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ARTICLE INFO ABSTRACT

Received: Oct 27, 2024 The purpose of this research is to determine the results of testing the Digital

Project Based Blended Learning (DPBBL) model versus conventional
Accepted: Dec 18, 2024 met]hods and learning motivati%n( for stzldent problem solving. This
experimental research was carried out using a 2x2 factorial design. The
subjects in this research were undergraduate students in the Guidance and
Counseling Studies Program, which consisted of four classes with 133
Digital Model students. The subjects that were the focus of the experiment were taken
classically randomly, namely four ABCD classes. This research hypothesis
was tested using multiple linear regression statistical tests. The calculation
Learning (DPBBL) results show that: Based on the research the following results can be drawn.
(1) There is a difference in problem solving between learning with the
Digital Project Based Blended Learning (DPBBL) Model and conventional
Problem Solving Learning methods, with the average class score showing that students who received
learning treatment with the Digital Project Based Blended Learning
(DPBBL) Model obtained higher problem solving compared to conventional
methods. (2) There is a significant (significant) difference in the average
score of students' problem-solving learning outcomes between those who
have high learning motivation and low learning motivation. It was found
that the problem-solving application of the science learning process for
students with higher learning motivation was higher than for students with
low learning motivation. (3) there is an interaction between the Digital
Project Based Blended Learning (DPBBL) Model and students' learning
motivation towards problem solving. It is possible that there are several
internal factors that influence students' problem-solving learning
outcomes. Based on the results of this research, it was concluded that using
the Digital Project Based Blended Learning (DPBBL) Model, conventional
*Corresponding Author: methods, and Learning Motivation can improve the problem-solving
dydik 22010@mhs.unesaac.id learning outcomes of Guidance and Counseling students.
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INTRODUCTION

In the Guidance and Counseling Media Development course, students often face challenges that
hinder the development of their problem solving. One of the main issues is the prevalence of passive
learning approaches, where conventional methods dominate teaching styles. This passive learning
prevents students from actively asking, analyzing and critically engaging with lecture material, which
is important for honing their problem-solving skills (Herawati et al., 2023; Putra Manuaba et al,,
2020; Ye etal., 2020).

To address these issues, a shift toward active learning strategies, real-world case studies, and
structured collaborative projects is critical to equip students with the problem solving necessary for
a successful career in media mentoring and development. Problem solving can be defined as a self-
oriented cognitive-behavioral process used to identify or find effective solutions to specific problems
in everyday life (Kua et al,, 2022; Widiana et al.,, 2023; Zahroh et al., 2022). Problem solving refers to
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the process of finding solutions to challenges or obstacles that arise in various contexts (Gestira et
al,, 2021; Purwaningsih et al., 2020; Rozandy & Koten, 2021). Problem solving often requires critical
thinking, creativity, and the ability to evaluate different options (Anggraini et al., 2022; Nasyrullah et
al,, 2023; Shodikin et al., 2022). Problem solving often requires critical thinking, creativity, and the
ability to evaluate different options. This is a valuable skill in many areas of life, including academics,
work, and relationships (S. Liu & Liu, 2020; Nur & Atmaca, 2020).

Based on the opinions above, it can be concluded that problem solving is a cognitive-behavioral
process used to identify and find effective solutions to specific challenges in various contexts. This
skill requires critical thinking, creativity, and the ability to evaluate different alternatives. Problem
solving is valuable in both professional and personal life because it allows individuals to overcome
obstacles and make the right decisions.

Project assignments are one way to improve the learning experience of students or learners. With
project assignments, students will try to find references as best they can and as best as possible. A
good assignment is one that makes students or students active from a cognitive, affective and
psychomotor perspective. It is hoped that the activation of these three aspects will lead to more
meaningful learning outcomes. Project-based learning is an educational approach that focuses on
creative thinking, problem solving, and interaction between students and peers to create and use
new knowledge (Budiarti et al., 2023; Isro et al,, 2021; Purwaningsih et al., 2020).

