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 ABSTRAK 

 Keterlibatan  kognitif  mempengaruhi  keterlibatan  fisik  dan  emosi.  Keterlibatan 
 kognitif  adalah  kesiapan  siswa  dalam  menuntaskan  tugas  belajarnya  dan  terlibat  secara 
 aktif  di  kelas.  Berbagai  permasalahan  yang  muncul  selama  proses  kegiatan  belajar 
 mengajar  disebabkan  oleh  kurangnya  keterlibatan  siswa.  Flipped  Classroom  Cooperative 
 Learning  (FCCL)  dapat  meningkatkan  minat  belajar  siswa,  memaksimalkan  interaksi 
 siswa  dan  guru  di  kelas,  dan  mengasah  kompetensi  keterampilan  abad-21.  Studi  kasus 
 penelitian  ini  saat  pelaksanaan  program  Penguatan  Profesional  Kependidikan  (P3K) 
 ditemukannya  minat  dan  keterlibatan  siswa  yang  sangat  rendah  sehingga  berdampak 
 pada  hasil  belajar  yang  kurang  baik.  Tujuan  dari  penelitian  ini  adalah  untuk  mengetahui 
 rancangan  pembelajaran  gamifikasi  dengan  flipped  classroom  dan  cooperative  learning 
 dan  mengetahui  efektivitasnya  terhadap  cognitive  engagement.  Metode  pendekatan 
 kuantitatif  digunakan  untuk  mengetahui  uji  normalitas,  uji  homogenitas,  uji  hipotesis, 
 serta  uji  n-  gain  score  bila  diperoleh  hasil  yang  signifikan  antara  metode  pembelajaran 
 gamifikasi  dengan  FCCL  dan  metode  FCCL.  Hasil  penelitian  menunjukkan  bahwa 
 terdapat  perbedaan  yang  signifikan  antara  implementasi  metode  gamifikasi  dengan  FCCL 
 dan  FCCL  dilihat  dari  hasil  posttest  dengan  signifikansi  0,000,  yang  berarti  kurang  dari 
 0,05.  Berdasarkan  hasil  uji  n-  gain  score  diperoleh  bahwa  nilai  rerata  dari  KE  adalah 
 36,1982  atau  36,2%,  sementara  KK  adalah  -5,9779  atau  -6%  yang  berarti 
 keduanya  termasuk  kategori  tidak  efektif.  Namun,  berdasarkan  hasil  tersebut  KE 
 dengan  metode  FCCL  dengan  gamifikasi  masih  lebih  baik  dibanding  KK  dengan 
 metode  FCCL  saja.  Walaupun  begitu,  metode  keduanya  dapat  meningkatkan  interaksi 
 antara  guru  dan  siswa  serta  meningkatkan  kolaborasi  antar  tim  dan  teman  sekelas  melalui 
 penugasan  kelompok  yang  diberikan  di  kelas.  Berbagai  faktor  mampu  mempengaruhi 
 efektivitas  metode  pembelajaran  tersebut.  Salah  satu  yang  perlu  dipastikan  sebelum 
 menerapkan  suatu  treatment  adalah  dengan  mengetahui  lingkungan  belajar  yang  sudah 
 terbentuk di sekolah agar mampu mengadaptasikan metode pembelajaran dengan tepat. 

 Kata  Kunci:  Flipped  Classroom  (FC),  Cooperative  Learning  (CL), 
 Gamification  ,  Treatment 
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 ABSTRACT 

 Cognitive  engagement  affects  physical  and  emotional  engagement.  Cognitive 
 engagement  is  the  readiness  of  students  to  complete  their  learning  tasks  and  be  actively 
 involved  in  class.  Various  problems  that  arise  during  the  process  of  teaching  and  learning 
 activities  are  caused  by  a  lack  of  student  involvement.  Flipped  Classroom  Cooperative 
 Learning  (FCCL)  can  increase  student  interest  in  learning,  maximize  student  and  teacher 
 interaction  in  class,  and  hone  21st  century  skill  competencies.  This  research  case  study 
 during  the  implementation  of  the  Educational  Professional  Strengthening  (P3K)  program 
 found  very  low  student  interest  and  involvement  which  resulted  in  poor  learning 
 outcomes.  The  purpose  of  this  study  is  to  determine  the  design  of  gamification  learning 
 with  flipped  classroom  and  cooperative  learning  and  determine  its  effectiveness  on 
 cognitive  engagement.  The  quantitative  approach  method  is  used  to  determine  the 
 normality  test,  homogeneity  test,  hypothesis  test,  and  n-gain  score  test  if  significant 
 results  are  obtained  between  the  gamification  learning  method  with  FCCL  and  the  FCCL 
 method.  The  results  showed  that  there  was  a  significant  difference  between  the 
 implementation  of  the  gamification  method  with  FCCL  and  FCCL  seen  from  the  posttest 
 results  with  a  significance  of  0.000,  which  means  less  than  0.05.  Based  on  the  results  of 
 the  n-gain  score  test,  it  was  found  that  the  mean  value  of  KE  was  36.1982  or  36.2%, 
 while  KK  was  -5.9779  or  -6%,  which  means  that  both  are  in  the  ineffective  category. 
 However,  based  on  these  results,  CE  with  the  FCCL  method  with  gamification  is  still 
 better  than  FC  with  the  FCCL  method  alone.  Even  so,  both  methods  can  increase 
 interaction  between  teachers  and  students  and  increase  collaboration  between  teams  and 
 classmates  through  group  assignments  given  in  class.  Various  factors  can  influence  the 
 effectiveness  of  the  learning  method.  One  thing  that  needs  to  be  ensured  before  applying  a 
 treatment  is  knowing  the  learning  environment  that  has  been  formed  in  schools  so  that 
 they are able to adapt learning methods appropriately. 

