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A B S T R A C T 

This study aims to obtain a meaningful alternative learning in computer basics courses during the 

covid-19 pandemic. The Covid-19 pandemic has gradually changed the educational paradigm, namely 

learning that was initially carried out synchronously into asynchronous Learning. It is at this time that 

all elements adapt to find effective solutions in carrying out meaningful Learning. In this study, Project-

Based Learning will be designed in Computer Basics learning as a solution to make meaningful 

asynchronous Learning. Project-Based Learning was chosen because it has characteristics that are 

process-centred, problem-focused, combining the concepts of several components, both knowledge, 

disciplines, and field experience. The study subjects were college students of class Computer Basics, 

with a total of 11 students. There are two projects in this study with three steps which are planning the 

project, implementation the project, and evaluating the project. The result of this study is that 

meaningful learning alternatives are obtained for prospective mathematics teacher students in the 

Computer Basics course so that in the future, they can hone their creativity. 
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INTRODUCTION 

Indonesia is one of the countries with the most Covid-19 

cases (Batubara, 2021). The COVID-19 pandemic has 

profoundly impacted many sectors of human life (Noori, 

2021). One of the sectors that are hampering this pandemic 

is education (Arizona et al., 2020; Collier Villaume et al., 

2021; Iglesias-Pradas et al., 2021; Mengistie, 2021). This 

pandemic has gradually changed the educational paradigm, 

namely learning that was originally carried out 

synchronously into asynchronous Learning. There are 

many obstacles that obstruct asynchronous Learning, such 

as weak signal, computer unavailability, etc. It is at this 

time that all elements adapt to find effective solutions in 

carrying out meaningful Learning. This is also supported by 

the observation that most students in basic computer 

classes do not have a computer which is the main facility in 

this lecture. Given this, there must be concrete and 

systematic steps to overcome the change in the learning 

paradigm. The success of remote learning depended on 

several integrated components, such as students, 

educators, learning resources, and the technology used 

(Mustofa et al., 2019; Venton & Pompano, 2021; Yuzulia,  

 
2021). Nuryati et al. (2020) state that the use of the Project-

Based Learning model is better than the use of 

conventional Learning. This model is also able to contribute 

to the development of students' creativity, motivation, and 

internal interest. This is also in line with (Shin, 2018)Shin’s 

opinion (2018) that students who are involved in project-

based Learning create concepts that have been taught and 

apply them in the real world. Project-based Learning also 

can make connections to students’ experiences to prepare 

for the future (Mughrabi, 2021; Pinto & Reshma, 2021). 

Creativity also could be improved by PjBL (Al-Busaidi & Al-

Seyabi, 2021; Djam’An et al., 2021; Laelasari & Sholehah, 

2021; Mengembangkan Keterampilan Abad, 2021; Nuryati 

et al., 2020; Sakbana et al., 2021; Sumarni et al., 2019).  

In this study, Project-Based Learning would be designed 

in Computer Basics learning as a solution to make 

meaningful asynchronous Learning. Project-Based Learning 

was chosen because it has characteristics that are process-

centred, problem-focused, combining the concepts of 

several components, both knowledge, disciplines, and field 

experience. The research is designed to make Learning 

https://ojs.unimal.ac.id/ijevs/index


International Journal for Educational and Vocational Studies, Vol. 4, No. 2 (2022): 125-129                                                                                           Wulandari et al. 

DOI: https://doi.org/10.29103/ijevs.v0i0.5645                                                                                                                                                   E-ISSN 2684-6950 | Page 126 

meaningful to prospective students of mathematics 

teachers of the Computer Basics course so that in the 

future, they can hone their creativity. Project-Based 

Learning has been designed to facilitate the learning 

process in the Computer Basics course. 
 

LITERATURE REVIEW 

Computers 

Computers are one of the most helpful learning media 

(Abdu et al., 2015; Iglesias-Pradas et al., 2021; Renggo & 

Rewa, 2021). According to )Sudiatmika et al., along with the 

times, computers make it easier to do tasks (Sudiatmika et 

al., 2020. Microsoft Office is one of the programs used to 

assist us in making information facilities, administration, 

managing numbers, and others. Microsoft Office includes 

Microsoft word for word processing, Microsoft Excel for 

number processing, and Microsoft PowerPoint to help 

create effective, professional, and easy presentations 

(Agustina et al., 2019).  

This Computer Basics course is also helpful in honing 

basic skills in preparing reports, managing grades, and 

presenting attractive presentation slides. Through this 

course, students are expected to compile information in 

Microsoft Word, be skilled in using Microsoft Excel features 

in value management, and present attractive presentation 

slides using Microsoft Powerpoint. Computer-basic 

learning needs careful strategic planning. Computer basic 

can support a wide range of learning activities, engaging 

students in a continuous collaborative building and 

reshaping understanding (Mansoor, 2002). 
 

Project Based Learning 

Project-Based Learning or project-based Learning is one 

student-centred learning that is process-centred, problem-

focused, and combines concepts from several components, 

both knowledge and field experience (Fatimah & Taufiq, 

2021; Katawazai, 2021; Mengembangkan Keterampilan 

Abad, 2021; Saldo & Walag, 2021; Sudarsana et al., 2019; 

Weiss & Belland, 2016). Project-based learning (PjBL) is a 

model learning that focuses on creating products and 

directly involving students in the learning process (Awab et 

al., 2021). PjBL consists of many examples, both written 

and in the provided media, so exploring further for 

practical samples is both rewarding and enjoyable (Weiss & 

Belland, 2016). Students are very active and motivated in 

the project-based learning process (Al-idrus & Rahmawati, 

n.d.; Miller et al., 2021). 

