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INDOPED 3rd General Meeting was 
successfully held at Yogyakarta State 
University (UNY) from 30th November to 
2nd December 2016. The first meeting was 
conducted on Wednesday 30th November 
in Rectorate Ballroom of UNY. It was 
opened with welcoming speech from Vice 
Rector of UNY I Drs. Wardan Suyanto, M.A., 
Ed.D., lecturer of UNY Prof. Hj. Suwarsih 
Madya, Ph.D. and Head of INDOPED 
Project Mr.Harri Lappalainen. This 
meeting was attended by 50 participants 
as representatives of INDOPED Partners. 
During the opening session, audience 
were entertained by traditional dance 
performance named Tari Ontel.

All Indonesian partners in this meeting 
had a great chance to share their 
experiences from piloting of European 
pedagogical methods and practice 
that have been piloted during Autumn 
semester 2016. European partners support 
Indonesian partner’s presentation with 
their remark’s, based on on-line mentoring 
and visited mentoring. 

Presentation session was started with 
Syarif Hidayathullah State Islamic 
University and Widya Mandala Catholic 
University. These two universities 
presented Gamification model. Continued 
by Yogyakarta State University that 
has presented Innovation Camp. There 
are many more pilots that have been 
presented such as Learning by Teaching 
pedagogical method by Bina Nusantara 
University, Project Hatchery from Syiah 
Kuala University, Learning by Case from 
Widya Mandala Catholic University, Project 
Module by Bina Nusantara University, and 
the last is Storytelling by Yogyakarta State 
University.   

Each of presenter had 30 to 60 minutes to 
present and discuss about short overview 
of the method, how the selected method 
was piloted, and what lesson they have 
learned upon the project. They also 
gave the audience opportunity to asking 
questions.

On the next day, the meeting continued by discussing lessons 
learned from the session held the day before. This was to prepare 
each partner for the next pilots which will be implemented at 
spring semester in 2017. They considered strategicaly about what 
kind of support needed from European partners for successful 
pilots. The representatives were also updating the piloting plan 
for all partners and drafting the mentoring plan which European 
partners will go to Indonesia and study visit which will bring 
Indonesian partners to go to Europe. This program will be 
continue with supporting element such as evaluation practices, 
quality assurance, and dissemination plan.

2nd December 2016 was the final day of meeting. It was continued 
by discussion on supporting elements for Exploitation of 
Practices, Project Management, and the upcoming step led by 
Mr. Lappalainen. For further dissemination of this project, Dr. 
Abi Sujak , Director of Southeast Asian Ministers of Education 
Organization Regional Open Learning Center (SEAMEO SEAMOLEC) 
suggested for conducting Webinar during February 2017 and it 
was agreed by all partners. Hopefully it could present all piloting 
model that inspires other teachers, lecturers, and educators, not 
only for Indonesia, but also in Southeast Asia countries .

Token of apreciation was given to Mr. Harri Lappalainen, INDOPED Project Leader
Participant’s group photo in the opening ceremony of 
INDOPED 3rd general meeting

 

Cahya K. Ratih
“All Indonesian 

Partner have a great 
chance to share their 

experience”

INDOPED 3rd 
General Project 
Meeting Succesfully 
Conducted
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INDOPED Webinar 
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INDOPED Project (Modernizing Indonesian 
Higher Education with Tested European 
Pedagogical Practices) has taken a broader 
step. After several join-workshops and a 
year of implementation of the European 
pedagogical methods in Indonesian 
universities, it is the time to present and 
disseminate the result to larger audiences.  
SEAMEO Regional Open Learning Center 
(SEAMOLEC), as the center for open and 
distance learning in Southeast Asia, pays a 
great attention and actively supports this 
project by conducting seminar through 
video conference in a programme called 
The 1st INDOPED International Webinar 
during 20-24 February 2017. This webinar 
is also part of activities to celebrate 
SEAMOLEC 20th anniversary, which held 
on 27th of February 2017. The series of 
webinar had a strong focus on innovative 
teaching and learning method including 
case studies of innovation in practice. 
The webinar were presented by a range 
of academics from both Indonesian 
Universities and European universities. 
The webinar has successfully gathered 
more than 100 participants from Indonesia 
and other Southeast Asian countries. 
The participants came from education 
practitioners in any level education 
institutions. 

The first session conducted on 20 
February 2017 by presenting Learning by 
Teaching method as one of the developed 
method in this project. This method 
innovated and developed by Turku 
University Applied Science (TUAS), and 

implemented at Bina Nusantara University 
International, and Catholic University of 
Widya Mandala Surabaya. This method 
has become an interesting method for the 
students. Students from senior year at 
the universities acting as trainers for their 
juniors, students working in trainer teams 
(3-5 student per team) which aim to plan, 
organize and implement all the trainings 
independently. They plan and prepare 
contents of the training, all the materials 
and tasks for their juniors. Lecturer’s 
role is to guide and give support and 
feedback for students. This session was 
presented by Ms. Meiju Keinänen from 
Turku University Applied Science 
(TUAS), Mr. Anthony Wijaya  from Catholic 
University of Widya Mandala Surabaya, 
and Ms. Yanthi Martowidjojo from Bina 
Nusantara University International shared 
her experiences along with her students.  
Most students perceived these strategies 
to have been quite useful in encouraging 
self-directed, life- long learning skills 
as well as deepening the level of 
understanding on specific concepts.

In the same day, the session continued 
by discussion regarding Project Hatchery 
method.  Ms. Meiju Keinänen from 
Turku University Applied Science (TUAS) 
presented how the concept should 
be conducted complete with the time 
schedule and the act and responsibility 
of teachers, tutors, and students within 
the concept. Meanwhile, Mr. Handrick 
Kongdro from Bina Nusantara and  
Mr. Agus Arif Munnawar from Syahkuala 

University shared their experience in 
implementing this method to their 
students. From the discussion, session 
revealed this concept could improve 
the soft skills of students through group 
work and multidisciplinary learning 
environment.

The second day of webinar presented 
the Project Module method. This session 
invited Mr. Sakari Koivunen from TUAS, 
and Mr. Tri A. Budiono from Binus 
University International.  The interesting 
part from this method is the collaboration 
between university and company in 
order to provide the students with real 
work experience. The experience should 
enhance student’s career and personal 
development, allowing student to develop 
knowledge and skills regarding their 
career choices.

The day 3 of webinar were discussing 
about Rubrics Assessment, The concept 
of this method presented by Mr. Erik 
Hendriks from Inholland university, and 
the implementation result presented 
by Ms. Yanthi Martowidjojo from Binus 
Unversity International. The rubrics can 
help clarify lecture’s expectations and 
will show students how to meet them, 
making students accountable for their 
performance in an easy-to-follow format. 
The feedback that students received 
through a grading rubric can help them 
improve their performance on revised or 
subsequent work. 

