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Abstract

Students in the 21st century are emphasized to master digital skills to support their education. Students
majoring in English education besides mastering English, they must also be able to teach on a digital
platform The problem of this research is how to strengthen digital competence in IAIN Kediri students
through Project Based Learning. This research aims to improve the digital competence skills of English
study program students through the Project Based Learning method. Strengthening was carried out in the
Teaching English for Young Learners class using Classroom Action Research in 6 meetings. With the
strengthening of the class, focused on digital competence namely Google Site, Canva Poster, Quizzis and
White Board Animation. The projects are designing Learning Englsih Website for Elementary Students
using Google Site and Canva Poster, Developing Listening material and exercises using Quizziz and
Canva, constructing speaking material using White board Animation, speaking exercises using Quizziz and
Canva, Designing writing material using Quizziz and Canva speaking exercises using Quizzis and Canva,
Designing writing material using Quizzis, White Board Animation and Canva Poster. All project results
from strengthening digital competencies based on project-based learning are published in the following

link: https://sites.google.com/view/teylclass/, after being checked by the instructor with satisfactory and

good results.
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1. Introduction

The Independent Learning Policy-Independent
Campus (MBKM) is based on the Ministry of
Education and Culture, Regulation Number 3 of
2020 concerning National Higher Education
Standards on Learning Process Standards,
particularly in articles 15 to 18. The Independent
Learning Policy-Independent Campus aims to
encourage students to gain learning experiences
with various additional competencies outside the
study program and/or off campus. There are at
least four important things to consider in
developing and implementing a curriculum with
MBKM implementation. First, stay focused on
achieving SKL/CPL. Second, it is ensured to
fulfill the right to study for a maximum of 3
semesters, and students get a learning experience
with additional competencies that are related to

*) Corresponding Author
E-mail: ernanurkholida@iainkediri.ac.id

the CPL of their study program. Third, with the
implementation of MBKM, students get real-
world learning experiences according to their
profile or scope of work. Fourth, the curriculum
designed and implemented is flexible and able to
adapt to the development of science and
technology (scientific vision) and the demands of
the field of work (market signals). Based on the
internship experience, researchers found that
intern students taught and assessed their students
used the old method, such as telling them how
many pages they have on their worksheets, while
students work on paper and send them their
photos, or intern students are still sending in word
form and students are still working on paper. In
this case, there were two workloads with more
burdens, namely students copying questions on
paper and then answering them, interns still
corrected one by one so that this was tiring and
resulted ininvalid student scores. Some researches
about Project-based Learning (PjBL) have been
administered before. One which was written by
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Faridah et all., (2011) it was Inculcating Soft
Skills in 21st Century Workplace, the findings
said that employers in the 21st century were
looking for graduates with soft skills, including
sense of responsibility, self- confidence, social
and communication skills, flexibility, teamwork,
good work attitude, self-motivation and self-
management. Many of the skills learned through
project-based learning are highly sought after by
today’s employers, including the ability to work
well with others, deal with interpersonal conflicts,
make thoughtful decisions, and practice and solve
complex problems.

The project-based learning (PjBL) approach is
carried out through these soft skills through
projects  assigned in  the  workplace
communications company. The same as the
researchers' research, this writing focused on the
Project Based Learning. Another research was
Project-based learning in programming classes —
the effect of open project scope on student
motivation and learning outcome, by Evi
Zouganeli et all, (2014). In this article, reported
on the application of project-based learning in the
teaching of the second-year electrical engineering
course, which includes learning to program in Lab
VIEW (a graphical programming language), as
well as a basic introduction to data
communications and telecommunications. The
introduction of the scope of open projects
increased students' motivation and improved
learning outcomes. In addition, laboratory
exercises are included, which provide more tools
for interfacing with external hardware (such as
Arduino boards, sensors, and wireless networks),
which further improves the quality of the project
because students can absorb resources from their
own interests and other courses their projects.
Kim, Kyu Tae (2018), the writer of The Structural
Relationship among Digital Literacy, Learning
Strategies, and Core Competencies among South
Korean College Students, explored the structural
relationship among Korean college students'
digital literacy, learning strategies, how to
improve the digital competence skills of high-
level students using project based learning? and
core competencies, and the group differences
between these variables depend on individual
characteristics. The results showed that: (i) There
are no differences between groups in terms of
digital literacy and core competence; however,
group differences Exist in the learning strategy;
(i) Digital literacy has a direct impact on core