Project-Based Learning stages go through 3 stages, 

namely: 1). Project Planning Phase: Planning activities 

include real problems, finding alternatives, formulating 

problem strategies, and planning; 2). Project 

Implementation Phase: This includes student guidance in 

completing assignments, conducting product trials 

(evaluation), and group presentations; 3). Project 

Evaluation Phase: The evaluation phase includes assessing 

processes and products, including learning progress, the 

actual process of completion, performance and individual 

progress, notebooks and research notes, learning contracts, 

computer use, and reflection. Meanwhile, product 

assessments include work results and presentations, non-

written assignments, and project reports (Lestari & 

Yudhanegara, 2015). The other syntax of project-based 

learning includes: (1) determining basic questions, (2) 

preparing project plans, (3) preparing schedules, (4) 

monitoring, (5) testing results, (6) evaluating experiences 

(Sumarni et al., 2019). The ability to express ideas can 

increase in the planning and project creation stages (Kamza 

et al., 2021). 
 

Project Based Learning in Computer Basic Course 

This study has two projects: Design a Newspaper with 

Microsoft Word and Making Regional Tourism 

Presentations using Photo Albums in Microsoft Powerpoint. 

But this article only discusses one project. The project 

assignment is designing newspaper articles with the theme 

of regional tourism potential. The objective of this project is 

students are expected to come up with creative ideas and 

computer skills to show the tourism potential of their 

respective regions in the form of newspaper articles.  

The things that need to be considered to make an 

attractive newspaper design are that students need to pay 

attention to the following design elements, namely: 

• Divide the text into several columns with Columns. 

The purpose of dividing the text into several columns is 

to smaller the required space and make the reader more 

comfortable. In addition, this column division is also 

used to simplify the placement of images, to be more 

flexible. 

• Make the letters at the beginning of sentences 

significant with Drop Cap. 

Drop Cap is the first letter in the first sentence that 

looks big and striking. The use of Drop Cap is usually 

intended to attract the attention of the reader. 

• Pay attention to the appropriate font. 

In the media industry, font selection is the most crucial 

process because it can affect the mood of the reader 

(Ardy, 2018). 
 

METHODS 

This study uses a type of qualitative research. This 

qualitative research was held based on the learning 

background in the mathematics class (Creswell, 2012) with 

a case study approach to explore detailed information 

(Bassey, 2000; Chhetri, 2011) and explain the subject and 

phenomena observed in depth using the data collected for 

interpretation. The selected issues have criteria that can 
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explain the purpose of the study. The study was held on 

first-year college students at Wisnuwardhana University, 

Malang, in a Computer Basics class had once a week. The 

subjects were college students of class Computer Basics, 

with a total of 11 students. Data sources are the results of 

class observations in the form of student project results, 

field notes, and interviews. The focus of compliance is to 

identify real problems, find alternatives, formulate 

problem-solving strategies, and plan. Data were analyzed 

based on the stages of Project-Based Learning and their 

effect on student creativity in solving problems.  The stages 

in this research appear in Figure 1. 

 

 

 

 

 

 

Figure 1.  Research Stages 

RESULTS AND DISCUSSIONS 

The following are some of the results of student projects, 

making a tourist village newspaper design. From that 

projects, various newspaper designs were found with 

interesting regional tours, such as  

 

 

Coban Jahe Waterfall in Pandansari village, Malang; Canggu 

Coban Waterfall in Pacet, Mojokerto; Matayangu Waterfall 

in Manurara Village, Central Sumba, Cempaka Reservoir in 

Sumber Pasir Village, Malang. 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 2. The Student’s Project
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The stages of Project-Based Learning carried out by 

students are 1. Project Planning Phase, planning activities 

include: identifying regional tourism potential, studying 

newspaper design elements with Ms Word, and 

determining tourist areas; 2. Project Implementation Phase, 

the implementation phase includes mentoring students in 

completing assignments (design elements with MS Word 

such as dividing columns, using drop caps, choosing font 

types); 3. Project Evaluation Phase, the evaluation phase 

includes process and product assessments which include: 

project learning progress, the actual process of problem-

solving, individual performance progress, product 

assessment and presentation of project results. 

Through this project, it appears how students present 

newspaper designs related to the tourism potential of each 

region. At the project presentation stage, students can 

explain briefly, concisely, clearly and attractively only with 

their newspaper design project. They can explore their 

creativity through this project. From the project results, it 

also appears that students can divide writing into several 

columns with Columns, make letters at the beginning of 

sentences significant with Drop Caps, pay attention to the 

appropriate Font. 

PjBL has a significant impact on learning computer basics. 

This is in line with Faradillah et al.'s opinion that project-

based learning effectively increases student activity, 

enthusiasm, and confidence (Al-Busaidi & Al-Seyabi, 2021; 

Faradhillah & Zahara, 2021). Pjbl is also able to increase 

student creativity in problem-solving (Fatmawati, 2011; 

Sakbana et al., 2021; Saldo & Walag, 2021; Sari et al., 2021). 
 

CONCLUSIONS 

The project in this study can bring up creative ideas and 

computer skills to show the tourism potential of each 

region in the form of newspaper articles. So project-based 

learning is a meaningful alternative learning that lectures, 

teachers, or others can use in distance learning. It can also 

foster student creativity in solving problems. PjBL can be a 

solution for overcoming the change from synchronous 

learning to asynchronous learning in computer basics 

courses, such as the lack of computer facilities.    
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