participate in the interview. We used 
an interview protocol that contained questions about participants’ experience in making a game 

or playing a game, technology comfort level, and how they perceive game-making for 
knowledge sharing. All interviews and focus group discussion were then transcribed. After we 
transcribed the audio files, we coded our transcripts based on the emerging themes.  
Observation 
To establish trustworthiness, we triangulated our data with the notes from observation during the 
workshop. Triangulation is a key aspect of a qualitative research (Lincoln & Guba, 1985). In 
triangulation, a qualitative researchers need to use data from multiple sources in order to 
establish trustworthiness. We conducted peer review to make ensure that our interpretation s 
were validwere not off base. [KLB5] 
Reflective journal 
During the game workshop, we made some reflective journals to self-assess our interpretation of 
the data. We made notes of students’ interactions with their peers and workshop assistants. Our 
reflective journals also serve to self-assess whether the workshop worked as we expected.    
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4. Findings and Discussion 
In this study, we examined students’ perception of the group-based game-making. Three major 
themes emerged from the interviews, observation notes, and reflective journals. The first theme 
underlines the potential of games to learn a subject matter or a topic. The second theme 
described the collaborative nature of the game-making. The third theme described the 
participants’ reflections of the creative process during the game-making.  
 
Overarching themes 
Games areis a powerful tool for knowledge sharing  
All of the participants in our study explained that during the game-making, they worked together 
to create the storyboards.  They said they worked on the questions for the puzzles 
collaboratively. From the observation, we noticed that some groups made the storyboards, 
instructions, questions, and feedback together, while some other groups divided the tasks equally 
among team members. In both situations, most of our participants said that they were able to 
practice their language skills when they created their storyboards. During the workshop students 
created a game focusing on certain language skill such as making questions, arranging jumbled 
words, making trivia, or describing things or famous people. In the interviews, our participants 
reported that designing questions for the game itself was a good way to practice the materials 
they had learned in their language skill courses. When asked about the possibility of the game to 
be used in another subject matter, all of them agreed that the RPG game could be used for other 
English language related skills. In general, students had favorable attitudes towards game-
making to learn their English language skills.   
 
Group dynamic is key in creating a game 
When we asked about the collaborative nature of their game-making, our respondents reported 
that in general they worked well together since they were allowed to choose their team members. 
Most of students had worked together with the same people in other class projects, so they felt 
comfortable working together. From the observation, we noted that one student was in charge of 
working with the laptop, and two other members helped in case he missed the instructions from 
the game trainer. In terms of creating storyboards or designing activities for the game, they said 
they discussed the question items, answers, feedback, and reward points together. From the 
observation, a few students, especially male students, looked slightly disengaged, but overall 
students were engaged in the activity and contributed to the game project. Some students who 
used to be silent during regular classes participated in creating the game. From the interviews 
and the observation notes, it was apparent that group dynamic is key in task accomplishment. 
This is in line with the findings of a study of an active learning classroom (Van Horne, et al. 
2014). In their study, they found that a technology-infused classroom, reluctant students showed 
higher level of participation. Ratih, a freshman, stated that creating a game was something new, 
yet fun for her and her group members. They found the activity challenging; therefore, 
everybody was invested in the task. She wished that more teachers were willing to integrate 
technology in their classes. She said “it is unfortunate that not many teachers were eager to 

create projects integrating technology in the subjects they teach” (personal interview, June 2016). 
 Working in group can also emphasize students’ strengths and weaknesses. Dani, a 
freshman, was in charge of the installation and the game modification since she was more 
technology savvy compared to the other group members. In addition, the laptop used for the 
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game workshop was hers, so her group decided that she had to be the one in charge of the game 
installation and modification.  
 
Creating storyboards is more challenging than modifying the game features  
In the workshop, a simple template was provided because we wanted would like to accommodate 
students who had limited game-making knowledge. As we previously said, we tried to make the 
template simple enough to modify, yet powerful enough for students who were willing to use 
advanced features of the software. Ika, a freshman, said that she had a sister who was a student in 
the game technology department, so she was quite familiar with the process. However, creating a 
playable and interesting game needs something more than the ability to modify the game or 
familiarity with game-making or game playing skill. Some of the respondents noted that the 
modifying game was quite easy, but making the game interesting and challenging for players 
was not as simple as they thought. One of the primary reasons was students needed more time to 
create interesting stories for the game. Ika said “We did not have enough time to discuss our 

maps.[KLB6] I think the results would have been better if we were given more time to think about 
the types of questions we would like to use” (personal interview, June 2016). Her response 
reflected Rina’s experience. She said that during the game workshop, it took a while for her 
group to figure out what kind of English language related knowledge she would like use for her 
activity. They finally opted for trivia type of questions since it did not take too long for them to 
make. During the workshop, some groups clearly needed longer time than other groups  
 
 
 
Discussion 
 
The study we conducted aims to examine students’ perception of the group-based game-making 
for sharing knowledge. From the interviews, observation note, and reflective journal, we found 
that our participants showed interests in creating a game because it allowed them to share their 
language skills knowledge with their classmates. During the game workshop, the students were 
mutually engaged. Many students in the game workshop were not familiar with game-making, 
yet they were engaged with the process of game-making and knowledge sharing. They did not 
feel that technology was a hindrance. Our data sets indicated that students participated in 
completing the task collaboratively because they could create a game that other people would 
use. In other words, students could become a creator of knowledge. Technology, thus, highlights 
the voice-sharing in a community. In a sense, it allows students to identify themselves as 
members of the community and recognize the importance of voice sharing for their benefit. In 
community of practice, participants involve in the negotiation of meaning and this requires 
continuous interaction. In their community, members share what they know, and learn from other 
members about things they are not familiar with. This is in line with Wenger’s notion of mutual 

engagement. He suggested that “Mutual engagement…draws on what we do and what we know, 

as well as on our ability to connect meaningfully to what we don’t do and we don’t know---that 
is, to the contributions and knowledge of others” (Wenger, 1998: 76). Thus, knowledge or 
competence is the result of “voice-sharing” in a community.  Interactions that take place in the 
classroom allow the multiplicity of social and cultural voices to emerge and reverberate. In the 
beginning of an activity, mutual engagement is challenging, especially for students who are shy 
and not out-spoken. However, once they get to know each other, their sense of belonging 
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becomes stronger and participation becomes more voluntary. When students have established 
close relationship with one another and acknowledge the value their mutual interaction, they are 
more open and more willing to collaborate. In this aspect, technology plays a key role in 
transforming students’ learning. Students were much more invested in the creation and sharing of 
knowledge than they were in a traditional classroom. In addition, the collaborative nature of the 
game-making benefits students who were not outspoken to be more active, especially when the 
team decided to distribute the task equally.  
  