 Keywords:  Flipped  Classroom  (FC),  Cooperative  Learning  (CL),  Gamification, 
 Treatment 

 viii 



 DAFTAR ISI 

 HALAMAN  JUDUL  .................................................................................................  i 

 LEMBAR  PENGESAHAN  .....................................................................................  ii 

 PERNYATAAN  KEASLIAN  SKRIPSI  ..................................................................  iii 

 KATA  PENGANTAR  .............................................................................................  iv 

 UCAPAN  TERIMA  KASIH  ....................................................................................  v 

 ABSTRAK  .............................................................................................................  vii 

 ABSTRACT  ............................................................................................................  viii 

 DAFTAR  ISI  ...........................................................................................................  ix 

 DAFTAR  TABEL  ...................................................................................................  xi 

 DAFTAR  GAMBAR  .............................................................................................  xii 

 DAFTAR  LAMPIRAN  .........................................................................................  xiii 

 BAB  I  PENDAHULUAN  ........................................................................................  1 

 1.1  Latar  Belakang  Penelitian  ............................................................................  1 

 1.2  Rumusan  Masalah  dan  Batasan  Masalah  .....................................................  3 

 1.3  Tujuan  Penelitian  ..........................................................................................  3 

 1.4  Manfaat  Penelitian  .......................................................................................  4 

 1.5  Struktur  Organisasi  Skripsi  ..........................................................................  4 

 BAB  II  KAJIAN  PUSTAKA  ...................................................................................  5 

 2.1  Kajian  Teoritis  ..............................................................................................  5 

 2.2  Penelitian  Terdahulu  ...................................................................................  3  3 

 BAB  III  METODE  PENELITIAN  .........................................................................  3  5 

 3.1  Desain  Penelitian  ........................................................................................  3  5 

 3.2  Lokasi  Penelitian  ........................................................................................  3  5 

 3.3  Instrumen  Penelitian  ...................................................................................  3  6 

 3.4  Prosedur  Penelitian  .....................................................................................  3  6 

 3.5  Analisis  Data  ..............................................................................................  38 

 ix 



 BAB  IV  TEMUAN  DAN  PEMBAHASAN  ..........................................................  4  0 

 4.1  Temuan  .......................................................................................................  4  0 

 4.2  Pembahasan  ................................................................................................  5  0 

 BAB  V  SIMPULAN,  IMPLIKASI  DAN  REKOMENDASI  ................................  57 

 5.1  Simpulan  ....................................................................................................  57 

 5.2  Implikasi  .....................................................................................................  57 

 5.3  Rekomendasi  ..............................................................................................  58 

 DAFTAR  PUSTAKA  .............................................................................................  60 

 LAMPIRAN  ...........................................................................................................  71 

 x 



 DAFTAR TABEL 

 Tabel  2.1  Prosedur  Tahapan  Cooperative  Learning  (Wicaksono,  2015)  ..............  1  0 

 Tabel  4.1  Implementasi  Elemen  Gamifikasi  ..........................................................  4  3 

 Tabel  4.2  Hasil  Koreksi  Validasi  RPP  ....................................................................  4  5 

 Tabel  4.3  Hasil  Pretest  ...........................................................................................  47 

 Tabel  4.4  Hasil  Posttest  ..........................................................................................  48 

 Tabel  4.5  Hasil  Uji  Normalitas  Pretest  dan  Posttest  KE  dan  KK  ..........................  48 

 Tabel 4.6 Hasil Uji Hipotesis Perbandingan  Pretest  KE dan KK dengan  Posttest 

 KE  dan  KK  .............................................................................................................  49 

 Tabel  4.7  Kategori  Tafsiran  Efektivitas  N-  gain  Score  ...........................................  5  0 

 Tabel  4.8  Hasil  Perhitungan  Uji  N-  gain  Score  .......................................................  5  0 

 xi 



 DAFTAR GAMBAR 

 Gambar  2.1  Taksonomi  Bloom  Flipped  Classroom  ...............................................  1  0 

 Gambar 2.2 Model  Flipped Classroom  dengan Pembelajaran  Kooperatif (Munir, 

 2018)  ......................................................................................................................  2  0 

 Gambar  2.3  Contoh  Elemen  Desain  Game  Point  dalam  Khan  Academy  ..............  2  3 

 Gambar  2.4  Contoh  Elemen  Desain  Game  Lencana  dalam  Khan  Academy  ..........  2  4 

 Gambar  2.5  Contoh  Elemen  Desain  Game  Papan  Peringkat  dalam  Kahoot  ..........  2  4 

 Gambar  2.6  Contoh  Elemen  Desain  Game  Avatar  dalam  Khan  Academy  ............  2  5 

 Gambar  2.7  Contoh  Elemen  Desain  Game  Grafik  Kemajuan  dalam  Moodle  .......  2  5 

 Gambar  2.8  Subtipe  Keterlibatan,  Indikator,  dan  Hasil  (Appleton  et  al.,  2006)  ....  2  7 

 Gambar  3.1  Desain  Kelompok  Kontrol  Pretest-Posttest  (Sukmadinata,  2011)  .....  3  5 

 Gambar  3.2  Prosedur  Penelitian  .............................................................................  3  6 

 Gambar  4.1  Alur  Sintaksis  gamifikasi  dengan  FCCL  ............................................  4  1 

 Gambar  4.2  Desain  Pembelajaran  Kelompok  Eksperimen  ....................................  4  2 

 Gambar  4.3  Desain  Pembelajaran  Kelompok  Kontrol  ...........................................  4  3 

 Gambar  4.4  Diagram  Hasil  Pretest  KE  dan  KK  ....................................................  47 

 Gambar  4.5  Diagram  Hasil  Posttest  KE  dan  KK  ...................................................  48 

 xii 



 DAFTAR LAMPIRAN 

 Lampiran  1.  Rancangan  Pembelajaran  ...................................................................  71 

 Lampiran  2  .  Validasi  ..............................................................................................  78 

 Lampiran  3.  Media  Pembelajaran  ..........................................................................  83 

 Lampiran  4.  Instrumen  Penelitian  ..........................................................................  84 

 Lampiran  5.  Olah  Data  ...........................................................................................  88 

 xiii 



 60 

 DAFTAR PUSTAKA 

 Abramczyk,  A.  (2020).  Cooperative  learning  as  an  evidence-based  teaching 
 strategy:  What  teachers  know,  believe,  and  how  they  use  it.  Journal  of 
 Education  for  Teaching  ,  46  (3),  296–308. 
 https://doi.org/10.1080/02607476.2020.1733402 

 Adawiyah,  R.,  &  Rahmawati,  R.  E.  (2022).  Analisis  Penggunaan  Aplikasi 
 Duolingo  Berbasis  Gamifikasi  Dalam  Proses  Pembelajaran  Bahasa  Di 
 Sekolah  Homeschooling  Primagama  Madiun  (Telaah  Perspektif  Guru). 
 METODIK DIDAKTIK Jurnal Pendidikan Ke-SD-an  ,  18  (1) 

 Alcalá,  D.  (2019).  Comparing  effects  of  a  TPSR  training  program  on  prospective 
 physical  education  teachers’  social  goals,  discipline  and  autonomy 
 strategies  in  Spain,  Chile  and  Costa  Rica.  Physical  Education  and  Sport 
 Pedagogy  ,  24  (3),  220–232. 
 https://doi.org/10.1080/17408989.2018.1561837 

 Ali,  I.  (2021).  Pembelajaran  Kooperatif  (Cooperative  Learning)  Dalam  Pengajaran 
 Pendidikan Agama Islam.  Jurnal Mubtadiin  ,  7  (1), 247–264. 