competence, and learning strategy has an indirect
impact on the impact of digital literacy on core
competence; (iii) Digital literacy can enhance the
effect of core competence when adjusting
learning strategies. The research proposes areas
for future research, including the development of
digital technology-enhanced and ability-driven
learning resources that can explain the impact of
cognition, meta cognition, and resource
management; digital literacy and achievement
goal orientation, learning styles, and academic
self-efficacy The relationship between the core
competence of learners such as sense of learning;
the impact of personal digital technology based on
personal learning strategies on core competencies
through experimental and quasi-experimental
design; and qualitative research on the use of
digital technology and learning strategies.

Both research, the previous and the current,
study about something digital in teaching and
learning activity. This research studied about the
relationship among Digital Literacy, Learning
Strategies, and Core Competencies among South
Korean College Students, while the researches'
study about improving students  digital
competencies using Project-based learning.
Another study, competencies required for digital
curation: An Analysis of Job Advertisements,
which was written by Jeonghyun Kim, Edward
Warga, and William Moen (2013). As digital
curation played an increasingly important role in a
fast-paced and data-intensive information
environment, it is necessary to determine a set of
capabilities for professionals in this evolving
field. The job title, organization type and location,
educational background, experience, knowledge
and skills, responsibilities, etc. were reviewed and
analyzed. The analysis results show that the
characteristic of digital curatorial work is the
complex interaction of wvarious skills and
knowledge. The results of this research put
forward new requirements for qualified labor in
the field of digital curation.

This disturbed the researchers to upskill the
5th semester students of 1AIN Kediri with digital
competencies by using Project Based Learning.
Based on the above background, the researchers
formulate the problem as follows: How to
improve the digital competence skills of higher
students using Project Based Learning? This
study aims at improving the digital competence
skills of higher students using Project Based
Learning. This research will provide benefits to
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improve the digital competence skills of higher
students using Project Based Learning. The scope
of the study is related to designing web site,
recognizing application of students’ assessment,
using interactive media for online teaching and
learning, and producing the digital interactive
media for teaching and learning. The previous
study focused on the effect of the project-based
learning on the students outcome; it is quantitative
research, and the researchers' here use Class
Action Research to improve the students' digital
competencies. This previous research, focused on
the competencies of the digital curation. What
makes it the same as current study is on subject,
which is about digital technology. While the
difference lies on the object of the study. The
previous study focused in the competencies
required for the digital curation, in the
advertisement while the researchers' research
focuses on improving students’ competencies
using project-based learning.

2. Method
In this study, the authors used the Classroom
Action Research (CAR). Action research is a
type of research conducted by teachers in the
classroom. This research can provide new
methods and procedures to improve the
professionalism of teachers' teaching process and
students' learning effects. Action research is
research of a series of projects that teachers can
participate in, either because they want to enrich
their teaching, or because of data related to try out
a new strategy. It can be concluded that action
research is a cycle of settings carried out by
teachers in the classroom to enrich all aspects of
teaching and evaluate the success of certain
activities and settings. There are four components
to carry out classroom activity research in one
cycle. They are as follows:
a. Planning
A plan is a research question that determines
a plan after performing treatment.
Researchers need to prepare behavioral
research before doing this study.
b. Acting
This part talks about the procedures and
works which will be taken by researchers. |
stated that the researchers apply the plan,
which is finished in the previous phase of the
research field.
c. Observe

In this step, the researchers have to check all
works during the time. The observation is
carried out inside the steps of the study, and
the objective is to reveal any facts during the
study process to show the condition of the
students.

d. Reflection
Reflection is an effort to check the success or
failure in achieving a temporary goal in order
to set another ways. This may be the ultimate
goal of the research.

The steps are as follows:

The first activity (Pre-Cycle), the works set
began in January 2022. The focus of the research
is to build rapport with fifth semester and
researchers choose TEYL class to build trust and
comfort to obtain in-depth data. The main reason
for choosing this class is because it consists of
20% theories and 80% media production and
practice with friends. Researchers are observing
and discussing what are the problems with
students' digital abilities, especially in designing
websites, identifying applications for students’
assessment, using interactive media for online
teaching, and making digital interactive media for
teaching and learning. A project will be carried
out of the final output of this research. The second
activity (the first cycle). A sort of plan: Planning
actions relate to the students’ predicted outcome.
Designing the project, and developing the
implementation plan project. Implementation of
digital capabilities; designing Google website,
using Canva posters, using Wordwall to develop
student materials, whiteboard animations, and
quizizz to create student assessments. The class is
divided into 8 groups. Each group consists of 4 or
5 students and has a project with different
responsibilities.