Conclusions and Implications 
The findings of this study generated three overarching themes. The first theme is that games are 
is a neat and powerful tool for sharing knowledge. The second theme is that group dynamic plays 
a key role in accomplishing the task. The third theme we found from our study was that task 
design is necessary to guide students, so they can balance their attention to both game design and 
knowledge sharing.  

The implication of our study lies in the pedagogical approach when teachers decide to use 
group-based game-making for other subject matters. Our data indicated that it is necessary for 
teachers to adjust the activities and the goals of the tasks according to students technological 
comfort level, and at the same time, setting a clear guideline of what features may and may not 
be used. The fact that students, especially those who were more technologically savvy, felt 
challenged to use advanced features indicates that technology can be distractive and makes 
students going astray if teachers do not provided clear instruction of what students had to 
accomplish and prioritize.  
 The second implication of this research is the institutional role in encouraging teachers to 
use the available technology to increase student engagement in class activities. In Indonesia, 
setting up an active learning classroom (ALC) or technology-infused classroom may still be a 
long way to go, but integrating available technology in classrooms should not be viewed as 
complicated and useless. There have been contrasting views concerning the role of technology to 
improve students learning outcomes; however, many studies indicate that technology does 
benefit students in terms of the engagement, motivation, and problem solving skills. The 
unpredictable nature of technology serves as a test for its users. In other words, users of 
technology need to be prepared when technology doesn’t go as planned. This requires patience, 

perseverance, and trouble-shooting skills. Our participants’ reflections are in agreement with 
what Brown & Volts (2005) suggested in their study that students preferred a learning strategy in 
which they are allowed to engage and contribute their knowledge in solving numerous issues. 
Students are more comfortable in using various technological tools and incorporating multimedia 
in their class projects. Therefore, teachers should be aware of their students’ needs, capabilities, 

and expectations. [R7] 
 The third implication of this study is the need for teachers’ professional development in 

regard to the integration of technology. Studies on teachers’ predisposition in using technology 

suggested that environmental barriers as well as individual barriers played a key role in the 
successful integration of technology in the classroom (Mueller at al.,2008).  To a great extent, 
the lack of professional development and support has acted as a barrier to the effective use of 
technology in education. In many schools, teachers feel unprepared to learn and integrate 
technology in their classrooms. Yet for students, they have the knowledge of using this 
technology for educational purposes. There is a lack of training programs to teach these teachers 
on ways they can use technology to simplify their job and also make it easier for their students to 
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learn better. When it comes to remote schools or low level classes, teacher will act as a link 
between students and technology, because these students are not well informed on how to use 
technological tools like computers in the classroom. So if teachers have no training skills on 
using technology for educational purpose, then students will also miss out on these skills. This is 
a common practice in public schools, because private schools are business entities which are 
operated on competitive advantage, so they emphasize the use of technology in the class and 
their teachers are well trained and well equipped with technological tools for education. 
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Fortune Magazine in 2014 [16] mentioned that Dropbox 
was more popular compared to OneDrive and Google Drive 
because it has 300 million users. Meanwhile OneDrive has 
250 million users and Google Drive has 240 million. Dropbox 
was used as a representative of online storage to manage game 
project files centrally.  Dropbox desktop application was used 
to save and synchronize the same project files between 
students and online storage. In addition, to utilize SVN 
repository, assembla.com was used as a repository hosting and 
Tortoise SVN as a client application.  

For the first experiment, the game prototype that the 
research team created for collaborative game making was 
copied to the Dropbox folder after the Dropbox desktop 
application had been installed and the team leader logged in 
using his account. Those files were synchronized to the 
Dropbox server as the initial game project for the team 
members. Then, all the team members installed the Dropbox 
desktop application and logged in using the team leader’s 
username and password. 

Each member modified a map and added some questions 
inside the map without creating more characters and more 
maps. Every modification was automatically synchronized to 
the Dropbox server. Some files overwrote the existing files. 
These processes were completed after all of team members 
finished their tasks. At the end, all team members had exactly 
the same files in their own Dropbox server. Therefore, they 
could run the program. This stage was considered successful if 
all team members could run the game project in their 
computer. 

The second experiment used the assembla.com and 
Tortoise SVN. The team leader installed Tortoise SVN in his 
computer and logged in using his assembla.com account. The 
game prototype was copied in subversion folder on the 
computer. Then, the team leader approved all of the files to the 
server. Then, he invited all of members to assembla.com. All 
team members installed Tortoise SVN, logged in using the 
team leader’s account, and copied the project files to SVN 
folder at their computers. 

Each member modified a map and added some questions 
in the map, without creating more maps and characters. After 
each member finished their job, they uploaded the 
modification to the server. After all modified files in all 
members were uploaded; the team members had to run the 
game project. The game was viewed as successful if members 
could run it from their own computers.  

The research team then recorded and compared the results 
of the experiments and made notes of the differences and 
challenges of those online storages. The comparisons would 
be beneficial for the team to assess whether collaborative 
game making was feasible to be conducted virtually. 

IV. RESULTS 

After the members modified a map, Dropbox desktop 
application would upload four files to the Dropbox server. The 
files were the rpgproject file, Mapinfos.json, System.json, and 
json file of its map. Even though four files were stamped as 
modified files, only json file of its map had modified content. 

As long as there were changes in the system configuration and 
number of maps, the overwritten rpgproject file, 
Mapinfos.json, and System.json would not affect the game. In 
that case, the students had to agree that system configuration 
and number of maps were to be changed in the beginning in 
order to avoid conflict on Mapinfos.json and System.json in 
team members' computer. Each student had a role to modify a 
different map. In order to see the whole changes and run the 
game, each team member closed the game editor, reopened the 
game project, and ran the game project. This was especially 
needed when the group members added or modified any 
content inside the event. 

 

Fig. 2. Synchronizing the changed files to Dropbox server 

By using Tortoise SVN and SVN repository, each member 
received a red icon on every modified file. The member chose 
which files would be synchronized to the server. Even though 
four files were declared modified, a member could 
synchronize only the json file of the map. The three files 
which were rpgproject file, Mapinfos.json, and System.json, 
could be synchronized after the project was done. In other 
words, each student decided which files were synchronized to 
the server or from the server. Because of the version control 
feature of SVN repository, the team leader could restore the 
previous files when there was a conflict in the project. 
However, to see the whole changes and run the game, each 
team member had to reopen the game project. This process 
was required because the game editor needed to reload the 
modified files, especially when the other members added or 
modified the contents inside the event. 