 Andrian,  D.  (2018).  The  instrument  development  to  evaluate  local  curriculum  in 
 Indonesia.  International  Journal  of  Instruction  ,  11  (4),  921–934. 
 https://doi.org/10.12973/iji.2018.11458a 

 Appleton,  J.  J.,  Christenson,  S.  L.,  Kim,  D.,  &  Reschly,  A.  L.  (2006).  Measuring 
 cognitive  and  psychological  engagement:  Validation  of  the  Student 
 Engagement  Instrument.  ELSEVIER:  Journal  of  School  Psychology  , 
 427–445.  https://doi.org/doi:10.1016/j.jsp.2006.04.002 

 Aslan,  S.  (2022).  Using  Cooperative  Learning  and  the  Flipped  Classroom  Model 
 with  Prospective  Teachers  To  Increase  Digital  Literacy  Self-Efficacy, 
 Technopedagogical  Education,  and  21st-Century  Skills  Competence. 
 International  Journal  of  Progressive  Education  ,  18  (3). 
 https://doi.org/10.29329/ijpe.2022.439.9 

 Awada,  G.  (2020).  Effect  of  student  team  achievement  division  through  WebQuest 
 on  EFL  students’  argumentative  writing  skills  and  their  instructors’ 
 perceptions.  Computer  Assisted  Language  Learning  ,  33  (3),  275–300. 
 https://doi.org/10.1080/09588221.2018.1558254 

 Babenko,  O.  (2018).  Contributions  of  psychological  needs,  self-compassion, 
 leisure-time  exercise,  and  achievement  goals  to  academic  engagement  and 
 exhaustion  in  Canadian  medical  students.  Journal  of  Educational 
 Evaluation  for  Health  Professions  ,  15  (Query  date:  2023-02-13  22:59:03), 
 2–2.  https://doi.org/10.3352/jeehp.2018.15.2 

https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1080/02607476.2020.1733402
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1080/17408989.2018.1561837
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.12973/iji.2018.11458a
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/doi:10.1016/j.jsp.2006.04.002
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.29329/ijpe.2022.439.9
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1080/09588221.2018.1558254
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.3352/jeehp.2018.15.2


 61 

 Barlow,  A.,  &  Brown,  S.  (2020).  Correlations  between  modes  of  student  cognitive 
 engagement  and  instructional  practices  in  undergraduate  STEM  courses. 
 International  Journal  of  STEM  Education  ,  15. 
 https://doi.org/10.1186/s40594-020-00214-7 

 Çakıroğlu,  Ü.,  Başıbüyük,  B.,  Güler,  M.,  Bahar,  M.  A.,  &  Memiş,  Y.  (2017). 
 Gamifying  an  ICT  course:  Influences  on  engagement  and  academic 
 performance.  ELSEVIER:  Computers  in  Human  Behavior  ,  69  ,  98–107. 
 https://doi.org/10.1016/j.chb.2016.12.018 

 Carolus,  &  Gormantara.  (2022).  Penerapan  Gamification  dalam  Bidang 
 Pendidikan  Formal  dan  Nonformal:  Survey  Paper.  KONSTELASI: 
 Konvergensi Teknologi Dan Sistem Informas  ,  2  (2). 

 Chau,  M.  M.  (2018).  The  use  of  social  media  in  nutrition  interventions  for 
 adolescents  and  young  adults—A  systematic  review.  International  Journal 
 of  Medical  Informatics  ,  120  (Query  date:  2023-02-13  20:28:28),  77–91. 
 https://doi.org/10.1016/j.ijmedinf.2018.10.001 

 Chen,  C.  (2019).  The  roles  of  engagement  and  competition  on  learner’s 
 performance  and  motivation  in  game-based  science  learning.  Educational 
 Technology  Research  and  Development  ,  67  (4),  1003–1024. 
 https://doi.org/10.1007/s11423-019-09670-7 

 Chen,  K.  S.  (2018).  Academic  outcomes  of  flipped  classroom  learning:  A 
 meta-analysis.  Medical  Education  ,  52  (9),  910–924. 
 https://doi.org/10.1111/medu.13616 

 D’Aquila,  J.  (2019).  Are  instructor  generated  YouTube  videos  effective  in 
 accounting  classes?  A  study  of  student  performance,  engagement, 
 motivation,  and  perception.  Journal  of  Accounting  Education  ,  47  (Query 
 date:  2023-02-13  22:59:03),  63–74. 
 https://doi.org/10.1016/j.jaccedu.2019.02.002 

 Dehghanzadeh,  S.  (2018).  Comparing  the  effects  of  traditional  lecture  and  flipped 
 classroom  on  nursing  students’  critical  thinking  disposition:  A 
 quasi-experimental  study.  Nurse  Education  Today  ,  71  (Query  date: 
 2023-02-11  10:51:50),  151–156. 
 https://doi.org/10.1016/j.nedt.2018.09.027 

 Díaz-Ramírez,  J.  (2020).  Gamification  in  engineering  education  –  An  empirical 
 assessment  on  learning  and  game  performance.  Heliyon  ,  6  (9). 
 https://doi.org/10.1016/j.heliyon.2020.e04972 