“The webinar has successfully gathered 
more than 100 participants from 

Indonesia and Southeast Asian countries”

Higher order thinking skill (HOTS) involves the learning of complex 
judgmental skill such as critical thinking and problem solving. 
The evaluation for this method could also conducted by using 
rubric, mastery levels of higher order thinking skills are defined by 
outlining the criteria.  

The followed session was Innovation Camp on Thursday session, 
this method invited Mr. Jesper Nørskov from BAA and Mr. Tri 
Sugiarto from Universitas Negeri Yogyakarta. The innovation camp 
is an intensive idea generation, idea development and innovation 
method, where students from different educational programmes 
are working together in interdisciplinary teams in order to solve 
a specific issue or challenge for a company. The fundament in the 
platform is “close to practice”. This means, the industry practice, 
which students must work in, after graduation.

The last day of webinar brought Gamification as the last method 
to be discussed. Ms. Joanna Mytnik from University of Gdansk and 
Ms. Lanny Hartanti from UWM. Gamification is a tool that allows 
to implement the game elements in a non-game environment 
as the university to engage and motivate students to learn. It 
changes the way of thinking about learning, the approach for 
learning. Gamification enables students to take responsibility for 
their education, to manage their own learning process and choose 
the way of learning (strategic approach) and to have satisfaction 
deriving from progress in learning. It highly increases students’ 
engagement and motivation to acquire knowledge.

Any method of learning should support individuals, teams or the 
education institution as a whole to build capability that meets 
student’s need. All the presented methods has shown that the 
lecture role has transformed into facilitators or even colleagues 
for their students. The lecturers acted as guides, mediators, 
consultants, instructors, and advocates for the students, helping 
to effectively connect their community-based knowledge to 
the classroom learning experiences. At this part, the lecture 
charged to develop a learning environment that is relevant to and 
reflective of their student. 

Arie Susanty
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 Dr Zumaidar applied method of PH in the subject of Introduction 
to Biology. It is the basic courses as a mandatory subject that must 
be taken by students of the first semester for all departments in 
the Faculty: Mathematics, Biology, Chemistry, Physics, Pharmacy, 
and Informatics. This course is divided into nine classes, each 
class consists of students of different majors 3 combined.  
Students were divided into 6 groups with one group leader. 
Each group is a combination of different majors. Lecturer who 
teaches in this course is a team of 3 people. Constraint of this 
PH project was to take the first part of one person faculty team 
that did not last throughout the semester. The solution is the 
same understanding is needed for all the faculty team in order to 
carry out PH for one semester. The advantage to implement this 
method is that students are more active and enthusiastic in the 
learning process for getting different academic atmosphere than 
usual.
 
 

“The advantage to implement 

project hatchery method is that 

students are more active and 

enthusiastic in the learning 

process for getting different 

academic atmosphere than usual”

and interpersonal skills. There are 64 students participated in 
this course and they were divided into 8 hatcheries form which 
1 student was acted as team manager. These hatcheries were 
formed by teachers with some considerations (cleverness, hard 
work, public speaking, and lobbying). They were supervised 
by a total of 5 student tutors who are already participated and 
taken this course previously. Student tutors were selected as 
lecturers (3 lecturers) based on their performance and abilities. 
They were then trained two weeks before the initial course 
was begun. Moreover, we (lecturers and tutors) basically meet 
up every two weeks to discuss and describe our PH on-going 
progress. We perform this course by also involving Soccolatte, 
a cocoa processing industry as stake-holder. All of these 
hatcheries attempted to solve problems related to electronic 
application on our stake-holder. Currently, we are already solved 
one major problem: that is predicting cocoa beans qualities 
and fermentation level stages rapidly and non-destructively. 
We developed and tested our designed instrument to predict 
moisture and fat content of intact cocoa beans. To date, our PH 
learning method has significantly improve at least student skill 
on problem solving, presentation and team works. They are eager 
to join national competition on innovation technology. Yet, we 
are still facing some minor problems in applying PH learning 
method, for instance: there are some students who are still not 
very active and rather being quietly sitting during PH on lectures. 
We still have also problems related to transportation, cost and 
accommodation for students in visiting Soccolatte Industry. 
Furthermore, we are still applying this PH learning method until 
end of semester (early February) and probably we will extend our 
PH to Electronic course II (advanced level) for these same students 
in next semester starting on February.      

 

main activities to solve related problems and support the society 
in some villages in Aceh Besar District. The students involved in 
this PH project come from different study programs. Each group 
consisted of 10 students with total number of 100 students. The 
students find the problem in the targeted village and solve the 
problem by different aspect based on student knowledge. The 
group of students also gives lecture to villagers for example they 
are giving some information related to hazardous drugs and their 
effect on human health, especially children as future generation. 
Introducing and practicing in recycling and converting un-used 
materials and waste to an added value product. Involved and 
collaborated with villagers in religious and social activities: Idul-
adha, 1 Muharram celebration, developing database, creating 
health and clean environment and others. 

Pedagogical 
Pilots at 
Syiah Kuala 
University

Syiah Kuala University 
(Unsyiah) involves in INDOPED 
project with the aims to 
improve educational system 
and to modernize Indonesian 
higher education with tested 
European pedagogical 
practices. Amongst 8 methods 
offered in the INDOPED project, 

Prof. Samadi

Unsyiah chooses 3 methods to be applied namely Project 
Hetchery (PH), Learning by Teaching (LBT) and Project Market 
Research (PMR). In odd semester 2016/2017, Unsyiah conducted 
3 pilot projects under coordinator of Dr. Muhammad Hasan, Dr. 
Zumaidar and Dr. Agus Arif Munnawar. All teachers piloted PH 
in odd semester. In even semester 2016/2017, Unsyiah plans to 
apply PH and other pedagogical methods such as LBT and PMR 
coordinated by Prof. Samadi, Prof. Usman Kasim and Dr. Cut 
Dahlia Iskandar. This article will review pedagogical pilots which 
have been carried out at Unsyiah in odd semester 2016/2017.
 
Dr. Muhammad Hasan applied PH method with the subject of 
Integrated PPL-KKN: Practical works and field practices in Aceh 
Besar. This is mandatory subject at pedagogical faculty with the 

Activities of PH Project under coordination of  Dr. M.Hasan 
with the subject of Integrated PPL-KKN: Practical works and 
field practices in Aceh Besar

Activities of PH Project under coordination of Dr. Zumaidar 
with the subject of Introduction to Biology

Dr. Agus Arief Munnawar applied PH learning method on the 
subject of Electronic course at the Department of Agricultural 
Engineering. Electronic course is a mandatory course for 5th 
semester (3rd grade) students and they were starting this course 
on September 2016. The PH learning method was applied and 
subjected to this course in order to improve their problem solving 
in electronic application, enhance their abilities to present and 
communicate with stake holder, improves their team works 
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Evaluation of INDOPED Pilot project at Unsyiah has been 
conducted by partner both Indonesian and European Universities.  
Yogyakarta State University (UNY) visited Unsyiah and supervised 
by Mr. Sudarmaji M.Pd and Herman, M.Pd. During their visit, they 
interviewed core team, teachers and students to get information 
about the pedagogical pilot project at Unsyiah. 
   