Both options could be used to facilitate the collaborative 
game making, but there were some rules to be followed in 
order to avoid the conflict. First, the team leader was required 
to install Dropbox desktop application, copy the game project 
files inside the Dropbox folder, and invite the team members 
to create a Dropbox account. Second, the team members 
installed the Dropbox desktop application, accepted the 
invitation from the team leader, and synchronized the project 
files from the server to their computer. Third, team members 
had to determine the system configuration and number of 
maps in the game project before they started creating the 
game. Fourth, the game editor needed to be reopened to see 
the whole changes and run the game project. Fifth, each team 
member could only modify his/her own maps which were 
different from other members. 



 

Fig. 3. Rules in Dropbox usage for collaborative game making 

This allowed each member to contribute his/her knowledge 
equally. All the maps created reflected their shared 
knowledge. In other words, each member had an opportunity 
to share knowledge through game activities and game design. 

V. CONCLUSIONS 

Dropbox and SVN are commonly used by software 
developers in creating computer applications.  However, not 
many studies have discussed whether it was possible to use 
those online storages for collaborative game-making. Virtual 
collaborative game making might be a feasible option for 
individuals who are interested in game making yet are limited 
by the physical resources and equipment (such as computers 
or laptops) and individuals who do not major in computer 
science but are interested in making their own games. Virtual 
collaborative game making should be easy to use and manage.  
From the experiment, the writers found that Dropbox is easy 
to be used for collaborative game making by the students who 
do not major in computer science. However, mutually 
overwritten files in Dropbox created by team members might 
cause the game to inoperable. This can be solved by creating 
the maps in the beginning and avoiding system configuration 
modification. This means students could not add more maps 
and modify the system configuration in the development. 
Otherwise, the new maps would be lost and the changed 
system configuration would be replaced by other members. 

SVN repository is more complex for the students who do 
not major in computer science. But this is the best choice for 
collaborative game making. Students can add more maps and 
system configuration during the game development process. 
The team leader was able to choose the right files when the 
files were mutually overwritten due to its version control 
feature. 

In order to accomplish better collaborative game making, 
Dropbox offers better solutions, especially for students who do 
not major in computer science.  To prevent file conflicts, team 
members need to agree on the fixed system configuration and 
maps for the collaborative game making. 
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n
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d
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u
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i d
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in
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m

u
d
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p
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g 

p
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p
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a 
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u
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d
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u

d
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n
 p
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h
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h
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p
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n
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I w
an
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o
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o

 t
h
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V

ill
ag

e”
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a 
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m

at
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an
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 d
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g 

d
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m
p
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u
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b
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k 
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u

i d
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n
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h

 d
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n
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u
d
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su

sa
h

. 

R
u

te
 y

an
g 

d
ile

w
at

i s
eb

ag
ai

 b
er

ik
u

t 
: 

1
 

2
 

3
 



1
. 

(1
) 

M
ar

ie
 d

en
ga

n
 p

er
ta

n
ya

an
 : 

 “
Th

e 
p

ro
ta

go
n

is
t 

o
f 

th
is

 d
ra

m
a 

is
 a
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ir

l w
h

o
 o

ft
en
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et

s 
in
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 u

n
fo
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u

n
at

e 
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tu
at
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n

s 
 b

ec
au

se
 o

f 

h
er

 p
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tt
y 

cl
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at

e 
w

h
o
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h

e 
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m
e 

n
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h
e 

m
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e 
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’s
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ar
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D

o
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o

n
g 

w
h

o
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o
rk
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o
u

n
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d
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2
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(2
) 
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 d
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n
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n
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e 

is
 f
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o

u
s 
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r 

h
er
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o

le
 in
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 c
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 s
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eu

k 
d
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m

a 
D

ae
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an
g 

G
eu

m
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n
d
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s 

a 
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ve
n

ge
 s

ee
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n
g 
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n

gl
e 

m
o
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er
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n
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ar
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C

h
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o
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r 
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p
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h
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r 
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d
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V

en
ge
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ce
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Sh
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w
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n
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ti
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 f
o
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l 
ye
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s,

 b
u

t 

sh
e 
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d
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o

 m
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e 
a 
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m

e 
b
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k 

in
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 d
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m
a 
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d
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m

d
an
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h
e 
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s 

D
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h
o
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h
e?
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3
. 
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) 
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ck

 d
en

ga
n

 p
er

ta
n

ya
an

 :
 “
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 c
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ic
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o
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e 

w
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d
u
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d
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0

0
2
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It

 b
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u
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C

h
o
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o

o
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n
d
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o

n
g 
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n
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n

to
 

p
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p
u

la
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h
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 p
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d
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h
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o

o
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d
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h

o
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ve
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h
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 b
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. T

h
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 m
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u

n
d
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y 
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fe
re

n
t 
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u
m
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ce
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h

e 
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o
o
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n
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f 
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 m
o
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p
u
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r 
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o

n
g 
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u
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st
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h

er
e 
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m

u
d
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u
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m
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u
m

ah
 d

i d
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u
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u
t 

ak
an

 a
d

a 
2

 N
P
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 m
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 p
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p
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 d

i D
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er

ta
n

ya
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d

i r
u

m
ah

 : 

1
. 

(1
) 

D
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ie
 d

en
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n
 p

er
ta

n
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an
 :

 “
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h
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o
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h
e 
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m
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e 
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a 
h
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d
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o
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e 
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n
d
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h
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h
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o
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b
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o
la
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h
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 p

ri
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n
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h

e 
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n
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n

e 
o

f 
th

em
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s 
th

e 
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f 

a 
ri
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o
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an
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G
o

o
 J

u
n

 P
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h

o
 o

ft
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 b
u
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 t
o
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o
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n
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o
w

ev
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er

 p
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st

en
ce

 a
n

d
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b
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o
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n
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 m
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n

d
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n
d

 b
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 p
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h
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 d
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 d
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 d
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h
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 C
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 f
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e 

n
am

e 
o

f 
th

e 
d

ra
m

a?
” 

Se
te

la
h

 m
en

ye
le

sa
ik

an
 s

el
u

ru
h

 p
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i d
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 d
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 p
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 D
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 p
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p
u
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n
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 t
h

is
 

lo
ca

ti
o

n
.M

y 
Lo

ve
 f

ro
m

 A
n

o
th
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 t
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 p
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b
el

ah
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an
an

 d
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ek

at
 p
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Th
is
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 d
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m
a 

te
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b

o
u
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a 

w
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 m
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e 
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o
m
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 c
o
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 l
ad
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b
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H

w
an
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e 
b
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s 
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H
w

an
 i

s 
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o

n
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b
le
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o

r 
th

e 
d
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f 

h
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 f
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h
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H

o
w
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Em

p
e
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r 
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n
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o
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it
h
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d
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 c
o

n
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b
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o
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 d
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m
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a 

h
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u
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u
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u
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 d
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a 
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e
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m
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n
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 d
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u
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u
i 
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 m
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 p
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m
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n
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1
. 