 Domen,  J.  (2020).  Differentiated  need  support  by  teachers:  Student-specific 
 provision  of  autonomy  and  structure  and  relations  with  student  motivation. 
 British  Journal  of  Educational  Psychology  ,  90  (2),  403–423. 
 https://doi.org/10.1111/bjep.12302 

https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1186/s40594-020-00214-7
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.chb.2016.12.018
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.ijmedinf.2018.10.001
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1007/s11423-019-09670-7
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1111/medu.13616
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.jaccedu.2019.02.002
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.nedt.2018.09.027
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.heliyon.2020.e04972
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1111/bjep.12302


 62 

 Durin,  F.  (2019).  Impact  of  Implementing  Game  Elements  in  Gamifying 
 Educational  Environment:  A  Study.  Journal  of  Physics:  Conference  Series  , 
 1358  (1).  https://doi.org/10.1088/1742-6596/1358/1/012064 

 Erbil,  D.  G.  (2020a).  A  Review  of  Flipped  Classroom  and  Cooperative  Learning 
 Method  Within  the  Context  of  Vygotsky  Theory.  Frontiers  in  Psychology  , 
 11  (Query  date:  2023-02-11  10:51:50). 
 https://doi.org/10.3389/fpsyg.2020.01157 

 Erbil,  D.  G.  (2020b).  Flipping  the  4th  grade  social  studies  course  in  a  cooperative 
 Way:  Effects  on  academic  achievement  and  motivation.  Studies  in 
 Educational  Evaluation  ,  66  (Query  date:  2023-02-13  16:50:34). 
 https://doi.org/10.1016/j.stueduc.2020.100878 

 Eryilmaz,  M.  (2019).  Individual  flipped  learning  and  cooperative  flipped  learning: 
 Their  effects  on  students’  performance,  social,  and  computer  anxiety. 
 Interactive  Learning  Environments  ,  27  (4),  432–442. 
 https://doi.org/10.1080/10494820.2018.1522652 

 Fadol,  Y.  (2018).  A  comparative  analysis  of  flipped,  online  and  traditional 
 teaching:  A  case  of  female  Middle  Eastern  management  students. 
 International  Journal  of  Management  Education  ,  16  (2),  266–280. 
 https://doi.org/10.1016/j.ijme.2018.04.003 

 Fenny,  S.  R.  (2018).  Presence  Integration  and  Course  Values  for  Final  Value 
 Creation.  IOP  Conference  Series:  Materials  Science  and  Engineering  , 
 407  (1).  https://doi.org/10.1088/1757-899X/407/1/012106 

 Fernández-Espínola,  C.  (2020).  Effects  of  cooperative-learning  interventions  on 
 physical  education  students’  intrinsic  motivation:  A  systematic  review  and 
 meta-analysis.  International  Journal  of  Environmental  Research  and 
 Public Health  ,  17  (12), 1–10.  https://doi.org/10.3390/ijerph17124451 

 Fikrie,  &  Ariani,  L.  (2019).  Keterlibatan  Siswa  (Student  Engagement)  Di  Sekolah 
 Sebagai  Salah  Satu  Upaya  Peningkatan  Keberhasilan  Siswa  Di  Sekolah. 
 Prosiding  Seminar  Nasional  &  Call  Paper  Psikologi  Pendidikan  2019  , 
 103–110. 

 Firdaus,  R.,  &  Faisal,  M.  (2021).  Pengabdian  Pada  Perguruan  Tinggi:  Publikasi 
 Gamifikasi  Dalam  Pendidikan.  ADIMAS:  Adi  Pengabdian  Masyarakat  , 
 2  (2).  https://doi.org/doi.org/10.34306/adimas.v2i1.472 

 Fleagle,  T.  R.  (2018).  Application  of  flipped  classroom  pedagogy  to  the  human 
 gross  anatomy  laboratory:  Student  preferences  and  learning  outcomes. 
 Anatomical  Sciences  Education  ,  11  (4),  385–396. 
 https://doi.org/10.1002/ase.1755 

https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1088/1742-6596/1358/1/012064
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.3389/fpsyg.2020.01157
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.stueduc.2020.100878
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1080/10494820.2018.1522652
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.ijme.2018.04.003
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1088/1757-899X/407/1/012106
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.3390/ijerph17124451
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/doi.org/10.34306/adimas.v2i1.472
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1002/ase.1755


 63 

 Göksün,  D.  O.  (2019).  Comparing  success  and  engagement  in  gamified  learning 
 experiences  via  Kahoot  and  Quizizz.  Computers  and  Education  , 
 135  (Query  date:  2023-02-13  20:28:28),  15–29. 
 https://doi.org/10.1016/j.compedu.2019.02.015 

 Hafizah,  S.  (2020).  Penggunaan  Dan  Pengembangan  Video  Dalam  Pembelajaran 
 Fisika.  Jurnal  Pendidikan  Fisika  ,  VIII  (2). 
 http://dx.doi.org/10.24127/jpf.v8i2.2656 

 Halasa,  S.  (2020).  Comparing  student  achievement  in  traditional  learning  with  a 
 combination  of  blended  and  flipped  learning.  Nursing  Open  ,  7  (4), 
 1129–1138.  https://doi.org/10.1002/nop2.492 

 Halawa,  E.  (2021).  Penerapan  Metode  Resitasi  untuk  Meningkatkan  Keterlibatan 
 Aktif  Siswa  dalam  Pencapaian  Tujuan  Pembelajaran  Sejarah  X-IPS. 
 Jurnal KAIROS  ,  1  (1), 54–78. 

 Heemskerk,  C.  H.  H.  M.,  &  Malmberg,  L.-E.  (2020).  Students’  Observed 
 Engagement  In  Lessons,  Instructional  Activities,  and  Learning 
 Experiences.  Frontline  Learning  Research  ,  8  (6),  38–58. 
 https://doi.org/10.14786/flr.v8i5.613 

 Hidayati,  S.  N.,  &  Rodliyah,  R.  S.  (2020).  Eksplorasi  Strategi  Guru  untuk 
 Meningkatkan  Keterlibatan  Siswa  dalam  Aktifitas  Membaca.  Jurnal 
 Penelitian Pendidikan  ,  20  (1), 121–128. 