Harri Lappalainen as coordinator of INDOPED project visited 
Unsyiah on 10-12 October 2016 to discuss about the PH pilot 
project at Unsyiah. In Banda Aceh, Harri had several valuable 

discussion and meeting with INDOPED core of Unsyiah, teachers 
and students. Harri also had meeting with vice rector for academic 
affairs, the head of Unsyiah development curriculum and the 
team. To give broad ideas of PH method, Harri also presented PH 
Project to lectures and students of Unsyiah with the number of 
participants around 100 people. 

On 21-22 November 2016, Erik Hendriks from INHOLLAND 

University also visited Unsyiah to discuss about Project 
Market Research (PMR) at Unsyiah. PMR at Unsyiah will be 
conducted in even semester 2016/2017. At Unsyiah Erik also 
gave presentation about How to prepare Entrepreneurs at 
University to lecturers and students. Erik also had meeting 
with vice rector of academic affairs and visited lab school. 

Activities of PH Project under coordination of Dr. Agus Arief 
Munnawar with the subject of Electronic Course.

Visiting of UNY (Universitas Negeri Yokyakarta)Team to 
Evaluate PH Project at Unsyiah

Visiting of Heri Lappalainen from TUAS to 
Evaluate PH Project at Unsyiah

 Visiting of Erik  from INHOLLAND University to discuss about PMR Project at Unsyiah

“Project Market 
Research (PMR) 

atUnsyiah will be 
conducted in even 

semester 2016/2017”
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There were a total of 70 students who voluntarily signed up and 
took part in the program. The program took place in a natural 
camp site environment with wooden huts, just beside a river and 
not far from Merapi volcano. Besides the students, who formed 12 
interdisciplinary teams, there were the following people present 
during the program: one process leader, one process coordinator, 
six lecturers in the role of facilitators, five observers who accom-
panied the facilitators, 2 experts and also a jury consisting of five 
people. 
The goal of the Innovation Camp was to present the most possible 
creative and feasible idea to solve a certain problem. In the case 
for our Innovation Camp the “challenge” was stated as the fo-
llowing: “How can you create non-monetary incentives for people 
to reduce, reuse and recycle solid waste in their houses and nei-
ghbourhoods in Depok, Sleman, Yogyakarta?” The challenge was 
proposed by our stakeholder, a staff member of BORDA (= Bremen 
Overseas Research and Development Association). The jury mem-
bers were 1) a staff member of the local government, representing 
the Kecamatan Depok, Sleman (our second stakeholder), 2) two 
representatives of BORDA as well as 3) two representatives from 
Yogyakarta State University (Dean of Faculty of Languages and 
Arts and Head of the International Office). 
The program started off with two workshops few days before 
the actual Innovation Camp began. One workshop was held as a 
preparatory course for the lecturers, who enrolled themselves to 
take part as facilitators and another workshop was held as a pre-
paratory class for the students. The workshops were held by team 

Piloting of the Learning 
Method Innovation Camp 
From November 25 – 27, 2016 the 
team of Yogyakarta State University 
conducted an Innovation Camp for 
1st and 3rd semester students from 11 
different study programs of the Faculty 
of Languages and Arts.

Svenja Volkert and Tri Sugiarto

Gift presentation to the winners of the camp chalange 

Arhus, Denmark, who conduct this program on a regular basis at 
their own university. 
On Friday November 25th 2016, after lunch time, the students were 
taken to the above described premises. There, they were divided 
into multidisciplinary teams and played some games for team-
building purposes. The next morning, the teams were given the 
challenge and a time frame of 4 hours to come up with their two 
best ideas. The rules were the same for all: all the teams got the 
same assignment and the same deadline. So, competition mode 
was on from the very beginning. After the first presentation, the 
teams got feedback mainly by the other groups and returned to 
work until night, when they got a detailed feedback from the faci-

“The goal of the 
innovation camp was to 
present the most possible 
creative and feasible idea 
to solve”

litators in order to improve their findings. The following morning, 
the teams got the last chance, to present their ideas in front of 
the facilitators to get some feedback. Just after lunch, the official 
presentation in front of the jury followed. The jury finally determi-
ned 3 winners. 
The Camp was quite a success, because everything worked out 
very well and everybody learned a lot during these two days. 
Team Arhus did a great job and not only supported us in Yogyakar-
ta by leading the mentioned workshops, but also witnessed the 
Camp and shared their insights with us. Prior to our own Inno-
vation Camp, our team had already sent two representatives to 
Europe in September, to be able to observe the Innovation Camp 
of Arhus, which was held in Poland. The presence of our team 
members during the Innovation Camp in Europe helped a lot, so 
that they understood the core of the program and could imple-
ment it here at our home university for the first time. Activities in the innovation camp involve lots 

of group works and team building

Yogyakarta State University (YSU)
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Innovation Camp Pilot in Yogyakarta 
Helped to Solve Enviromental 
Problems

Aarhus

The Faculty of Languages and Arts is the only faculty in Yogyakarta 
State University, that is involved in THE INDOPED PROJECT. 
(Indonesia Innovative Pedagogy). One of the events, that helps 
the implementation of this pedagogy method, took place in the 
form of Innovation Camp, held in Kembang Arum village, Turi 
District, Sleman, on the 25th to 27th of November 2016. One day 
before the departure to the camp venue, November 24th 2016, the 
participating students, who are in their 1st and 3rd semester, joined 
the Workshop on Innovation Camp in order to understand, what 
they could expect to be doing in the next three days at the camp. 
The workshop was conducted by Jesper Nørskov and Susanne 
Østergaard Olsen, the mentors and facilitators from the European 
partner, Business Academy Aarhus, Denmark, and the goal of 
the workshop was to help the students to understand the way 
of thinking in a more structured way by breaking the ideas into 
three zones, Yellow zone, Green zone, and Red zone. This kind of 
workshop was also held on the 23rd of November 2016 joined by 
the facilitators, the lecturers from the faculty, so that they were 
enabled to help the students solving the problem, the Theme 
for the Camp. The workshop was held in the Seminar Room of 
the Dance and Music Laboratory, and it went very well, since the 
participants seemed to enjoy the problem solving process, that 
the mentors from Business Academy Aarhus presented to them.