R
o

b
er

t 
(K

ak
ek

-K
ak

ek
 d

i p
er

p
u

st
ak
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n

):
 “

Th
is

 d
ra

m
a’

s 
fe

m
al

e 
le

ad
 is

 N
a 

B
o

n
g 

Su
n

, a
 s

ki
lle

d
 c

h
ef

, b
u

t 
la

ck
s 

th
e 

se
lf

-e
st

ee
m

 

an
d

 is
 d

et
ac

h
ed
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ec

au
se

 o
f 

h
er
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b

ili
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o

 c
o

m
m

u
n

ic
at

e 
w

it
h

 g
h

o
st

s.
O

n
e 

d
ay

, a
 s

ed
u

ct
iv

e 
gh

o
st

 p
o

ss
es

se
s 

h
er

 a
n

d
 t

u
rn

s 

h
er

 in
to

 a
 m

o
re

 li
ke
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le
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n

d
 c

o
n

fi
d

en
t 

p
er
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n

al
it
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o
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 s
h

e 
b

ec
o

m
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ve
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st
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f 
K

an
g 

Su
n

 W
o

o
, t

h
e 

h
o
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t 
ch

ef
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w

n
 a

n
d
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o

n
g 

Su
n
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 s

ec
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t 
cr

u
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W

h
at

 is
 t

h
e 

n
am

e 
o

f 
th

e 
d

ra
m

a?
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2
. 

A
n

n
ie

 (
N

en
ek

 –
 N

en
ek

 d
i k

am
ar

):
 “

Se
o

 J
u

n
g 

H
o

o
 is

 s
o

-c
al

le
d

 "
er

ra
n

d
 b

o
y"

. F
o

r 
a 

p
ri

ce
, h

e 
is

 w
ill

in
g 

to
 d

o
 a

n
yt

h
in

g 
u

n
le

ss
 it
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es

 m
u

rd
er

. O
n

e 
d

ay
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n
e 

cu
st

o
m

er
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 a
sk

in
g 

to
 f

in
d
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 g

ir
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C
h

ae
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eo
n
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in
,a

 t
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u
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al

is
t.

 S
o

o
n

 h
e 

fi
n

d
s 

o
u

t 
th

at
 

th
e 

gi
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 c

o
m

m
o

n
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t 

w
it

h
 h
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u
ri

n
g 

h
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 a
tt

em
p

t 
to

 u
n

co
ve

r 
th

ei
r 

p
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t,
 h

e 
fa

lls
 in

 lo
ve

 w
it

h
 h

er
. W

h
o

 p
la

ys
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eo
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n
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H

o
 in

 t
h

is
 d
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m
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 m
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 m
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 k
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
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
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m
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D. LEARNING MODELS  



The learning model for this type of learning is as follows: 

 

 

 

 

 

 

 

 

 

 

 

From the series of workshops we conducted in the first and the second year as well as the 

data we obtained, we came up with the learning model for the integration of game and 

collaborative learning. The first step in this diagram is the goal setting whereby teachers set the 

goals of the game-making activity, the steps, groupings, and assessment. Learners select their 

team members and decide what they would like to produce. The next step is to make content and 

visual design. This step is very much influenced by students’ prior knowledge and digital 

literacy. Learners who are comfortable using technology are likely to be able to modify the 

features provided in the game template. The next step is to try out the games they created. In this 

stage, teachers need to try the games that the students created for a group of players to make sure 

that the games work well and that the activities in the games are correct. After the tryout phase, 

teachers and students received feedback from the users. The feedback is used to refine and 

improve the game. The next step is the implementation step. In this step, the game is ready to be 

implemented for any class. The last step will be the evaluation step. In order to see whether the 

game has impacts on students’ learning, they need to be evaluated. Teachers need to design some 

Content and visual design 

Digital literacy 

Goal setting Tryouts 

Fine-tuning 

Implementation 

Evaluation 

Knowledge 



kind of evaluation criteria or conduct action research to examine in what ways game helps 

students achieve their potential. The cycle ends with the goal setting again because the 

evaluation process is used to determine what kind of activities, lesson plans, and course contents 

that match with the game design.  

  



E. CONFERENCES 

1. International Conference on Learning Technologies as Keynote Speaker “Game-

making for Learning: Pitfalls, Advantages, Opportunities” – September 14 -15, 2017 

in Grand Candi, Semarang (Cecilia Murniati, first author) 

2. International Conference on Learning Technologies as Keynote Speaker “The 

Role of Game Technology in Education and Entrepreunership” – September 14 -15, in 

Grand Candi, Semarang (Ridwan Sanjaya, first author) 

3. 5TH Celt International Conference as Keynote Speaker “Technology-Enhanced 

Language Learning: Lesson Learned” – September 11, 2017 (Cecilia Murniati, first 

author) 

4. International Conference on Leadership and Management in Higher Education: 

Challenges, Opportunities, and Ways Forward as a speaker “Integrating 

Technology for Collaborative Learning and Knowledge Sharing: Its Implications for 

Undergraduate Education” – July 28 – 30, 2017 in Ho Chi Minh, Vietnam (Cecilia 

Murniati, first author) 

5. International Conference on Leadership and Management in Higher Education: 

Challenges, Opportunities, and Ways Forward as a speaker “Game-Making as 

Collaborative Learning Method” – July 28 – 30, 2017 in Ho Chi Minh, Vietnam 

(Ridwan Sanjaya, first author) 

6. MITICON Conference as a speaker “Technical Aspect of Game for Collaborative 

Learning” – December 12, 2017 in Thailand (Ridwan Sandjaya, first author) 
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Welcoming remarks  
from the Chairperson

Distinguished invited speakers
Conference presenters and participants
Ladies and Gentlemen
Good morning

On behalf of Soegijapranata Catholic University and the organizing commitee, 
I would like to welcome you all to our International Conference on Learning 
Technologies. It is a great pleasure for me to be here with you all today. 

We all have witnessed the extensive influence of technologies and Internet 
in transforming the educational landscape. Technology affects how younger 
generations interact, communicate, learn, and behave. They ‘have the world 
available at their fingertips’ and sometimes depend too much on technology 
and spend a lot of time online. Likewise, teachers face challenges how to 
balance the disruption of technology and the potential of technology to increase 
students’ engagement and participation in the classroom and students’ role in 
knowledge construction.  Despite the unresolved debate about the advantages 
and the drawbacks of technology in education, we cannot ignore the facts that 
technology has indeed changed the ways learning and teaching are conducted. 
The theme of the conference is “Leveraging Digital Technologies for Innovation 
and Knowledge Sharing in Education”.  We chose the topic because as teachers 
and users of technology, we recognize the value of technology in empowering 
and equipping our students for the 21st century skill. Thus, the goals of the 
conference are 1) to encourage and foster discussions among teachers, 
practitioners, policy makers, and those who are interested in the application 
of learning technologies for education to share their best practices, teaching 
experiences, and policies to increase student engagement and achievement 
through the use of digital technologies, 2) provide a forum for educators and 
practitioners who are interested in exploring the potential of technologies to 
transform the educational landscape.