 Hong,  J.-C.,  Zang,  H.-L.,  Ye,  J.-H.,  &  Ni,  J.-N.  (2021).  The  Effects  of  Academic 
 Self-Efficacy  on  Vocational  Students  Behavioral  Engagement  at  School 
 and  at  Firm  Internships:  A  Model  of  Engagement-Value  of  Achievement 
 Motivation.  Education  Sciences  ,  1–13. 
 https://doi.org/10.3390/educsci11080387 

 Hu,  R.  (2018).  Effectiveness  of  flipped  classrooms  in  Chinese  baccalaureate 
 nursing  education:  A  meta-analysis  of  randomized  controlled  trials. 
 International  Journal  of  Nursing  Studies  ,  79  (Query  date:  2023-02-11 
 10:51:50), 94–103.  https://doi.org/10.1016/j.ijnurstu.2017.11.012 

 Husna,  N.  (2021).  Development  of  student  worksheets  on 
 ethnomathematics-based  trigonometry  through  Project-Based  Learning 
 models.  Journal  of  Physics:  Conference  Series  ,  1882  (1). 
 https://doi.org/10.1088/1742-6596/1882/1/012071 

 Iyengar,  K.,  &  Montealegre,  R.  (2021).  Knowledge  Management  System  Use  as  a 
 Key  Driver  of  Professional  and  Organizational  Cognitive  Engagement. 
 Journal  of  the  Association  for  Information  Systems  ,  490–511. 
 https://doi.org/10.17705/1jais.00669 

https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.compedu.2019.02.015
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
http://dx.doi.org/10.24127/jpf.v8i2.2656
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1002/nop2.492
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.14786/flr.v8i5.613
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.3390/educsci11080387
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.ijnurstu.2017.11.012
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1088/1742-6596/1882/1/012071
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.17705/1jais.00669


 64 

 J.  Manoppo,  A.  (2019).  Keterlibatan  Kognitif  Pada  Prestasi  Belajar  Mahasiswa. 
 Nutrix Journal  ,  4  (2), 51–59. 

 Jian,  Q.  (2019).  Effects  of  digital  flipped  classroom  teaching  method  integrated 
 cooperative  learning  model  on  learning  motivation  and  outcome. 
 Electronic  Library  ,  37  (5),  842–859. 
 https://doi.org/10.1108/EL-02-2019-0024 

 Kadam,  D.  M.  (2020).  Modified  reciprocal  teaching:  Cooperative  learning 
 technique  for  enhancing  communication  skills  of  first  year  engineering 
 students.  Journal  of  Engineering  Education  Transformations  ,  33  (Query 
 date:  2023-02-13  16:50:34),  532–536. 
 https://doi.org/10.16920/jeet/2020/v33i0/150111 

 Khofifah,  L.,  Supriadi,  N.,  &  Syazali,  M.  (2021).  Model  Flipped  Classroom  dan 
 Discovery  Learning  terhadap  Kemampuan  Pemahaman  Konsep  dan 
 Pemecahan  Masalah  Matematis.  PRISMA  ,  10  (1),  17. 
 https://doi.org/10.35194/jp.v10i1.1098 

 Komala,  &  Khodijah,  S.  (2017).  Penerapan  Program  Pendidikan  Gizi  Untuk 
 Meningkatkan  Pengetahuan  Gizi  Guru  Dan  Aplikasi  Pendidikan  Gizi 
 Untuk  Anak  Usia  Dini  (Studi  Kuasi  Eksperimen  Pada  Guru-Guru  Paud  Di 
 Kota  Cimahi  Dan  Bandung  Barat).  Jurnal  Ilmiah  UPT  P2M  STKIP 
 Siliwangi  ,  5  (1), 16–20. 

 Kristanto,  Y.  D.  (2020).  Upaya  peningkatan  kualitas  pembelajaran  matematika 
 melalui  flipped  classroom  dan  gamifikasi:  Suatu  kajian  pustaka.  PRISMA, 
 Prosiding Seminar Nasional Matematika  ,  3  , 266–278. 

 Kusuma,  G.  P.  (2018).  Analysis  of  Gamification  Models  in  Education  Using 
 MDA  Framework.  Procedia  Computer  Science  ,  135  (Query  date: 
 2023-02-13  20:28:28),  385–392. 
 https://doi.org/10.1016/j.procs.2018.08.187 

 Lathifaturrohmah,  B.  (2022).  Meningkatkan  Keterlibatan  Siswa  Menggunakan 
 Online  Student  Response  System:  Eksperimen.  Jurnal  Teknologi 
 Pendidikan  ,  1  (1), 89–111. 

 Laudya,  D.,  &  Savitri,  J.  (2020).  Pengaruh  School  Climate  terhadap  School 
 Engagement  pada  Siswa  SMA  “X”  Kota  Bandung.  Humanitas  (Jurnal 
 Psikologi)  ,  4  (3), 239–252. 

 Lee,  J.,  Song,  H.-D.,  &  Hong,  A.  J.  (2019).  Exploring  Factors,  and  Indicators  for 
 Measuring  Students’  Sustainable  Engagement  in  e-Learning. 
 Sustainability  , 1–12.  https://doi.org/doi:10.3390/su11040985 

https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1108/EL-02-2019-0024
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.16920/jeet/2020/v33i0/150111
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.35194/jp.v10i1.1098
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.procs.2018.08.187
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/doi:10.3390/su11040985


 65 

 Leeuwen,  A.  van.  (2019).  A  systematic  review  of  teacher  guidance  during 
 collaborative  learning  in  primary  and  secondary  education.  Educational 
 Research  Review  ,  27  (Query  date:  2023-02-13  13:36:19),  71–89. 
 https://doi.org/10.1016/j.edurev.2019.02.001 

 Lestari,  F.  (2019).  Cooperative  learning  application  with  the  method  of  network 
 tree  concept  map:  Based  on  Japanese  learning  system  approach.  Journal 
 for  the  Education  of  Gifted  Young  Scientists  ,  7  (1),  15–32. 
 https://doi.org/10.17478/jegys.471466 

 Lo,  C.  K.  (2020).  A  comparison  of  flipped  learning  with  gamification,  traditional 
 learning,  and  online  independent  study:  The  effects  on  students’ 
 mathematics  achievement  and  cognitive  engagement.  Interactive  Learning 
 Environments  ,  28  (4),  464–481. 
 https://doi.org/10.1080/10494820.2018.1541910 