The 21st century is an era of very rapid development of technology and information. Today's
students or learners are humans who were born and raised by sophisticated technology. This
condition of students can be called Native Digital Students. Teaching or education on campus should
aim at teaching that is oriented towards current developments and digital technology so that the
graduates achieved are in line with the demands of the times and can compete with other graduates
in more developed countries. According to (G. Liu et al, 2023; Reichert-Schlax et al., 2023;
Vanbecelaere et al.,, 2020), the use of digital technology in learning provides learning conditions with
opportunities to create a rich learning environment for students, rich in information and learning
resources, and can be inserted with various multimedia-based learning elements. The results of this
project assignment vary depending on the student's creativity, one example is slow motion video.
Assignments in the form of digital-based projects are deemed appropriate to overcome the above
problems, gaps or expectations. Blended learning is an approach that combines traditional face-to-
face instruction with online learning activities (Anggraini et al., 2022; Risdianto et al., 2023; Suana,
Wati, et al., 2023).

In a blended learning environment, students engage in a mix of direct interactions with lecturers and
peers, as well as virtual activities via digital platforms (Hevi et al., 2023; Lin et al., 2017; Soyoof et al,,
2023). The aim of blended learning is to utilize the benefits of traditional and online methods, offering
a more flexible and personalized learning experience (Anggraini et al.,, 2022; Gestira et al., 2021;
Suana, Wati, et al.,, 2023). So far, the lecture process has been carried out offline and conventionally,
but in 2020, when the Covid -19 pandemic occurred, the DPBL model requires learning using a
blended learning approach because it can create a dynamic and student-centered environment that
encourages involvement, collaboration, critical thinking, and application of knowledge in the real
world (Mursid et al,, 2022; Risdianto et al., 2023; Suana, Andra, et al., 2023). It aligns with the needs
of 21st century students and helps prepare them for success in an ever-evolving world.

Media created is an alternative in the learning process/providing guidance and counseling services
because students will not only get material from one source, but material from various sources
selected through the student needs analysis stage. (Huang et al., 2023). The position of the media is
of course very important, because the media functions as an intermediary, it will be able to cover the
shortcomings of the teacher's delivery in learning (Golinelli et al., 2020). Therefore, educators are
expected to be able to select media appropriately, develop digital media, and apply digital media in
the process of both learning/providing guidance and counseling services. In the Guidance and
Counseling service process there are interaction activities between educators and students in an
educational environment, as well as reciprocal communication that takes place in educational
situations can make it easier to achieve learning goals. Therefore, educators are required to be
educators who can bridge interests and facilitate needs. This education is through real efforts that
can be applied in educating students (Cellini et al., 2020). One of the real efforts implemented by
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educators in the process of providing guidance and counseling services is to utilize media in the
process of providing guidance and counseling services. The use of media in Guidance and Counseling
Services can provide a stimulus to increase students' interest in learning (Mansur & Rafiudin, 2020).

From the explanation of the solution provided, it can be concluded that through the use of the Digital
Project Based Blended Learning (DPBBL) model, this can be a solution to help overcome the problem
of the lack of competence of Guidance and Counseling students in creating digital-based Guidance
and Counseling media through critical thinking, collaboration and problem solving. Based on the
explanation of the discussion above, the researcher plans to carry out research entitled developing
the Digital Project Based Blended Learning (DPBBL) model to improve students' critical thinking,
collaboration and problem solving in Guidance and Counseling media development courses.

RESEARCH METHODS

The basis for the research development model entitled "Development of a Digital Project Based
Blended Learning (DPBBL) Model to Improve Student Critical Thinking, Collaborative, and Problem
Solving in Guidance and Counseling Media Development Courses"” is based on the Dick and Carey
Model (2015). Digital Project Based Learning Model: Project Based Learning (PjBL) is a learning
approach where students are actively involved in real-world projects and challenges. DPBL indicates
that this approach is implemented using digital tools and resources. Students work on projects that
require them to investigate, research, collaborate, and ultimately create a product or solution. This
method can improve Critical Thinking, Collaborative, and Problem-Solving abilities.

1. Research subject

Digital Project Based Blended Learning (DPBBL) learning model that was developed. The subjects of
the research trials were undergraduate students from the UNMUL Guidance and Counseling Study
Program who were taking the Guidance and Counseling Media Development course with a total of
around 83 students who were divided into two parallel classes, namely class A and class B which
were heterogeneous, so that they were in accordance with the implementation of the learning model.
which will be developed in the Study Program.