There were 77 students joining the Innovation Camp, who were 
separated into 12 teams, each containing students from each 
major in the faculty. They were assisted by the facilitators to solve 
the real problem existed in Depok regency about the solid waste 
problems in their houses and neighborhoods. The participants 
were asked to discuss and to find the innovative solutions of the 
problems given, and there were three discussion phases assisted 
by the facilitators, followed by presentation in each phase. Each 
team had to present their first discussion in front of the other 
participants, and they got valuable inputs and advices from 
the other participants, too. They must choose 2 ideas from this 
phase to solve the problems given, and these were then chosen 
by the committee to be the challenge. In the second phase of 

discussion, they presented their thoughts of the chosen two ideas 
and were given some feedbacks and inputs from the facilitators. 
Each team must have one final solution to the problem in the last 
phase of the discussion, which was presented to the facilitators 
again, and the students had to be confident of their final idea 
from this point. At last, they presented their final thoughts of 
the solution to the problem in front of the judges; who were Dr. 
Widyastuti Purbani, M.A. (the Dean of the Faculty of Languages 
and Arts), Dr. Ing. Satoto E. Nayono, M.Eng., M.Sc. (the Head of the 
Office International Affairs and Partnerships), the representative 
of Depok regency, and the representatives of BORDA (a Non-
Governmental Organization concerns on environmental issues). 
3 ideas were chosen by the judges and were considered to be the 
best three ideas in this competition. This was: 1. Using the Solid 
Waste as the Learning Media, 2. “Pejuang Uwuh”, and 3. The Solid 
Waste Management through an Online Application.

The Innovation Camp’s participants said, that they have got a lot 
of experiences through this event! For instance, they thought, 
their communication skills developed, since they had to express 
their thoughts on the discussion to the other fellow students from 
other majors, and they were also able to widen their horizons by 
innovatively discuss the problems given to them. They were able 
to use the tools given to them by the mentors and facilitators, and 
they enjoyed working in a more untraditional and innovative way.
 
There was a bonfire party in the first night of their stay, and this 
was the moment, where they had to perform their talents by 
singing or dancing, so this agenda was able to bond them even 
tighter than before. In this way, they could make new friends out 
of this event, while leaning to use new pedagogical methods. 
The mentors from Business Academy Aarhus were very pleased 
with the way, the Innovation Camp went, and compliments Tri 
Sugiarto, Svenja Völkert and all the participating facilitators and 
students and the whole university for a very well planning and 
implementation of this pilot Innovation Camp.

There were 77 students joining the Innovation 
Camp, who were separated into 12 teams, each 

containing students from each major in the faculty 

“

Group photo of students who joined the innovation camp 
at Yogyakarta State University
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Literature in Indonesian Study Program, 2) Literature’s Reading in 
Indonesian Study Program, 3) Teaching Methodology for Children 
in English Study Program, 4) Speaking in Professional Contexts in 
English Study Program, 5) Paragraph Writing in English Language, 
6) Basic Reading in English Language, 7) German History, 8) 
Reading for Beginner in German Language, 9) Listening in French 
Study Program, 10) Media and IT in French Language Learning, 11) 
Media and IT in Javanese Language Learning, 12) Fiction Writing 
in Javanese Language, 13) Javanese for Beginner, 14) Project 
and Perspective in Fine Arts, 15) Ornament in Fine Arts, 16) Batik 
I, 17) Leather Craft I, 18) Teaching Plan in Music Study Program, 
19) Analysis and Critics in Music Study Program, 20) Evaluation in 
Dance Study Program, and 21) Tari Nusantara II in Dance Study 
Program. 

During the implementation, teachers inserted storytelling in 15 
minutes in each period. This, can be seen from their teaching 
plan. Twice meetings were held to monitor the running progress 
of piloting. The implementing of storytelling was documented in 
the form of video. There were middle and post evaluation during 
the implementation of storytelling. All the evaluation’s item was 
provided by INDOPED team from European partners. 

The study showed that those 21 teachers implemented the 
storytelling in 21 different subjects towards 11 study programs. 
Teachers first applied the method. Since there is no single pattern 
on storytelling implementation then the students performed 
their storytelling’s learning in various model based on their 
study program. Some product of this implementation can be 

Storytelling in Higher 
Education Institutions:       
How to Enrinch the Learning 
Experience in Multidiscipline 
Areas?

Nuning Catur Sri Wilujeng, Venny Indria Ekowati, Sudarmaji 

This study was aimed at 1) investigating the implementation 
of storytelling in 11 study programs with multidiscipline area, 
2) investigating the impact of storytelling based on students’ 
perspective towards their learning process, and 3) determining 
the sustainability of storytelling learning method into further 
research. 21 teachers were involved in this study that has been 
running from 19 September to 23 December 2016 in the Faculty of 
Languages and Arts, Yogyakarta State University (YSU). 13 teachers 
implemented the storytelling in languages classes and 8 teachers 
conducted the study in arts classes. There were 545 students 
registered in this piloting project. All the subjects were mandatory 
subject of the running semester based on the Indonesian 
National Curriculum of Qualification 2014. This learning method 
of storytelling was a part of Indonesian Innovative Pedagogy 
(INDOPED) project, initiated by University of Seville, Spain and 
funded by the Erasmus and Programme of the European Union 
2016. To initiate the storytelling piloting in higher education 
institution, teachers were deliberately registered to this project. 
This, followed by the intern meeting in the faculty level to inform 
about the INDOPED project and make acknowledgment that 
those certain teachers would conducting 1 of 3 methods which 
YSU plan to implement in the academic year of 2016-2017. There 
were steps in storytelling’s learning process such as 1) workshop 
for the teacher, 2) teaching practice for the teacher, monitored by 
the European partner from Seville University, 3) Implementing the 
method by the teachers, 4) students’ turn become the storyteller, 
5) evaluation, 6) findings, and 7) sustainability of the storytelling 
method in the coming semester. 21 teachers implemented the 
storytelling method in 21 different subject, namely 1) Children 

seen in the mind map of literature review, this mind map would 
be presented in front of the class; in French study program, 
students were created an online comic to present their learning 
media; in music study program story telling helped students to 
compose a song, then followed by writing the lyrics, the song were 
being presented in front of the class; in dance study program, 
storytelling implemented in the creation of dance movement. 
Therefore students were not only learnt the philosophy of the 
creation of dance movement but also the symbolic values of the 
dance; in fine art study program students profit some technic in 
delivering the storytelling as the foundation of painting and/ or 
other art crafts. The implementation of storytelling in each study 
program put the creativities and activities of the students as the 
outmost aspects. Students were actively engaged in delivering 
story through storytelling and in presenting their task in front 
of the class. The final assignment required student to provide 
a scientific video related to the theme of the subject. Scientific 
phases were conducted in providing the video, namely interview 
with an scientist or expert in the study area, conducting some 
literature review based on their subject. Reference were gathered 
from books, methods, reputed journals, website, etc.; getting 
field data, write down the scenario script for the video, and finally 
prepare the video after having discussion with the teacher. This 
video would be presented by the students in front of the class, 
and the best video which was the one with theme-related was 
declared as the best video. Based on the students self-evaluation 
sheet which was classified into 3 parts, the students’ perspective 
on storytelling were a) very strong respect different opinions, 