 Manzano-León,  A.  (2021).  Between  level  up  and  game  over:  A  systematic 
 literature  review  of  gamification  in  education.  Sustainability  (Switzerland)  , 
 13  (4), 1–14.  https://doi.org/10.3390/su13042247 

 Meryansumayeka.  (2019).  Digital  Mathematics  Tasks  HOTS  Type:  A  Review. 
 Journal  of  Physics:  Conference  Series  ,  1315  (1). 
 https://doi.org/10.1088/1742-6596/1315/1/012055 

 Meryansumayeka.  (2020).  Secondary  students’  higher-order  thinking  skills  in 
 solving  PISA-  like  mathematical  tasks.  Journal  of  Physics:  Conference 
 Series  ,  1480  (1).  https://doi.org/10.1088/1742-6596/1480/1/012034 

 Møgelvang,  A.,  &  Nyléhn,  J.  (2022).  Co-operative  Learning  In  Undergraduate 
 Mathematics  and  Science  Education:  A  Scoping  Review.  International 
 Journal  of  Science  and  Mathematics  Education  . 
 https://doi.org/10.1007/s10763-022-10331-0 

 Moreira,  P.,  Cunha,  D.,  &  Inman,  R.  A.  (2019).  An  Integration  of  Multiple 
 Student  Engagement  Dimensions  into  a  Single  Measure  and 
 Validity-Based  Studies.  Sage  Journal  ,  38  (5). 
 https://doi.org/10.1177/0734282919870973 

 Munir,  M.  (2018).  Flipped  classroom  with  cooperative  learning  as  a  cornerstone. 
 Education  for  Chemical  Engineers  ,  23  (Query  date:  2023-02-11  10:51:50), 
 25–33.  https://doi.org/10.1016/j.ece.2018.05.001 

 Nadiroh,  N.  (2021).  Learning  transformation  of  the  21stcentury  curriculum  for 
 prospective  teacher  in  term  of  eco-literacy.  IOP  Conference  Series:  Earth 
 and  Environmental  Science  ,  802  (1). 
 https://doi.org/10.1088/1755-1315/802/1/012009 

https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.edurev.2019.02.001
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.17478/jegys.471466
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1080/10494820.2018.1541910
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.3390/su13042247
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1088/1742-6596/1315/1/012055
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1088/1742-6596/1480/1/012034
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1007/s10763-022-10331-0
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1177/0734282919870973
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.ece.2018.05.001
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1088/1755-1315/802/1/012009


 66 

 Nugraha,  V.  D.  (2020).  The  development  of  the  acid-base  chemistry  test  oriented 
 to  higher  order  thinking  skills  for  11th  grade  students.  AIP  Conference 
 Proceedings  ,  2215  (Query  date:  2023-02-15  06:54:21). 
 https://doi.org/10.1063/5.0000546 

 Núñez,  J.  (2019).  Determinants  of  classroom  engagement:  A  prospective  test 
 based  on  self-determination  theory.  Teachers  and  Teaching:  Theory  and 
 Practice  ,  25  (2), 147–159.  https://doi.org/10.1080/13540602.2018.1542297 

 Nurrindar,  M.,  &  Wahjud,  E.  (2021).  Pengaruh  Self-efficacy  Terhadap 
 Keterlibatan  Siswa  Melalui  Motivasi  Belajar.  Jurnal  Pendidikan  Akuntansi 
 (JPAK)  ,  9  (1), 140–148. 

 Petre,  G.-E.  (2020).  Using  Flipped  Classroom  To  Facilitate  Cooperative  Learning 
 Implementation:  An  Action  Research  Case  Study  With  Photovoice.  Jurnal 
 of Educataion Studies  ,  2  (2). 

 Pilkington,  C.  (2018).  A  playful  approach  to  fostering  motivation  in  a  distance 
 education  computer  programming  course:  Behaviour  change  and  student 
 perceptions.  International  Review  of  Research  in  Open  and  Distance 
 Learning  ,  19  (3), 282–298.  https://doi.org/10.19173/irrodl.v19i3.3664 

 Purnomo,  E.  (2019).  The  2013  Curriculum-Based  Learning  Evaluation  at 
 Vocational  High  Schools  in  Yogyakarta  Special  Region.  Journal  of 
 Physics:  Conference  Series  ,  1273  (1). 
 https://doi.org/10.1088/1742-6596/1273/1/012028 

 Putra,  D.  A.,  Refdinal,  R.,  Edidas,  E.,  &  Fadhilah,  F.  (2021).  Penerapan  Model 
 Pembelajaran  Kooperatif  Tipe  Teams  Game  Tournament  Terhadap  Hasil 
 Belajar  Bimbingan  TIK.  QALAMUNA:  Jurnal  Pendidikan,  Sosial,  dan 
 Agama  ,  13  (2), 895–904.  https://doi.org/10.37680/qalamuna.v13i2.1200 

 Rabgay,  T.  (2018).  The  effect  of  using  cooperative  learning  method  on  tenth  grade 
 students’  learning  achievement  and  attitude  towards  biology.  International 
 Journal  of  Instruction  ,  11  (2),  265–280. 
 https://doi.org/10.12973/iji.2018.11218a 

 Rahma,  A.  A.,  &  Mutiaz,  I.  R.  (2020).  Pemanfaatan  Media  Audio  Visual  untuk 
 Meningkatkan  Keterlibatan  Audiens  dalam  Belajar.  Jurnal  Ilmiah  Desain 
 Komunikasi  Visual  Seni  Rupa  Dan  Media  ,  1  (1),  56–63. 
 http://dx.doi.org/10.38010/dkv.v1i1.7 

 Ratnasari,  D.  (2019).  Comparative  Study  of  Geography  Education  Curriculum  in 
 Indonesia  and  Malaysia.  IOP  Conference  Series:  Earth  and  Environmental 
 Science  ,  286  (1).  https://doi.org/10.1088/1755-1315/286/1/012004 

https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1063/5.0000546
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1080/13540602.2018.1542297
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.19173/irrodl.v19i3.3664
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1088/1742-6596/1273/1/012028
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.37680/qalamuna.v13i2.1200
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.12973/iji.2018.11218a
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
http://dx.doi.org/10.38010/dkv.v1i1.7
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1088/1755-1315/286/1/012004