2. Data type

In the research entitled " Digital Project Based Blended Learning Model (DPBBL) and learning
motivation towards Problem Solving”, expert opinion shows that several types of research data
can be used to support the development and evaluation of Digital Project Based Blended Learning
(DPBBL). The following types of research data may be relevant: (a) Quantitative Data:
Quantitative data refers to numerical data that can be analyzed statistically. In the context of the
Digital Project Based Blended Learning model (DPBBL), quantitative data can be collected
through various instruments such as surveys, questionnaires, or pre and post tests. Quantitative
data as a data source for determining prototype needs. Learning model designs are taken from
students, teacher observations, expert trial results, small group and large group trials, and (b)
Qualitative Data: Qualitative data provides detailed and non-numerical information about
experiences, perceptions, and behavior of participants. In research on the Digital Project Based
Blended Learning model (DPBBL), qualitative data can be collected through methods from the
results of field observation analysis in the form of RPS, lecture modules, exam questions and
student assignment documentation, etc.

3. Data collection instruments

Based on the steps of the Digital Project Based Blended Learning (DPBBL) model, an instrument was
designed that will test the feasibility, practicality and effectiveness of the Digital Project Based
Blended Learning (DPBBL) model. The research instrument created was an instrument consisting of
a data collection instrument and an instrument for student learning outcomes on problem solving
skills. The data collection instrument consists of (1) validation sheet, (2) observation sheet to see
student implementation and activities, (3) student response questionnaire to learning components.
For an instrument for evaluating problem solving skills. To provide guidance on the things that will
be used in the instrument format, first determine the components, aspects and indicators in the
instrument.

20787



Kurniawan et al. Digital Project Based Blended Learning Model (DPBBL)

4. Data collection techniques

To obtain data that supports research and development, researchers used several data collection
methods/techniques, namely through (1) validation, (2) interviews, (3) document analysis, (4)
questionnaires, (5) observation, and (6) documentation

5. Data analysis techniques

Data analysis with quantitative correlation uses multiple linear regression analysis techniques, so
several prerequisite tests must be carried out, namely the Normality test, homogeneity test, while to
test the hypothesis using SPSS series 25 for Windows software. Before carrying out the multiple
linear regression test, prerequisite tests are first carried out, namely the Normality test and
homogeneity test as conditions for research to be carried out.

RESEARCH RESULT

To prove the research hypothesis, two-way analysis of variance was used with the help of SPSS
Version 25.0 for Windows software. Statistical analysis can be seen in the following table:

Table 1: Descriptive test results

Descriptive Statistics
Dependentvariabhle: FROBLEM SOLWVIMG

METHOD Learning Motivation Mean Stad. Deviation I
DFEEBL HIGH TE.4035 4.30473 57
L O 80.0000 .ooooo 9
Total TE.8939 4184649 56
Conventional Method HIGH 51.2203 2.084949 59
L O 51.8750 264237 2
Total 50.1045 3.72597 67
Total HIGH 58.6810 8.326549 116
L O 56.7647 1457536 17
Total 58.4361 9.30408 133

Statistical data from SPSS 25 calculation results between learning methods, learning motivation,
and problem solving with a total of 120 students obtained the following results: (1) problem
solving on the Digital Project Based Blended Learning (DPBBL) Model obtained an average
(mean) of 76.8939 and a standard deviation of 4.18469. Meanwhile, the conventional method
obtained an average (mean) of 60.1045 and a standard deviation of 3.72597, (2) High learning
motivation in the Digital Project Based Blended Learning (DPBBL) Model obtained N: 57 and
low learning motivation obtained N : 9. Meanwhile, high learning motivation in conventional
methods was obtained by N.59 and low learning motivation was obtained by N: 8, and (3) Total
results of learning problem solving in Guidance and Counseling subjects which had high learning
motivation were obtained by N: 116 and low learning motivation was obtained by N. :17.

Table 2: Data analysis results

Tests of Between-Subjects Effects
DependentVariable: PROEBLEM SOLNVIMNG

Type ll Sum
Source of Squares df Mean Square F Sig.
Corrected Model 10087.9772 3 3362.659 324.026 000
Intercept 268398.087 1 268398.087 25862.837 000
METHOQD 6931.149 1 6931.149 667.885 000
Learning_Motivation 122,131 1 122,131 11.769 001
METHOD * 618.952 1 618.952 50.642 000
Learning_Motivation
Error 1338.730 129 10.378
Total 634332.000 133
Corrected Total 11426.707 132

a. R Squared = 883 (Adjusted R Squared = .880)

(Source: SPSS Output)
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Hypothesis testing 1

Based on the results of data analysis using two-way ANOVA, a p value of 0.000 (p value < 0.05) was
obtained, which means that Ho was rejected and Hi was accepted, meaning that there was a
significant difference in problem solving between groups of students who learned to apply the Digital
Project Based Blended Learning Model (DPBBL) with groups of students who apply conventional
methods. Thus, it can be said that the application of the Digital Project Based Blended Learning
(DPBBL) Model has a better influence than conventional methods on problem solving.