perspectives and values showed 43%,  b) strong ability to work 
systematically of 66%, c) strong ability to continue to work 
despite of  67%, d) strong ability to lead a classroom discussion, 
e) strong motivation to acquire knowledge, f) strong ability to 
search information/ knowledge in various sources of 56%, g) 
strong ability to spot the innovative/ creative process of 61%, h) 
strong engagement in the learning process, i) strong motivation 
to acquire knowledge of 58%; j) often cooperate with peers of 
59%, k) often have fun while studying of 41%, l) often respect 
different opinions, perspectives and values, often work well under 
pressure of 39%; m) good ability to generate creative ideas, o) 
good ability to the appropriate solution to a problem, n) good 
ability to evaluate peers work, o)  good ability to self-evaluate, 
p) good ability to take responsibility for someone’s’ education, 
q) good ability to use previously acquired knowledge in problem 
solving situation, r) strong ability to work independently of 52%, 
s) good analytical skill of 45%; t) good problem solving skill of 
54%,  u) good rreporting skill of 54%, v) good strategic thinking 
skill of 53%, and w) good team working skill of 59%. The in code 
barometer was divided into 3 categories of: 1) individual, 2) 
interpersonal, and 3) networking. 

The sustainability of storytelling method into a classroom action 
research (CAR). The further studies mainly focus on reduce or 
eliminating the 3 aspects that still found very poor during the 
piloting program. Those 3 aspects were 1) respect different 
opinions, perspectives and values, 2) presentation skills , and 3) 
ability to generate creatives ideas

The implementation of storytelling in each program put the 
creativities and activities of the students as the outmost aspects

Yogyakarta State University
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Gamification and student-centered learning
As we know, the student-centered learning aims to develop 
student autonomy and independence by putting responsibility 
for the learning path in the students’ hands, it focuses on skills 
and practices that enable independent problem-solving. And that 
is why the GAMIFICATION is a perfect tool to be used when our 
teaching philosophy is based on constructivist learning theory. 
GAMIFICATION requires students to be active and responsible for 
their own education and their own pace of learning. It emphasizes 
each student’s interests, abilities, and learning styles.  The 
students choose what they will learn, how they will learn, and 
how they will assess their own learning. GAMIFICATION is just 
based on the basic traits in human psychology, that is motivation, 
autonomy, cooperation, and socialisation. GAMIFICATION also 

Gamification, a Perfect Tool 
for Modern and Innovative 
Education

Joanna Mytnik and Wojciech Glac

gives some fun to make the learning process to be more pleasant, 
as positive emotions increase motivation and support memorizing 
(“happy students learn better!”). 

What is gamification?
Briefly speaking, gamification just integrates game mechanics, 
dynamics, and frameworks into academic course to promote 
desired behaviours (that is engagement in learning). There are 
many game components to be used in gamified course, i.e. points, 
missions, badges, leaderboards, main and side-quests, tasks, 
challenges,  achievements, instant feedback, hazard, rewards, 
virtual goods or resources, trading, bartering, gifting status, 
collections, avatars, cooperation, team or individual competition, 
fun, narrative, surprises...

What is NOT gamification?
It is often confused with using games on lessons, but gamification 
actually is not game-based learning. We can use games (board-, 
card-, video-, word-games...) during the lesson, however these are 
short events, started and finished on one lesson. Gamification is a 
PROCESS. That means we gamify a set of lessons (it could be i.e. 
five meetings with students, but is could be the whole semester 
or academic year). We need our students (players) have time to 
immerse.

INDOPED gamified courses
Three academic courses were chosen to be gamified. Three 
innovative and open-minded teachers form two Indonesian 
universities decided to design their courses as games, Lanny 
Hartanti from the Widya Mandala Catholic University (course: 
Basic Chemistry, 1nd year students), Utami Baroroh (course: 
Intermediate Microeconomics, 2nd year students) and Zuhairan 
Yunan from the State Islamic University (course: Advanced 
Microeconomics, 2nd year students). They had their goals 
according to problems they face in their teaching: 

• to increase motivation for learning of their students generally,
• to turn their students on to systematic work, 
• better assistance for the best students, 
• motivation of the weakest and not interested students, 
• ndividualisation of teaching the students with very different 

level of basic knowledge at the beginning of the course.  
We started to design the courses in June to be ready on August 
and September. During the workshops we worked on ideas of the 
game, strategy, a story, and changing the university percentages 
into points in the game. We have worked out the books of rules for 
students (players), the gameboards, the tables of students results 
and the ways of communication between the teachers (Game 
Masters) and students (virtual discs available in the cloud to be 

easily used both by students and teachers). All three gamified 
courses have just finished. There were designed three different 
games basing on different stories (“Malin Kundang Stone”, “An 
Oath of Gajah Mada”, and “ETTIN: The Two-Headed Troll”), the 
students had the opportunities to participate i.e. in battle for keys, 
combat training (homework), digging the sword (quizzes) and 
many others.
The teachers’ feedback
The teachers say that “the students were engaged enough. The 
battle for keys are followed by different groups and involved more 
students. Overall, I think the gamification is successful to make 
the students more engaged in the class.”
“It was very helpful for improving academic atmosphere in 
my class. Almost all students were active in every single week 
meeting. I am really glad join in gamification class. They feel 
motivated to study.”
“From my point of view, I am satisfied with my gamified class. The 
students were prepared very well. For certain topic, which is the 
difficult one, they were able to prepared the topic, presented and 
explained the material very well. Beyond my expectation.”
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Learning method of Gamification that has been applied in UIN 
Syarif Hidayatullah Jakarta provides a very positive impact for 
increasing student’s interest on learning process. This method 
is applied in odd semester of academic year 2016/2017 in the 
Economic Development Studies Program, Faculty of Economics 
and Business. Application of this method is focus on two subjects 
taken by the 3rd semester students, namely Intermediate 
Macroeconomics (Zuhairan Yunmi Yunan) and Intermediate 
Microeconomics (Utami Baroroh).

The main objective of gamification method is to increase student 
motivation and interest in learning. So this is to avoid situations 
that boring and unpleasant. Play a game here is an activity which 
is accompanied by positive emotions to continue student’s 

Play “Game” While Studying
Zuhairan Yunmi Yunan

knowledge improvement. It is not playing the actual game, but 
the game includes mechanisms in the learning process. This 
method was chosen because both subjects are a theory, where 
students are expected to understand and perform simple analysis 
of an economy phenomenon both national and international. It is 
very precise for using this method in the learning process.