Ladies and gentlemen
This conference is made possible by the two-year research grant that Prof. Dr. 
Ridwan Sanjaya and I received, International Collaboration and Publication. 
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Therefore, the additional goal of this conference is to provide opportunities for 
scholars who are interested in learning technologies to meet, explore possibilities 
of conducting collaborative research projects, and expand current projects  with 
other scholars from different parts of Indonesia and outside Indonesia. 

To achieve these goals, we invited plenary speakers who will share their 
insights on technology from the U.S.A, Phillipines, Thailand, and Malaysia. We 
received abstracts submissions from different countries such as Malaysia, Japan, 
Phillipines, South Africa, U.S.A, and Venezuela. Some are with us here today 
and some could not come because of one or other important reasons such as 
travel warning, budget limitations, and schedule conflicts. Prof. Dr. Ridwan 
Sanjaya and I initially planned a much smaller event. However, we finally decided 
to hold this conference because we would like to reach wider audience and 
plan to collaborate with other universities as well as provide opportunities for 
participants and presenters to explore collaborative projects. 

Ladies and gentlemen, 
It is pleasure for me to inform you that three editors of outstanding journals 
are here with us today. Dr. Kristine Blair, who is the editor of Computers and 
Composition journal and Dr. Ekawati M. Dukut, the chief editor of Celt Journal, 
the nationally accredited journal owned by the Faculty of Language and Arts, 
and Dr. Harnadi, the editor of SISFORMA Journal. Please take the opportunities 
to ask about the journals and submission guidelines. In addition, selected papers 
will be published a book volume on “Trends and Issues in Learning Technologies” 
and eproceeding after the conference. 

Ladies and gentlemen,
This conference will not come into a reality without the support of the organizing 
team, the students, faculty members, and administrative staff, dancers, and 
anyone who has poured their heart and soul to help Prof. Dr. Ridwan Sanjaya and 
me organize this conference. My sincere gratitude goes to them. I also extend 
my sincere appreciation to the invited plenary speakers, moderators, presenters, 
and participants who have come a long way to attend this conference. I sincerely 
hope that the discussions will bring a rewarding and fruitful experience. 

Thank you

Dra. Cecilia Titiek Murniati, M.A., Ph.D
Chair 
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Speech from Vice Rector  
for  Cooperation and Development

Honorable Speakers, Distinguished Guests, Enthusiastic Participants, Ladies and 
Gentlemen, Please allow me, on behalf of Soegijapranata Catholic University, to 
warmly and officially welcome you in this International Conference. 

Professor Schwab, the founder and executive chairman of World Economic 
Forum, named this era as “the Fourth Industrial Revolution”. He characterized 
it by pointing out the development of new technologies that are fusing the 
physical, digital and biological worlds and challenging ideas by what it means to 
be human.

In its early development, virtually someone may, for instance, choose which 
gender he/she wants to be known in his/her virtual world.  At first, it might 
be done for fun, yet, when he/she is more involved in his/her role and being 
supported by his/her virtual community, it might then affect his/her real world.

In Indonesia, in the event of Governor’s Jakarta Election, we experienced 
how the use of social media affected the behavior of the voters. The so-called 
tolerance society is changed into intolerance voters. Unfortunately, it affected 
not only  low educated people but also professors. Despite their political choice, 
what I am trying to emphasize is on how the “bad use” of technology prevails 
over the level of education. 

Furthermore, we also noticed the phenomenon of “disruptive innovation” that 
put a big impact on conventional retailer business. Uber and Grab as well as GoJek 
in Indonesia, have changed the behavior of people in using “public transport”, 
if I may call them as public. The boundary between public and private is also 
changed. It is then understandable that their existence has been questioning by 
the existing rules and regulations. 

However, another phenomenon also happens. After its success for being the 
biggest online shop, Alibaba starts to open its physical store. No shopkeeper 
is needed because everything is done through mobile apps, yet people have to 
come to collect their things. The easiness of buying thing without leaving home 
is being disrupted by the man who promotes that service. A truly disrupting 
innovation. 

As a part of society, education is  not immune from this state of the art technology 
development. The first and most sources that students nowadays consult for 
information is goggle, Wikipedia, personal blogs and other social media. Some 
of course provide a useful information yet some may mislead the students to 
unverified information. 
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The other aspect to be considered is the habit of copy paste. Once they find a 
useful source, they do not bother to quote but copy and paste it. Lucky enough 
if they mention the source, sometimes they just ignore it. Yet I still believe in 
the old saying that mentions “freedom of information may bring bad and good, 
without it, certainly bad.

Back to the current industrial revolution, the challenge is how the technology 
empowers education, rather than replace them, progress to serve education 
rather than disrupts it, it will need a boundary that will not be easy to be drawn, 
yet to respect rather than cross them.

Will this conference come up with the new idea? Or will it create a new level 
disruption in itself? Whatever the result is, please enjoy the process. Going home 
with an intriguing mind to do something after the conference is much more  
rewarding than being satisfied with the result and do nothing. Have a good 
conference. Thank you.

Warm regards,

Benny D Setianto
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About
SOEGIJAPRANATA Catholic University

Soegijapranata Catholic University was founded on August 5, 1982 as the 
continuation of Atma Jaya Catholic University Semarang and Semarang Catholic 
Institute of Technology.

Soegijapranata Catholic University is an institute of higher education subservient 
to the name of Mgr Alb Soegijapranata, SJ, who was the patron of the university 
and the just native archbishop that he is rewarded as Indonesia’s national figure 
and hero.

Born in Surakarta on November 25, 1896, he entered the Society of Jesus 
Mariendaal, Grave, the Netherlands, on September 27, 1920. Ordained as a 
priest on August 15, 1931, he was later appointed as the archbishop of Semarang 
Archdiocese on September 20, 1940.  His concern for education is the legacy of 
his lecturer, Father Frans Van Lith, SJ. One of his efforts to improve education 
was to help increase the quality of two oldest Catholic universities, Parahyangan 
University, Bandung, and Sanata Dharma University, Yogyakarta, that were of 
equal status with the state universities.

Mgr. Alb. Soegijapranata was also concerned with the poor that is proven 
through his thinking and movements. He encouraged the foundation of socio-
economic organizations that dedicated their activities into the empowerment of 
war victims and poor people. Today, Soegijapranata Catholic University continues 
the spirit, the struggles, and the ideals of Mgr. Alb. Soegijapranata, SJ.