Hypothesis testing 2

Based on the results of data analysis, a p value of 0.001 (p value <0.05) was obtained so that Ho was
rejected and Hi was accepted, which means there is a significant difference in problem solving
between the group of students with high learning motivation and the group of students with low
learning motivation. Therefore, it can be said that high learning motivation has a better influence
than low learning motivation on problem solving.

Hypothesis testing 3

From the results of the two-way ANOVA, the p value = 0.000 (p value < 0.05) so that Ho is rejected
and Hi is accepted, which means there is a significant interaction between the application of the
Digital Project Based Blended Learning (DPBBL) Model. and conventional methods and learning
motivation with problem solving.

A significant result is that there is an interaction between the application of the Digital Project Based
Blended Learning (DPBBL) Model and conventional methods and learning motivation for problem
solving are also strengthened by Figure 1, as follows:

Estimated Marginal Means of PROBLEM SOLVING

G Learning
000 =X Motivation

\ HIGH
—LowW

70.00 a
65.00 \
N
60.00 \

s5.00 0

Estimated Marginal Means

DPEEBL Conventional Method
METHOD

Figure 1: Interaction results

Figure 1 shows that there is a converging line or intersection of problem-solving data between low
and high learning motivation in the control group (conventional method) and the Digital Project
Based Blended Learning (DPBBL) model experiment.

DISCUSSION

Based on the research report, data presentation, and data analysis regarding the influence of the
Digital Project Based Blended Learning (DPBBL) Model with conventional methods and Learning
Motivation on problem solving in class (DPBBL) and the conventional method depart from the same
initial conditions, namely after carrying out a Normality test and a homogeneity test showing that the
two samples are normally distributed and there is no difference in variance. Furthermore, the
research can be analyzed and interpreted as follows.

a. Problem solving between groups of students applying the digital project based
blended learning (DPBBL) Model and conventional methods.

From the research results, it was found that the average problem-solving score for students
who were treated with the Digital Project Based Blended Learning (DPBBL) model was
76.8939, while students who were treated with conventional methods had an average score
of 60.1045. Apart from that, based on hypothesis testing, there is a significant difference in
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problem solving between the group of students who apply the Digital Project Based Blended
Learning (DPBBL) model and the group of students who apply conventional methods with a
p value of 0.000 ( p value < 0.05). Thus, it can be said that the application of the Digital Project
Based Blended Learning (DPBBL) model has a better influence than conventional methods
on student problem solving.

From the research results above, it can be concluded that learning with the Digital Project
Based Blended Learning (DPBBL) model is better than conventional learning methods (I
Made Tegeh et al., 2023; Pantiwati et al,, 2023; Telaumbanua, 2022). Because in learning
students are required to be more active and creative. In learning, students are required to try
to seek knowledge and solve problems from various existing sources. According to Bruner's
theory, the search for knowledge by humans will provide the best results and produce
meaningful knowledge (Fahlevi & Jabnabillah, 2023; Ninilouw et al., 2022; Rees et al., 2023).
Meanwhile, conventional methods tend to be boring because in the learning process students
only listen to explanations from the teacher (lectures) and continue working on questions
given by the teacher (Hardiyanto et al.,, 2018; Oktaviani et al., 2018; Siswondo & Agustina,
2021).

b. There is a significant difference in problem solving between groups of students with
high motivation and groups of students with low motivation

Judging from learning motivation, based on the results of hypothesis testing, it was found that
there was a significant difference in problem solving between groups of students with high
learning motivation and groups of students with low learning motivation. This is indicated
by a p value of 0.001 (p value <0.05). Therefore, students who have high learning motivation
have better learning achievements than students who have low learning motivation.