 67 

 Riana,  &  Hulu,  L.  S.  P.  (2022).  Peningkatan  Kemampuan  Menulis  Surat  Dinas 
 Melalui  Model  Cooperative  Learning.  EDUCATIVO:  JURNAL 
 PENDIDIKAN  ,  1  (2), 552–558.  https://doi.org/10.56248/educativo.v1i2.76 

 Rohyami,  Y.,  &  Huda,  T.  (2019).  Pengaruh  Cooperative  Learning  dan  Flipped 
 Classroom-Cooperative  Learning  Matakuliah  Kimia  Analisis  II  terhadap 
 Motivasi  Belajar  Mahasiswa.  Refleksi  Pembelajaran  Inovatif  ,  1  (2). 
 https://doi.org/10.20885/rpi.vol1.iss2.art5 

 Ross,  B.  (2018).  Adaptive  quizzes  to  increase  motivation,  engagement  and 
 learning  outcomes  in  a  first  year  accounting  unit.  International  Journal  of 
 Educational  Technology  in  Higher  Education  ,  15  (1). 
 https://doi.org/10.1186/s41239-018-0113-2 

 Roy,  R.  van.  (2018).  Need-supporting  gamification  in  education:  An  assessment 
 of  motivational  effects  over  time.  Computers  and  Education  ,  127  (Query 
 date:  2023-02-13  20:28:28),  283–297. 
 https://doi.org/10.1016/j.compedu.2018.08.018 

 Ryzin,  M.  J.  V.  (2019).  Effects  of  cooperative  learning  on  peer  relations,  empathy, 
 and  bullying  in  middle  school.  Aggressive  Behavior  ,  45  (6),  643–651. 
 https://doi.org/10.1002/ab.21858 

 Sa’adah,  U.,  &  Ariati,  J.  (2018).  Hubungan  Antara  Student  Engagement 
 (Keterlibatan  Siswa)  Dengan  Prestasi  Akademik  Mata  Pelajaran 
 Matematika  Pada  Siswa  Kelas  Xi  Sma  Negeri  9  Semarang.  Jurnal  Empat  , 
 7  (1), 69–75. 

 Saleem,  A.  N.  (2022).  Gamification  Applications  in  E-learning:  A  Literature 
 Review.  Technology,  Knowledge  and  Learning  ,  27  (1),  139–159. 
 https://doi.org/10.1007/s10758-020-09487-x 

 Saleh,  S.  M.  (2019).  Gamification  in  T&L  of  mathematics:  Teacher’s  willingness 
 in  using  Quizizz  as  an  additional  assessment  tool.  AIP  Conference 
 Proceedings  ,  2184  (Query  date:  2023-02-13  20:33:02). 
 https://doi.org/10.1063/1.5136373 

 Sanaie,  N.  (2019).  Comparing  the  effect  of  lecture  and  Jigsaw  teaching  strategies 
 on  the  nursing  students’  self-regulated  learning  and  academic  motivation: 
 A  quasi-experimental  study.  Nurse  Education  Today  ,  79  (Query  date: 
 2023-02-13 13:36:19), 35–40.  https://doi.org/10.1016/j.nedt.2019.05.022 

 Sánchez-Hernández,  N.  (2018).  Challenging  gender  relations  in  PE  through 
 cooperative  learning  and  critical  reflection.  Sport,  Education  and  Society  , 
 23  (8), 812–823.  https://doi.org/10.1080/13573322.2018.1487836 

https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.56248/educativo.v1i2.76
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.20885/rpi.vol1.iss2.art5
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1186/s41239-018-0113-2
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.compedu.2018.08.018
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1002/ab.21858
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1007/s10758-020-09487-x
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1063/1.5136373
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1016/j.nedt.2019.05.022
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1080/13573322.2018.1487836


 68 

 Sari,  Y.  A.,  Muhassin,  M.,  Suri,  I.  R.  A.,  &  Putra,  R.  W.  Y.  (2020).  Penerapan 
 Cooperative  Learning  Tipe  Tapps  Menggunakan  Bahan  Ajar  Gamifikasi 
 Terhadap  Penalaran  Matematis  Ditinjau  Dari  Kepercayaan  Diri  Peserta 
 Didik  Kelas  Viii  Smp.  Journal  of  Mathematics  Education  and  Science  , 
 3  (2), 61–67.  https://doi.org/10.32665/james.v3i2.140 

 Satriadi,  S.  satriadi  &  Muassomah.  (2021).  Cooperative  Learning  Dalam  Bahasa 
 Arab:  Metode  Belajar  di  MA  Nurul  Huda.  Alibbaa’:  Jurnal  Pendidikan 
 Bahasa Arab  ,  2  (2), 161–174.  https://doi.org/10.19105/alb.v2i2.4798 

 Sinaga, D. (2019).  Pembelajaran Strategy Cooperative  Learning  . UKI Press. 

 Sirait,  S.,  Anim,  A.,  Hayati,  R.,  &  Widya,  S.  (2022).  Praktik  Cooperative  Learning 
 Berbasis  Kearifan  Lokal  Dalam  Meningkatkan  Literasi  Numerasi 
 Disekolah  Dasar.  Jurdimas  (Jurnal  Pengabdian  Kepada  Masyarakat) 
 Royal  ,  5  (3), 314–319.  https://doi.org/10.33330/jurdimas.v5i3.1660 

 Sofiyan,  S.  (2019).  An  analysis  climate  change  of  the  curriculum  in  Indonesia. 
 Journal  of  Physics:  Conference  Series  ,  1321  (2). 
 https://doi.org/10.1088/1742-6596/1321/2/022121 

 Solviana,  M.  D.  (2020).  Utilization  Of  Educational  Technology  In  The  Covid-19 
 Pandemic  Period:  Use  Of  Online  Gamification  Features  At  The 
 Muhammadiyah  Pringsewu  Lampung  University.  Al-Jahiz:  Journal  of 
 Biology  Education  Research  ,  1  (1). 
 http://e-journal.metrouniv.ac.id/index.php/Al-Jahiz 

 Steen-Utheim,  A.  (2018).  A  qualitative  investigation  of  student  engagement  in  a 
 flipped  classroom.  Teaching  in  Higher  Education  ,  23  (3),  307–324. 
 https://doi.org/10.1080/13562517.2017.1379481 

 Sukmadinata,  N.  S.  (2011).  Metode  penelitian  pendidikan  .  Bandung :  Remaja 
 Rosdakarya. 