In its early days, Soegijapranata Catholic University was located at Jl. Pandanaran 
100 Semarang and consisted of three faculties: the Faculty of Technology, Law, 
and Economics. In the mid 1990s, the university built a new campus in Bendan 
Duwur because of the increase of the student body. Since the mid 1990s, 
educational activities have been entirely centered in this campus. In 1992, the 
university also built a campus located on Jl. Menteri Supeno Semarang. This 
downtown campus building is used for the Centre for Language Training to 
provide English language classes for university students and the public.

Soegijapranata Catholic University’s library holds extensive collections of books, 
journals, and digital collections that serve the needs of students, lecturers, 
and anyone who wishes to conduct research and develop their knowledge, 
skills, and technology. Currently Soegijapranata Catholic University offers 1 
diploma program in Taxation, 18 Undergraduate programs, and 8 Master’s 
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programs. The 18 Undergraduate programs include Architecture, Visual 
Communication Design, Civil Engineering, Electrical Engineering, Robotics 
Mechatronics, Law, Communication, Management, Accountancy, Psychology, 
Food Technology, Culinary Nutrition and Technology, English Language and Arts, 
Englishpreneurship, Informatics Engineering, Mobile Computing, Information 
System, and Game Technology.

The Master’s programs include Master of Management, Master of Accountancy, 
Master of Science in Environment and Urban Studies, Master of Law majoring in 
Health, Master of Psychology majoring in Psychology of Social Development and 
Education, Professional Practice in Psychology, Master of Science in Architectural 
Engineering majoring in Architecture and Settlements, and Master of Science in 
Food Technology.
Soegijapranata Catholic University has actively been in cooperation with many 
universities abroad such as with Trinity Western University in Canada in mentoring 
graduate students in Professional Practice in Psychology program to become 
counselors for disaster victims as well as with Radboud University Nijmegen in 
conducting research related to climate changes, development, and migration. 
Soegijapranata Catholic University is also active in international collaboration 
on environmental research, especially on coastal metal pollution and nutrient 
export with three universities in the Netherlands: Vrije University, Wageningen 
University, and Open University.

In Taiwan, Soegijapranata Catholic University is in cooperation with Providence 
University, Fu-Jen Catholic University, Wenzao Ursuline University, Chang 
Jung University and Soochow University. In the Philippines, the university is in 
coopertion with San Carlos Cebu, Ateneo De Davao, San Beda College, San Beda 
College Alabang, De La Salle University Dasmarinas, Miriam College and Universita 
Della Callabris. In Thailand, cooperation is made with Mahidol University and 
Assumption University. In Korea, Handong Global University, Soongsil University, 
Ewha Woman University, Sogang University, and the Catholic University of Korea 
are in cooperation with Soegijapranata Catholic University.  In Japan, there is a 
cooperation with Kwansei Gaikun.

Meanwhile, outside of Asia there is also a cooperation with the United States 
of America in Younstown State University and Bowling Green State University. 
These cooperations includes student exchanges, student internships and 
also credit transfers for some universities. For the lecturers, there has been 
opportunities also for staff exchanges, research, international conferences and 
joint publications

Soegijapranata Catholic University’s cooperations are supported through its 
participation in numerous higher education asscociations in Indonesia and 
abroad such as APTIK (Asosiasi Perguruan Tinggi Katolik Indonesia or Association 
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of Indonesian Catholic Higher Education), ASEACU (Association of South East 
Asia Catholic University), ACUCA (Association of Christian Universities and 
Colleges of Asia), IFCU (International Federation of Catholic Universities), 
NUNI (Nationwide University Network in Indonesia), I-IEN (Indonesia Integrity 
Education Network) and UBCHEA (United Board of Christian Higher Education 
in Asia). These networks provide lecturers and students the opportunities 
to interact in international communities and develop their worldviews and 
personalities.

Many students, lecturers, and teaching staffs of the university have been 
successful on regional, national, and international levels. This is due to the 
excellent academic atmosphere in Soegijapranata Catholic University which 
encourages them to develop their hard skills and soft skills simultaneously.

Students, lecturers, and the teaching staff of Soegijapranata Catholic University 
come from various places in Indonesia including Central Java, Yogyakarta Special 
Region, Jakarta, West Java, Bali, East Nusa Tenggara, Nangroe Aceh Darusalam, 
North Sumatra, South Sumatra, Bangka Belitung, West Kalimantan, South 
Sulawesi, Papua among other places and many other places in Indonesia. This 
indicates that Soegijapranata Catholic University is widely known throughout 
Indonesia. Having various ethnic and linguistic backgrounds, the entire academic 
community of the university has ample opportunities in developing the values 
of unity and tolerance by instilling compassion, tolerance, justice, and honesty.

The Soegijapranata Catholic University campus is situated in a higher area of 
Semarang with a cooler climate and a greener area than the lower area creating 
a comfortable campus for study activities and discussions outside the classroom. 
The campus is located on the west of Jatingaleh, at a distance of only ±10 km 
from the center of the city, which can be reached by various types of public 
transportations. The facilities available for students in the area surrounding the 
campus enhance the study environment and support academic activities.
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(*) As of July 24, 2017 

THURSDAY – JULY 27, 2017 

08:00 – 

08:30 
Registration 

08:30 – 

09:15 

OPENING CEREMONY 

Welcome Remarks 

Dr. Do Thi Hoai Thu, Dean, Division of Education, SEAMEO 

Regional Training Center (SEAMEO RETRAC), Vietnam  

Dr. Randall Martin, Executive Director, British Columbia 

Council for International Education (BCCIE), Canada 

09:15 – 

10:00 

Keynote Speech (International Hall) 

Taking the Pulse of Higher Education: Challenges, 

Opportunities, and Ways Forward 

Prof. Dr. Noreen Golfman, Provost and Vice-President 

(Academic), Memorial University of Newfoundland (MUN), 

Canada 

Group Photo 

10:00 – 

10:15 
Tea-break 

10:15 - 

11:15 

Session I: 21st Century Leaders: Challenges and Preparations 

Plenary Session I-A (International Hall) 

Moderator: Dr. Randall Martin, Executive Director, British 

Columbia Council for International Education (BCCIE), Canada 

1. Change Leadership and the Development of 

Institutional Educational Frameworks 

Prof. Dr. Doug Hamilton, Professor, School of Education 

and Technology, Royal Roads University, Canada 

2. Understanding Regionalisation in Philippine Higher 

Education against the Backdrop of the ASEAN 

Integration 

Ms. Joclarisse E. Albia, Educational Leadership and 

Management Development, National Chung Cheng 
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University, Taiwan 