On this method, there are many elements which can be applied a 
tools to develop a game in Gamification i.e. Points, Tasks, Badges, 
Level, Currency, Leaderboards, Lives, Story, Mystery, Cooperation, 
Social Life, and Book of Rule. We developed this game together 
with our mentors viz. Joanna Mytnik and Wojciech Glac from 
University of Gdansk, Poland. They advised and guided us to set 
up the course rule becoming more interesting.

All Gamification rules for both courses are written in a Book of 
Rules. Intermediate Macroeconomics used story of Malin Kundang 
while Intermediate Microeconomics used story of Gadjah Mada. 
Both stories are an element of Gamification. Generally, only nine 
elements is used in this pilot. It is Namely Points, Tasks, Badges, 
Levels, Leaderboards, Story, Mystery, Cooperation, and Book of 
Rules. All rules are presented to the students so that they can 
know what to do to get the highest points in this game. Each 
student activity conducted both inside and outside classroom will 
be awarded points according to the Book of Rules.

Students particularly enjoyed their Game mechanism 
incorporated with the learning activities. Almost all the students 
give a response in the form of questions and answered questions. 
Discussion with lecturer/teacher outside of their class was done 
in certain times. Students are more active in seeking information 
related to the course, since then they will be motivated to add a 
point on each occasion. Extra point is in line with the increasing 
their knowledge based on topics given. In addition to working in 
groups, students are also actually competing to get the point.

The results obtained in the midterm showed that a significant 
achievement by each student. It can be seen that from the point 
which they collected was almost a half of that should be collected 
until final semester or if they want to pass on this course. Number 
of points were also scattered throughout the student. There 
was no dominated student in the class. Indeed, there is a point 
that students high and low, but the figure is not too far from the 
average of existing classes. This indicates that the Gamification 
method works very well. All students have a desire to improve 
their point. By doing so, they will be more active to increase 
knowledge about the subjects that they are being followed.

A Student while Asking on 
Discussion Session

Students Engagement when Learning Process

“It is not playing the 
actual game, but the game 
includes mechanisms in 

the learning process”
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Should learning happen in the classroom only? 

In the increasingly competitive job market, readiness to work 
or employability is a much desirable ability of students upon 
graduation.  University should create learning experience for their 
students in such a way that lessen the gap between academic 
skills and working life skills. A more intensive partnership between 
university and enterprises is therefore becoming indispensable to 
provide such experience. This university-enterprise collaboration 
can present a real-world learning platform for the students 
either by bringing the company to the classroom or bringing the 
classroom to the company. Learning does not necessarily happen 
just in the classroom!

Project Module (PM) facilitates  such work-based learning 
experience by requiring the students to do their learning in 
the company site while solving the company problems. It’s a 
module since it combines relevant content or course into one 
coherent, rich and real learning experience. Binus International 
started to pilot PM in the 2nd semester 2016 with PT AITINDO as 
the host company. Web Application Planning, Modeling, Design, 
Construction, Deployment, Testing and Content Management are 
combined into a module of Software Engineering. The company 
assigned the students to work in the Convenience Store Receipt 
Validation Project. 

The total number of students enrolled in the Software Engineering was 38 students, 3 
of them participated in the Project Module while the rest studied in the normal class 
room setting. The participating students did not attend the normal class teaching, 
instead they worked in the company site one full day every a week. A supervisor 
was assigned by the company to ensure the progress of the project. A regular 
coaching session was also conducted by the respective lecture to relate the real 
project development in the company with the intended course content and learning 
outcomes. These tri-partite engagement (student-company  tutor- lecturer) makes 
sure that not only the students can accomplish the assigned project, but they also 
achieve the intended learning outcomes of the course.

To measure the student learning, a variety of assessments were conducted. It includes 
initial interview with the company, weekly reflection (journal) and four presentations. 
In addition, to measure the success of the PM, a monitoring and evaluation was done 
in systematic ways by using interview, questionnaires, site observation and focus 
group discussion. Despite the encouraging feedback from the students, many aspects 
of the project module needs to be improved. 

Reaping the Benefit of Work-based 
Learning with Project Module

Tri A. Budiono, MIT and Supria, M.Sc.

“Working in the real company 
project accelerated my learning as I 
cannot take the assignment lightly. 

I have a better focus and more 
immediate purpose than learning 
in conventional classrooms. I also 

learned how to deal with tight 
timeline and working under pressure. 
My communication skills improved 

much since I need to speak frequently 
with my company supervisor to 

ensure the progress of my project.”
(Shan Valdo, Computer Science student 2018)

The detailed student feedback

Aspect Indicator Student feedback
Student preference Like PM Yes, new experience 

Yes, connect real world

Yes, get a lot of things outside class

Yes, help to learn to get along with others

Yes, not boring

Yes, can learn from working people, manager & CEO

Yes, can build my character

Dislike PM No, not integrate with regular class

No, time consuming

No, hard adapt new environment

Facilitation Company Tutor Yes, so many advices. More knowledge.

Yes, more straight forward tell what we have to do 

Yes, professional relevant to the project and lecture only theory

Lecturer Lecturer gave us case study or something, that’s not relevant to the company 
and  don’t know what we are doing in the company. They are just very text book 
person

Coach didn’t know what we do at company

Coach didn’t give advice or solve problem relevant with the company

Lecturer needs to often visit the students at company

Scheduling Synchronization with other 
courses

Time schedule really matters

Coaching
Flexible coaching schedule thus not crash with working schedule

Coaching session must be full time from the company

Grading
Grading (Assessment)

Scoring not only final result, on the presentation, sometimes lecture must know 
efforts that we do in the company.



26

IN
D

O
PE

D
 N

ew
sl

et
te

r -
 M

ar
ch

 2
01

7

27

In the coming semesters, PM will be used to manage a new internship program called 3+1 internship model in three programmes: 
Computer Science, Information Systems and International Business. In this internship students will spend 1-year work-based learning in 
companies. Few courses will be integrated into a single module with agreed-upon project to work out by the students at company site.

Pilot Project Modules in the 1st semester 2017

Project Module  
(Programmes)

Courses Credit #Students Company

Mobile and Enterprise 
Computing (Computer 
Science)

Wireless Mobile Software Engineering 2 8 AITINDO

Distributed Systems 4 IceHouse

Enterprise Applications 4 MetroData

Enterprise Information 
Systems
(Information Systems)

Business Process Fundamental 4 2 Oracle Indonesia

Enterprise System 4

Client Relationship Management 3

Human Factors in Information Systems 3

Managing across Culture 
(International Business)

South East Asian Culture 4 3 Porche Indonesia

Business in ASEAN 4

Weekly coaching

At Binus University International, Project Module has successfully 
integrated our classrooms into the company projects and sites!

The success of the pilot PM indicates that students can 
benefit from a variety of learning methods and learning 
environment. It’s not that the classroom teaching is no 
longer needed. It’s just becoming a necessity that learning 
would be better off when it happens in the relevant 
environment and with authentic assessment. 