 Sulaiman.  (2014).  Model  Pembelajaran  Cooperative  Learning  (Suatu  Analisis 
 Psikologis Dalam Pembelajaran)  .  5  (2), 25–35. 

 Tambak,  S.  (2017).  Metode  Cooperative  Learning  dalam  Pembelajaran 
 Pendidikan  Agama  Islam.  Al-Hikmah:  Jurnal  Agama  dan  Ilmu 
 Pengetahuan  ,  14  (1),  1–17. 
 https://doi.org/10.25299/al-hikmah:jaip.2017.vol14(1).1526 

 Tambunan,  L.  (2021).  Implementasi  Pembelajaran  Cooperative  Learning  dan 
 Locus  of  Control  dalam  Meningkatkan  Kemampuan  Berpikir  Kritis. 
 Jurnal  Cendekia :  Jurnal  Pendidikan  Matematika  ,  5  (2),  1051–1061. 
 https://doi.org/10.31004/cendekia.v5i2.491 

https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.32665/james.v3i2.140
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.19105/alb.v2i2.4798
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.33330/jurdimas.v5i3.1660
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1088/1742-6596/1321/2/022121
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
http://e-journal.metrouniv.ac.id/index.php/Al-Jahiz
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1080/13562517.2017.1379481
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.25299/al-hikmah:jaip.2017.vol14(1).1526
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.31004/cendekia.v5i2.491


 69 

 Tran,  V.  D.  (2019).  Does  cooperative  learning  increase  students’  motivation  in 
 learning?  International  Journal  of  Higher  Education  ,  8  (5),  12–20. 
 https://doi.org/10.5430/ijhe.v8n5p12 

 Ulmanen,  S.,  Soini,  T.,  Pietarinen,  J.,  &  Pyha¨lto,  K.  (2016).  The  Anatomy  of 
 Adolescents’  Emotional  Engagement  In  Schoolwork.  Soc  Psychol  Educ  , 
 :587-606.  https://doi.org/10.1007/s11218-016-9343-0 

 Utami,  Y.  P.,  &  Maskar,  S.  (2022).  Analisis  Kesulitan  Belajar  Matematika  Model 
 Asynchronous  Pada  Siswa  Smkn  9  Bandar  Lampung  Melalui  Google 
 Classroom.  Jurnal Ilmiah Matematika Realistik (JI-MR  ,  3  (1), 12–21. 

 Uzir,  N.  A.  (2020).  Analytics  of  time  management  strategies  in  a  flipped 
 classroom.  Journal  of  Computer  Assisted  Learning  ,  36  (1),  70–88. 
 https://doi.org/10.1111/jcal.12392 

 W.  Johnson,  D.,  &  T.  Johnson,  R.  (2019).  Cooperative  Learning:  The  Foundation 
 for  Active  Learning.  In  S.  Manuel  Brito  (Ed.),  Active  Learning—Beyond 
 the Future  . IntechOpen.  https://doi.org/10.5772/intechopen.81086 

 Wang,  K.  (2019).  MOOC-based  flipped  learning  in  higher  education:  Students’ 
 participation,  experience  and  learning  performance.  International  Journal 
 of  Educational  Technology  in  Higher  Education  ,  16  (1). 
 https://doi.org/10.1186/s41239-019-0163-0 

 Wicakson,  A.  B.  (2015).  Penerapan  Model  Pembelajaran  Flipped  Classroom 
 Dengan  Pendekatan  Project  Based  Learning  Untuk  Mata  Pelajaran 
 Biologi Kelas X (Studikasus: Sma N 1 Salatiga)  . 

 Widodo,  L.  S.,  Prayitno,  H.  J.,  &  Widyasari,  C.  (2021).  Kemandirian  Belajar 
 Matematika  Siswa  Sekolah  Dasar  melalui  Daring  dengan  Model 
 Pembelajaran  Flipped  Classroom.  Jurnal  Basicedu  ,  5  (5),  3902–3911. 
 https://doi.org/10.31004/basicedu.v5i5.1404 

 Yahaya,  H.  B.,  Shaharuddin,  H.  N.,  Abdul  Raup,  F.  S.,  Ahmad,  N.  Z.,  &  Shafri, 
 M.  H.  (2022).  Persepsi  Pelajar  Terhadap  Pemanfaatan  Gamifikasi  Dalam 
 Pembelajaran  Bahasa   Arab  Students’  Perception  of  the  Use  of 
 Gamification  in  Arabic  Language  Learning.  International  Journal  of 
 Modern Languages and Applied Linguistic  ,  6  (2). 

 Yaniaja,  A.  K.,  Wahyudrajat,  H.,  &  Tashya  D,  V.  (2020).  Pengenalan  Model 
 Gamifikasi  Ke  Dalam  E-Learning  Pada  Perguruan  Tinggi.  ADIMAS:  Adi 
 Pengabdian Masyarakat  ,  1  (1), 22–30. 

 Yun,  H.  (2020).  Building  a  structural  model  of  motivational  regulation  and 
 learning  engagement  for  undergraduate  and  graduate  students  in  higher 
 education.  Studies  in  Higher  Education  ,  45  (2),  271–285. 
 https://doi.org/10.1080/03075079.2018.1510910 

https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.5430/ijhe.v8n5p12
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1007/s11218-016-9343-0
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1111/jcal.12392
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.5772/intechopen.81086
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1186/s41239-019-0163-0
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.31004/basicedu.v5i5.1404
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql


 70 

 Zheng,  L.  (2020).  The  effectiveness  of  the  flipped  classroom  on  students’  learning 
 achievement  and  learning  motivation:  A  meta-analysijs.  Educational 
 Technology and Society  ,  23  (1), 1–15. 

 Zulkifli,  N.  R.  (2021).  Low-Fidelity  Testing  of  Gamification  Application  for  Low 
 Cognitive  Users.  Proceedings  of  the  International  Conference  on 
 Electrical  Engineering  and  Informatics  ,  Query  date:  2023-04-13 
 15:33:50  .  https://doi.org/10.1109/ICEEI52609.2021.9611101  . 

https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://www.zotero.org/google-docs/?OA5Dql
https://doi.org/10.1109/ICEEI52609.2021.9611101