3. Risk Identification and Evaluation in Higher Education 

Institutions in Vietnam  

Dr. Nguyen Tien Thanh and Dr. Tran Duc Nga, Hai Phong 

Private University, Vietnam 

Q&A 

11:15 – 

12:15 

Session I: 21st Century Leaders: Challenges and Preparations 

(cont’d) 

Plenary Session I-B (International Hall) 

Moderator: Prof. Dr. James Paulson, Associate Faculty, School of 

Education and Technology, Royal Roads University, Canada 

1. Riding the OBOR Wave: Building World-class Private 

Universities in Malaysia 

Prof. Dr. Yu Sing Ong, Professor and Dean, Faculty of 

Business and Management, Southern University 

College, Malaysia 

2. The Impact of Vietnamese National Culture on the 

Effectiveness of Quality Management in Higher 

Education Institutions 

Ms. Loan T.K. Phan, Ph.D. Candidate, Melbourne Centre 

for the Study of Higher Education, the University of 

Melbourne, Australia 

3. Vietnamese Women Faculty Attaining Higher 

Educational Leadership Positions at An Giang University, 

Vietnam: Opportunities, Barriers and Trends for Future 

Leadership Capacity Development 

Ms. Chau Soryaly, Lecturer, An Giang University, Vietnam 

Q&A 

12:15 – 

13:30 
Lunch break 

13:30 – 

14:15 

Session II: Curriculum Innovations and Experiential Learning 

Opportunities for Students 

Plenary Session (International Hall) 

Moderator: Prof. Dr. Doug Hamilton, Professor, School of 

Education and Technology, Royal Roads University, Canada 

1. Teaching Educational Leadership in the Post-Truth Era 

Prof. Dr. James Paulson, Associate Faculty, School of 

Education and Technology, Royal Roads University, 
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Canada 

2. Towards Excellence in Leadership and Management in 

Higher Education: The College, the Economy and 

Economic Development – Inextricably Linked to the 

Region’s Future 

Ms. Patricia Bowron, Executive Director, International 

and Regional Development, College of the Rockies, 

Canada 

Q&A 

14:15 – 

15:30 

Session II: Curriculum Innovations and Experiential Learning 

Opportunities for Students (cont’d) 

Parallel Session II-A 

(International Hall) 

Moderator: Prof. Dr. Adam 

Goh, Professor, Chief 

Education Technologist, 

Academy of Certified 

Professional Practitioners, 

Singapore 

1. Constructing an Effective 

Model of Blended 

Learning: A Case of 

GENGEO in ULIS, VNU 

Hanoi 

Ms. Hoang Thi Thanh 

Hoa, University of 

Languages and 

International Studies, 

Vietnam National 

University, Hanoi, 

Vietnam 

2. Authentic Assessment to 

Prepare Students for 

Employability Skills 

Ms. Le Thi Viet Ha, 

Academic Developer, 

Ms. Frederique 

Bouilheres, Senior 

Academic Developer, 

RMIT University, Vietnam 

 

Parallel Session II-B  

(Room A101) 

Moderator: Prof. Dr. Malcolm 

H. Field, Professor, Faculty of 

Social Sciences, Kyorin 

University, Japan 

1. How Can We 

Internationalise Higher 

Education Curriculum in a 

Vietnamese Way? 

Ms. Trinh Ngoc Anh, 

Doctoral Student, 

University of Canterbury, 

New Zealand 

2. The Applicability of the 

Dimensions of Learning 

Organizations in 

Philippine  Universities: 

The Case of the University 

of Perpetual Help System 

Dr. Josephine Dasig, 

Faculty, College of 

Education, University of 

Perpetual Help System 

DALTA Las Piñas, Manila, 

Philippines  

3. Students’ Experiences 

with English Medium 

Instruction (EMI) Tertiary 

Programs in Vietnamese 

Context: Implications to 
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3. The Implementation of 

Outcome-Based 

Education at a Philippine 

Institution of Higher 

Learning 

Dr. Perlita C. Custodio, 

Faculty, College of 

Education, 

Dr. Gina N. Espita, 

Document Specialist, 

DEAC, 

Dr. Loureli C. Siy, Faculty, 

College of Education, 

University of Perpetual 

Help System DALTA Las 

Piñas, Manila, Philippines 

Q&A 

Curriculum Developers 

Ms. Vo Phuong Quyen, 

Lecturer, Department of 

English Language and 

Culture, School of Foreign 

Languages, Can Tho 

University, Vietnam 

Q&A 

15:30 – 

15:45 
Tea-break 

15:45 – 

17:00 

Session III: ICT for Teaching and Management 

Parallel Session III-A 

(International Hall) 

Moderator: Prof. Dr. Elenita N. 

Que, Assistant Professor, 

College of Education, 

University of the Philippines, 

Philippines  

1. The Transformational 

Promise of Quality On-line 

Distance Education of the 

21st Century Higher 

Education: The 

Globalization 

Perspectives  

Prof. Dr. Adam Goh, 

Professor, Chief 

Education Technologist, 

Academy of Certified 

Professional Practitioners, 

Singapore 

 

 

Parallel Session III-B  

(Room A101) 

Moderator: Ms. Sonja Knutson, 

Director, Internationalization 

Office, Memorial University of 

Newfoundland (MUN), Canada 

1. Does Online Learning 

Reflect on Traditional 

Class Performance? 

Dr. Hanas A. Cader & Mr. 

Ali Aljamal, College of 

Business and Economics, 

American University of 

Kuwait, Kuwait 

2. Integrating Technology for 

Collaborative Learning 

and Knowledge Sharing:  

Its Implications for 

Undergraduate Education 

Dr. Cecilia Titiek Murniati, 

Faculty of Language and 
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2. Game Making as a 

Collaborative Learning 

Method 

Dr. Ridwan Sanjaya, 

Faculty of Computer 

Science, Soegijapranata 

Catholic University, 

Semarang, Indonesia 

Dr. Cecilia Titiek Murniati, 

Faculty of Language and 

Arts, Soegijapranata 

Catholic University, 

Semarang, Indonesia 

Q&A 

Arts, Soegijapranata 

Catholic University, 

Semarang, Indonesia 

Dr. Ridwan Sanjaya, 

Faculty of Computer 

Science, Soegijapranata 

Catholic University, 

Semarang, Indonesia 

Q&A 

FRIDAY – JULY 28, 2017 

08:30 – 

09:45 

Keynote Speech (International Hall) 

Growing Economies and the Critical Need for a Skilled 

Workforce 

Prof. Dr. David Ross, President and CEO, The Southern 

Alberta Institute of Technology (SAIT), Canada 

09:45 – 

10:45 

Session IV: Quality Assurance in Education 

Plenary Session (International Hall) 