Table 1. Groups of the Project

Name of the Proiect Digital
Group ! Competencies

Group 1 Designing Learning  Using Google Site
English Website for  andhaving Canva

Elementary Students Poster
Group 2  Developing listening Using Quizzis and
material and exercises Canva

Group 3 Constructing Speaking Using White Board

material Animation
Group 4 Constructing Speaking Using Quizzis and
Exercises Canva
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Name of the Digital

Group Project Competencies 3. Results and Discussion
Group5  Designing writing _Using White Board The fl.ndlngs from this research are that there
material Animation and are 8 projects that can be completed by students.
Canva As a group they work together to build a website
Group6  Designing writing _ Using Quizzis and that contains different sub menus. Following are
exercises Canva the results of the findings at the link:
Group 7 Designing Digital ~ Using Quizzis and
competencies material Canva
Group 8 Designing Digital ~ Using Quizzis and
competencies exercises Canva
Némlejgf Project Address Project Results Category

Group 1 https://sites.googl

e.com/view/teylcl
ass/

Teaching English for Young Learner Site
Teaching Young Learners -

o

€ il @il ——— oo
Good
Teaching English for Young Learner Site
Teaching Young Learners
od[@ Sl elm] ) a0 e
Group 2 https://sites.google
.com/view/teylclas e
s/exercises/listenin - _ < w cecmy woned
g?authuser=0 e
EXERCISE
Listening
Good

Listening Exercises

Exercise o1 - Good Maraing, how are you?

(o]

=€ l=le/B| %6l .

Group 3 https://sites.googl|

and 4 e.com/view/teylcl
- . Good
ass/exercises/readi

ng?authuser=0
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Name of

Group Project Address Project Results Category

EXERCISE

Reading

Group 5 https://sites.googl|
and 6 e.com/view/teylcl
ass/exercises/writi

faaufhuser=2 EXERCISE

Writing

| [ 5 I fao z2e
@ ] ) G Good

e [@ ] ) ) G [P

Group 7 https://sites.googl
and 8 e.com/view/teylcl

ass/rpp?authuser= Good
0.
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The result showed that this research can show
an increase in students' digital abilities by
collaborating together to build and fill in class
websites. This can also grow self-confidence
among friends, and increase students' self-
motivation, this is in line with the findings of
Faridah et al which stated that there was an
increase in  management and teamwork
motivation. The relationship from previous
research is that reinforcement is carried out when
subjects are already a worker, but in this research,
reinforcement is carried out when the subjects are
students so which are more competence in digital
soft skill. Using Project-based learning where the
learning model is based on assigning task in the
form of projects, it can be seen that practically,
students are guided to experience the process
Investigated, where finally, students can develop
the knowledge, skills, and attitudes. Such
activities can become the basis for teacher
assessment. Moreover, students felt enthusiastic
in doing the task. The excitement of doing the
task or project can give the impact on the increase
of the goals reached. The improvement for their
digital competencies can be seen in the
implementation process of learning that going on
relaxed yet serious way, since up skilling of
TEYL students for digital competencies have the
dimension of joy. In the implementation, students

are expected to provide teaching and learning
material through technology. In constructing the
web design, students are assigned to transform the
written material to the interesting digital mode.
such interactive game and Canva. Then to make
sure that there has been an individual
responsibility in doing the project, everyone is
given a part of material to be finished. It building
trust between students to do different works.

4. Conclusion

The implications derived from this study is the
use of up skilling of TEYL students for digital
competencies to improve digital skills has the
potential to be developed in IAIN Kediri. The
students can gain knowledge about the application
of this classroom action research and provide an
alternative in choosing learning strategies to
improve digital skills.

Based on the conclusions and implications
above, this study may propose suggestions.
Suggestions that could be addressed are for the
researcher it is suggested that using up skilling of
TEYL students for digital competencies a good
alternative to teach and improve digital skill in
order to make the students competencies become
high; for students, it is suggested that they need to
keep improving their skill the results achieved
from the good digital skills need to be maintained
and continually improved, and those who get low
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scores should continue to practice individually
and groups.
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