The monitoring and evaluation (Monev) 
process for the pilot implementation of 
the selected methods in BINUS University 
International (BUI) has been running quite 
smoothly, thanks to the passionate support 
given by our faculty members, institution, 
partner companies, partner universities, and 
most importantly, our students. In order to 
coordinate and facilitate this process, BUI has 
assigned Ahmad Seiichi Ramadhan as the 
Evaluation Officer of the INDOPED project.  
Also, a variety of tools have been designed 
to enable the effective monitoring and 
evaluation.

Monitoring and Evaluation of 
the Pilot Learning Methods at 
Binus University 

Ahmad Seiichi Ramadhan

Monev Tools and Activity

Binus Indoped MONEV Team
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We started the preliminary evaluation by asking the participating 
faculty members for their comments on the innovative pedagogy 
methods that we introduced; now we are reaching to the wider 
components of our ecosystem to speak their minds - our students and 
company partners. 

The three different methods being implemented by BUI during the 
pilot stage were Project Module, Learning by Teaching, and Innocamp. 
Here we faced our first challenge; each of the methods required a 
different and complex approach. We simply started by preparing our 
internal protocols for each one of the methods piloted according to 
their requirements. The main purpose of the protocols was to ensure 
anyone involved within each method can simply refer back to the 
protocols once they reached a certain stage of the implementation. 
The protocols consisted of monitoring the evaluation activities, 
required evaluation tools, operational roles, and the assessment 
needed for each stage of the implementation, including pre 
implementation, main implementation and post implementation.

As for the monitoring and evaluation tools, we are really glad our 
partners prepared a questionnaire that was quite easy to use, hence 
the ‘before and after’ implementation approach that required extra 
caution. Application of the English language, mostly for the Adjective 
Checklist Test part might be challenging for some of our students; 
therefore we prepared a direct Indonesian translation without 
changing any components or layout of the tool. 

Upon consideration, we tried to enhance the process further by 
evaluating not only the overall abilities and capacities of the students 
through the questionnaire, but also evaluating the whole process 
and experience for every related ecosystem members. For that, we 
implemented an additional approach in assessing the essence of the 
experiences for each student, facilitator, and company representative 
for each method. Some of the additional evaluation tools were in 
the form of a reflective logbook to ensure regular meetings between 
students and tutors, as well as a Lecturer Logbook for the facilitators to 
record each student’s progress. In addition, as part of the preliminary 
briefing and post implementation debriefing, we are implementing 
FGD/interview sessions for the students, facilitators, as well as tutors 
from the companies in order to better capture their experience of the 
applied method.

The additional efforts implemented during the monitoring and 
evaluation process is simply to ensure we could engage our whole 
ecosystem with innovative pedagogy in the best way possible. We 
bid the best of luck to all of INDOPED-partnering universities for their 
implementation as well as monitoring and evaluation process.

Learning by Teaching (LbT) is a great method to help 
my students learn better. They are encouraged to be 
independent learners in which they themselves try to 
prepare and learn the materials they have to teach. They 
also become more active as they are engaged in some 
discussion with their friends and lecturer. At the same 
time, they get the chance to practice their speaking and 
presentation skills when teaching. In the odd semester 
odd 2016 (September 2016 – January 2017), I apply this 
method into Academic English I with 22 of first semester 
students and Academic English II with 20 of third and 
fifth semester students.

If other faculty members want to use this teaching 
method, they have to be ready to switch from lecturer-
centered to student-centered learning. They have to let 
their students take control of their own preparation, and 
our part is to guide and help when they need our help. 
Furthermore, we have to spare some time outside the 
class to help them because some students may come 
anytime for our guidance when they come across some 
difficulties or problems. One last thing, we should keep 
motivating our students because this is a new experience 
for them to teach other students, especially in my case, 
high school students they do not know at all.

“My feedback towards this learning by teaching project is 
positive that it is very useful and I learned a lot of things 
by doing this project. I got a feedback from the Principal 
as well after the teaching session which she told me that 
I did a great job when do the presentation and teaching 
session even though I was nervous back then since it is 
my first time teaching.” said Juanito Clement Tanjung, a 
Computer Science students of Binusian 2018 batch and 
the participant of LbT.

Student Activities

Learning by Teaching 
in Academic English

Michael Setiawan, MA
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The following is the results for Research Methods in Accounting & Finance. 
The achievement of learning outcomes of the students who applied LbT 
method in term of final grade is 5 points higher than the control groups 
(students who did not apply LbT method), which is statistically significant. 
Based on students’ reflection paper, they claim that they develop skills 
such as, time management, communication, searching. They also claim 
the method has increased their confidence as well as help them to focus on 
learning.

Some lessons learned that we learned from the pilot are that there is a 
need to change teachers and students’ mind set about active learning. 
Both teachers and students should realize that students should be the 
main actors in the TLAs, while teachers as facilitators. We also learned 
that preparation before the implementation, such as, class and coaching 
schedule should be set carefully to make the implementation smooth. 
Lastly, we also learned that the readiness  and the variety of assessment 
tools, such as rubrics, reflection are required from the beginning to align 
the teacher-student expectation on the TLAs.

“ there is a need to 
change teachers and 

students’ mind set 
about active learning”

Learning by Teaching:
What we learn from the pilot 
project at Binus University 
International

One of the learning method piloted in Binus University 
International (BUI) is  Learning by Teaching (LbT) method. We 
chose the method since many Education literature refer to Cone 
of Learning by Dale (1946) that shows that learners will retain 
their knowledge as much as 90% when they teach others (active 
learning), compared to 5% knowledge retain when they listen to 
lectures (passive learning). 

Since the teaching learning activities (TLAs)  BUI are moving forward to student-centered-
learning (SCL) approach which focuses on active learning , the introduction of LbT 
method is expected to enhance our pedagogy.

All piloted EU learning methods in BUI are conducted following a certain protocols. Our 
motivations of establishing our own protocols are firstly, to adapt the EU method in BUI 
context since we realize that we cannot implement the methods fully as they are done in 
EU countries. Secondly, we aim to conduct our pedagogy research on the pilot, therefore 
a carefully designed protocol is required to meet our research objectives. Below is the 
protocol for LbT method. To add to the protocol, the knowledge gathering happened 
outside the classroom and is reviewed by coaching (see step 1), there the students 
become active and follow to the following steps.

In the Odd semester 2016/2017, there are three classes (Research Methods in Accounting 
& Finance; Financial Accounting 1 and Academic English) that piloted the LbT. The results 
are evaluated through two aspects: the course contents and other skills. 