Moderator: Prof. Dr. Noreen Golfman, Provost and Vice-President 

(Academic), Memorial University of Newfoundland (MUN), 

Canada 

1. Developing Quality Culture at Vietnam National 

University of Ho Chi Minh City through the IQA System 

Dr. Nguyen Duy Mong Ha, Head, Office of Educational 

Testing and Quality Assurance, University of Social 

Sciences and Humanities, Vietnam National University 

Ho Chi Minh City, Vietnam 

2. Priorities of Vietnamese Higher Education Leaders 

towards MOET’s Educational Development Strategies 

Dr. Pham Dinh Xuan Thu, Research Officer, Office of 

Cooperation and Research Development, Can Tho 

Medical College, Vietnam 

Q&A 

10:45 – Tea-break 
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11:00 

11:00 - 

12:00 

Session V: Teacher Education 

Parallel Session V-A 

(International Hall) 

Moderator: Mr. Ajay Patel, Vice 

President, External 

Development, Langara College, 

Canada 

1. A Lens on the Assessment 

Practices of Classroom 

Teachers in Two Asian 

Countries: International 

Perspectives for the 

Design of Teacher 

Professional Development 

Program 

Prof. Dr. Elenita N. Que, 

Assistant Professor, 

College of Education, 

University of the 

Philippines, Philippines 

Waqas A. Khan, Doctoral 

Student, Educational 

Assessment, University of 

Management and 

Technology, Lahore, 

Pakistan 

2. The Value of Teaching 

Practicum 

Ms. Tran Thi Hieu Thuy & 

Ms. Nguyen Thi Kim 

Phuong, Lecturers, Faculty 

of English Language 

Teacher Education, 

University of Languages 

and International Studies, 

Vietnam National 

University Hanoi, Vietnam 

Q&A 

Parallel Session V-B (Room 

A101)  

Moderator: Ms. Patricia 

Bowron, Executive Director, 

International and Regional 

Development, College of the 

Rockies, Canada  

1. Seeking Alpha in 

Educational Systems 

Mr. Peter McDowell, 

Lecturer in Education, Law 

Education Business & 

Arts, Charles Darwin 

University, Australia 

2. Teaching Capacity of the 

Novice Teacher - Current 

Status 

Dr. Pham Thi Thanh Hai, 

Head, Research and 

International Relations 

Department, University of 

Education - Vietnam 

National University Hanoi, 

Vietnam 

Q&A 

12:00 – 

13:30 
Lunch break 
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13:30 – 

15:00 

Session VI: 21st Century Skills Development 

Plenary Session (International Hall) 

Moderator: Dr. Alex Zahavich, Vice President of Corporate 

Development and Applied Research, Southern Alberta Institute 

of Technology (SAIT), Canada 

1. Higher Education’s Dew Point and the Art of Kintsugi 

Prof. Dr. Malcolm H. Field, Professor, Faculty of Social 

Sciences, Kyorin University, Japan 

2. Project-based Learning and the Development of the 

21st Century Skills: Perspectives from Students of 

Ethnic Minority Groups at Tay Bac University 

Ms. Nguyen Duc An, Tay Bac University, Vietnam 

3. Students’ Attitudes toward Peer Assessment: Some 

Implications for Forstering 21st Century Learning 

Ms. Pham Thuy Dung, Lecturer at Faculty of Business 

English, Foreign Trade University, Hanoi, Vietnam 

4. Development Practice for Managerial Insights from 

Parables in Daily Life Situations 

Dr. Song-Kyoo Kim, Faculty of Business, Al Hosn 

University, United Arab Emirates 

Q&A 

15:00 – 

15:15 
Tea-break 

15:15 – 

16:15 
NETWORKING SESSION 

16:15 – 

16:45 
Conference Closing  
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tahun ke tahun. Game edukasi merupakan salah satu
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bernilai ketika diolah menjadi game yang dapat dimainkan
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Dalam laporan lembaga penelitian Ambient Insight pada
tahun 2012 sampai dengan 2014 terlihat peningkatan yang
konsisten dan signifikan terhadap pendapatan game
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Selling Point: 
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berbasis pembelajaran baik di Asia maupun dunia secara
keseluruhan. Hal ini memperlihatkan bahwa peluang
industri kreatif game edukasi cukup cerah dan menjanjikan.
Namun, yang sering menjadi masalah atau pertanyaan
adalah apakah mungkin dikembangkan oleh pendidik jika
kemampuan pembuatan game tidak dimiliki? 

Meskipun awalnya disusun untuk guru dan praktisi
pendidikan, buku ini dapat digunakan oleh siswa,
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permainan berbasis edukasi untuk anak-anaknya atau
kalangan yang lebih luas. Buku ini mengajak Anda untuk
mengembangkan game edukasi secara mandiri dengan
langkah-langkah mudah tanpa harus menguasai
kemampuan pemrograman. Hasilnya adalah berupa aplikasi
permainan yang dapat dimainkan melalui gadget berbasis
Android/iOS atau bahkan diunggah ke application store
Google Play untuk bisa diakses secara luas oleh pengguna
gadget di seluruh dunia.
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FOREWORD

Technology is changing our experiences. In education, the proliferation of 
information and resources is provided through various gadgets and platforms. 
Educational institutions invest millions of dollars to integrate technology in the 
teaching and learning process to increase students’ engagement and improve 
students’ achievement. While the actual impact of technology on learning 
achievement has been inconclusive, it is commonly agreed that technology 
brings about various benefits such as increased engagement, critical thinking, 
and problem solving skills. 

This book is a compilation of selected articles presented in International 
Conference on Learning Technologies 2017. These articles focus on the ways 
technology can be used to benefit students in their learning process. Some 
articles highlight the role of e-learning while others discuss the issues of hybrid 
learning and gamification in education.  The contributors of these articles for 
this book chapter shared their experiences, innovative and inspiring insights, and 
their passions as well. 

This book is a part of our research project funded by the Ministry of Research, 
Technology, and Higher Education. It would not have been possible without 
the support from the Ministry in the form of International Collaboration and 
Publication Grant (Penelitian Kerjasama Luar Negeri). Our utmost gratitude goes 
to Dr. Kristine Blair of Youngstown State University, our co-investigator in our 
research project, who has been working diligently during our data collection and 
analysis. We also thank the President of Youngstown State University who gave his 
approval for the MOU so that our research project can be completed, the former 
Rector of Soegijapranata Catholic University, Prof. Dr. Ir. Y. Budi Widianarko, 
M.Sc., for his encouragement and support, the Dean of Faculty of Language and 
Arts, Angelika Riyandari, PhD., and the Dean of Computer Science Faculty, Erdhi 
Widyarto, ST., MT. for their approval and support. Last but not least, we also 
like to thank colleagues, lecturers and ourstanding students who have dedicated 
their time during the conference and the writing of this book. 
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