As for distributing the learning motivation questionnaire, there are question items that have
the highest scores. There are also several extreme question items (which have the lowest
total questionnaire scores), namely question items number 13 and number 14 on the
indicator of quickly getting bored with routine tasks. Based on this, some students' learning
motivation is said to be good enough and must be maintained, for example in terms of being
diligent in facing assignments, being tenacious in facing learning difficulties, showing interest
in various problems, being able to defend his opinions and not easily giving up what he
believes in (Djamaan et al. al., 2021; Khoerunisa & Amirudin, 2020; Mardani et al,, 2021).

However, there are several student learning motivations that need to be improved so that
students have better learning motivation, such as students should be happier doing their
assignments independently, students should be happier doing routine tasks, students should
study material more often repeatedly. -repeat, and enjoy doing creative activities that can
support their learning activities (Febriandar, 2018; Fitriati et al., 2021; Wulansari & Manoy,
2021).

c. There is significant interaction between groups of students who apply the Digital
Project Based Blended Learning (DPBBL) Model with conventional methods and
student motivation towards problem solving.

The results of the third hypothesis test are that there is a significant interaction between the
application of the Digital Project Based Blended Learning (DPBBL) model and learning
motivation and problem solving. This is shown by the p value 0.0 00 (p value < 0.05). This
shows that there is a learning interaction and learning motivation towards problem solving.

Research on the Digital Project Based Blended Learning (DPBBL) learning model carried out
by researchers in problem solving learning in Guidance and Counseling subjects revealed that
there was an influence of the Digital Project Based Blended Learning (DPBBL) Model on
students' learning motivation in Guidance and Counseling subjects in accordance with
problems expressed in the background. From this problem, teachers must have the ability to
manage learning, one of which is by using the Digital Project Based Blended Learning
(DPBBL) Model.
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The results of the researcher's observations in the learning process using the Digital Project
Based Blended Learning (DPBBL) model went well and as expected. In this research, by using
the Digital Project Based Blended Learning (DPBBL) model, it can be seen that in the
classroom students increase their attention in learning.

Learning using the Digital Project Based Blended Learning (DPBBL) model makes students
more active in finding solutions to problems given by the teacher (Asundi et al., 2022; Fahlevi,
2022; Fitriana & Ikawati, 2023). Students also learn about the use of Guidance and Counseling
subjects in everyday life and learn about the uses of Guidance and Counseling subjects for the
future. This makes students happy and motivated in learning (Agustina et al., 2022; Daud
Mahande et al, 2022; Mielikdinen et al., 2023). This makes it easier for students to
understand the material because they work on the questions in their own way plus the
questions given are related to students' daily lives. Students who previously thought that
Guidance and Counseling subjects were subjects that were difficult to understand and did not
exist in everyday life, now when students learn using the Digital Project Based Blended
Learning (DPBBL) Model, students more easily understand the material and know the use of
Guidance subjects. and Counseling in everyday life (Ulya et al., 2022; Adriadi et al., 2022;
Thongkoo et al., 2023). The existence of the Digital Project Based Blended Learning (DPBBL)
model motivates students to be more active in learning (Edmawita, 2023; Purwanti et al,,
2022; VARBarao et al, 2022). As stated by (Ariani et al.,, 2023; Hudayana et al.,, 2022;
Knoblauch, 2022) that motivation is defined as the driving force within a person to carry out
certain activities in order to achieve certain goals. So overall or generally it can be concluded
that the application of the Digital Project Based Blended Learning (DPBBL) model is learning
that can stimulate students' problem solving. Apart from that, another supporting factor that
encourages the achievement of maximum learning outcomes is the learning motivation factor
because with the application of any learning, if learning motivation is not followed, then the
achievement of student learning outcomes will be less than optimal (Nasrah, 2020; Sahroni
etal, 2021).

CONCLUSION

Based on the research, the following conclusions can be drawn. (1) There is a difference in problem
solving between learning using the Digital Project Based Blended Learning (DPBBL) Model and
conventional methods, with the average class score showing that students who received learning
treatment using the Digital Project Based Blended Learning (DPBBL) Model obtained higher problem
solving compared to conventional methods. (2) There is a significant (significant) difference in the
average score of students' problem-solving learning outcomes between those who have high learning
motivation and low learning motivation. It was found that the problem-solving application of the
science learning process for students with higher learning motivation was higher than for students
with low learning motivation. (3) there is an interaction between the Digital Project Based Blended
Learning (DPBBL) Model and students' learning motivation towards problem solving. It is possible
that there are several internal factors that influence students' problem-solving learning outcomes
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