Yanthi H. Martowidjojo, PhD

Protocol for Piloting Learning Methods

LbT in actions at BUI
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Piloting Learning by Teaching 
(LbT) Method for Physics 
Study Programme Students
Widya Mandala Catholic University Surabaya

Learning by Teaching (LbT) method is 
one of four other innovative methods 
piloted at Widya Mandala Catholic 
University Surabaya (WMCUS) during 
the year 2016 under the INDOPED 
Project. LbT method was piloted at the 
Physics Education Study Programme 
WMCUS to teach a compulsory course 
called High School Physics IV course, 
with 2 credits.  LbT method was piloted 
from August to December 2016 with 
total class meetings of 18 weeks, 
including Mid and Final Semester Tests.

Anthony Wijaya

During the planning and preparation stage WMCUS LbT team, 
consisting of one teacher, two student tutors and two student 
assistants, planned every detail of the piloting. There were some 
adjustments before LbT method was piloted in the course. The 
adjustments considered some aspects such as the difficulty level 
of course materials, student learning characteristics and culture, 
time allocation, and various components of assessment system.
There were two periods of LbT piloting: the first half period 
and the second half period.  For the first half period of LbT 
piloting, several phases were conducted, i.e., (i) orientation 
phase and learning contract, (ii) tutorial phase, (iii) pre-teaching 
phase, (iv) team teaching phase, and (v) review phase. In the 
Orientation Phase and Learning Contract, the students were 
given an explanation about LbT method and any phases the 
students had to do in piloting LbT method. The students were 
also encouraged to understand all benefits they could obtain 
during piloting the LbT as a new learning method. In regard with 
the learning contract, there were several things the students and 
the teacher had to agree with, i.e., student grouping, learning 
materials distribution, assessment system and the weight of 
each assessment method. In grouping the students, the teacher 
considered the heterogeneity aspect with respect to the students’ 
academic abilities. The students were divided into some groups 
depending on the number of learning objectives and sub-chapters 
covered in the course materials. Each group was in charge of 
preparing for one sub-chapter material to teach to other fellow 
students.  On the 1st half period of LbT piloting, the students were 
given a grace period of 2 weeks for the first 2 groups for doing 
teaching preparation prior to their teaching schedule.

In the Tutorial Phase each group was given tutorial by one student 
tutor assigned to assist each group in understanding the learning 
objectives and preparing the teaching materials including making 
a lesson plan. The tutorial had to be done outside of the regular 
class meeting schedule and the time was quite flexible, depending 
on the agreement between the student tutor and student 
groups. Tutorial frequencies depended on the needs of the group 
concerned. The tutorial stage had to be completed before the pre-
teaching phase.

In the Pre-Teaching Phase each group performed teaching 
activities based on the previously made lesson plan in front of 
the teacher and the student tutors. The pre-teaching phase was 
used as a quality control by the teacher to ensure the quality 
of materials and teaching activities performed by each group. 
After the pre-teaching phase there usually were some feedbacks 
from the teacher and each group was required to make revision 
before implementing the teaching activities in front of their fellow 
students.

In the Team Teaching Phase each group performed teaching 
activities to fellow students in the class based on the lesson 
plan prepared beforehand. In the 1st half period of piloting the 
LbT method, the teacher was in the classroom when each group 
was carrying out the team teaching, but as much as possible the 
teacher did not interfere the process of team teaching. However, 
by the request of all students, there was one situation that forced 
the teacher to interfere and take over the role of explaining the 
learning materials. This invited criticism from LbT consultant 
team from Turku University of Applied Science (TUAS) Finland. 
Interference should not be done because it can reduce the 
significance of the LbT process.

In the Review Phase the teacher reviewed all of the materials 
delivered in the team teaching phase to consolidate and 
emphasize certain materials considered to be quite difficult.
In regard with the assessment system and the weight of each 
assessment component, below are the details that had been 
agreed as the Learning Contract: (i) Attendance (5%), (ii)  Tutorial 

In class activity of Piloting Learning by Teaching Method at Widya 
Mandala  Catholic University Surabaya ( WMCUS)
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Phase (15%), Tutor Evaluation with rubrics (assessed by Student 
Tutor for each Student), (iii) Pre-Teaching Phase (15%),  Pre-
Teaching Evaluation with rubrics (assessed by Teacher and 
Student Tutor for each team), (iv) Team Teaching Phase (20%), 
Teaching Evaluation with rubrics (assessed by Teacher and 
other Team for each team), (v) Self Evaluation with rubrics + 
Fellow Evaluation with rubrics (combined, assessed by students 
themselves, 15%), self-evaluation rubric and fellow evaluation 
rubric were given to all the students  during the  Interview Session 
conducted after the Mid Semester Written test, and  (vi) Mid 
Semester Written Test (30%, for each student).

the application of “no teacher” rule. Micro-teaching room 
has a control room from which the teacher could monitor 
the team performance and no teacher was present in the 
class, and (v) the assessment weight was changed as follows: 
Tutorial Phase (10%), Pre-Teaching Phase (20%), Team 
Teaching Phase (25%), and  Mid Semester  Written Test (25%).

As a conclusion, after the 2nd half period of  LbT piloting was 
over,  it can be figured out that the LbT method  can enhance 
the students’ participation  and more active activities in the 
course. The implementation of each stage in the LbT method 
requires the students’ activities in planning, preparing for 
lesson plans, conducting tutorials and taking important 
roles in teaching. Teaching experiences of the students of 
the physics study programme also improved through the 
implementation of each stage in the LbT method. As seen in 
the self-assessment, there is improvement with respect to 
the students’ soft skills such as interactivity, teamwork, and 
presentation skills. However, the students’ ability in mastering 
the learning material does not improve significantly. 
Improving LbT implementation is required in order to solve 
the problems of learning material mastery. In addition, the 
teacher’s skill in the course management improves. The use of 
rubrics in each assessment and stages in the implementation 
of LbT contributes highly to the improvement of teaching 
management. Piloting LbT method in other courses is 
recommended by still accommodating the characteristics of 
the course and students.
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Interview Session was conducted for each team to get feedback 
on the result of the first period of LbT piloting. In general, LbT 
Team obtained positive feedback from the students. However, LbT 
team also got some suggestions for improving the LbT piloting 
as follows: (i) longer time interval was needed for teaching 
preparation and to meet the phases set out in the LbT system, 
(ii) each group needs to use more varied teaching methods so 
that the classroom atmosphere is not monotonous, (iii) each 
group should make good teaching preparation to optimize the 
delivery of learning materials, and (iv) the tutorial process needs 
improvement

Based on the students’ feedbacks/suggestions and LbT consultant 
team’s suggestions, some improvements were made for the 2nd 
half period of LbT piloting as follows: (i) each team implemented 
innovative learning method, (ii) team had 3 weeks to prepare for 
the team teaching including tutorial and pre-teaching, (iii) there 
was no material reviewed by teacher in the last class meeting, (iv) 
class meeting was held in the Micro-teaching Room which allowed 
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