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ABSTRACT 

The 4.0 industry revolution needed to change the revolution in higher education which is characterized by 

increased literacy and self-transformation so that there is an effort to maximize blended learning. This effort 

will give a positive result because it can provide a pleasant learning experience through experiential learning. 

This research tries to build constructs through website sasmoko.com to present experiential learning through 

e-learning as an effort to meet the needs of today's students who belong to a millennial generation with the 

main character is highly integrated with technological progress. The method used are moonshot thinking, 

computer assisted education, gamification and challange-based learning.  The result of the research is the 

utilization of website sasmoko.com for e-learning so as to accommodate the needs of students in learning and 

facilitate and facilitate lecturers in delivering information online. 
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1. INTRODUCTION 

The 4.0 industry revolution is characterized by a 

collaboration between traditional industry forces and the 

development of modern technology that allows the 

integration of smart products into digital and physical 

industrial processes (Schmidt, 2015). This change also 

changed the business processes that exist in college. 

Previously, instructional technology had a significant 

impact on teaching, research and community service in 

college (Surry et al., 2005). The use of blended learning 

is one approach that is sufficiently able to integrate 

technology into pedagogy, with a general statement 

describing the condition through the term digital learning 

environment or computer learning environment where the 

learning process is focused on the delivery of information 

(Georgina & Olson, 2008). 

Higher education is a part of education, where there 

are efforts and plans to create an atmosphere and learning 

process so as to develop the potential of students and 

students to be useful for students and students, as well as 

for society, nation and country (Udjaja et al., 2018). With 

the advancement of technology at this time it is time 

college participate improve teaching and learning process 

in accordance with the needs of millennial generation. A 

common characteristic of millennial generation is the 

ability to adapt to new technologies and new equipment 

quickly enough. They are very enthusiastic about instant 

messaging, videogames and file sharing (Godwin-Jones, 

2005). 

Based on the survey of students and college students 

now requires flexibility to the learning that can be done 

anywhere and anytime without reducing the quality of 

learning face-to-face. To achieve this, created a website 

that has the potential as a medium of learning that can be 

accessed anywhere and anytime. This research tries to 

present experiential learning implementation on website 

sasmoko.com, which is a concept where the tools and 

techniques provided provide a comprehensive learning 

experience for the users so that it can be utilized by 

lecturers and students through a website (Kolb & Kolb, 

2005). 

2. METHODS 
Changes in the generation and rapid development of 

technology have various implications especially in the 

learning and training process. The most important thing 

is how to integrate various approaches that focus on the 

needs of the present generation so as to fulfill their 

commitment to growth and success (Robert & Newsline, 

2005). 

Experiential learning is a method that can attract a 

person's attention in terms of learning, so that the person 

can learn actively and can create a conducive learning 

experience, and produce specific scientific 

improvements, as studied (Ozogul, 2018). It also affects 
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the emotional and affective users, who are appointed 

based on the art of product design planning on interaction 

with users (Kristiadi et al., 2017). 

In experiential learning, some methods are needed to 

support the objectives that are in line with the current 

industry revolution. 

 
Moonshot Thinking 

Moonshot Thinking operates with current problems 

and provides radical solutions, then utilizes some 

preliminary validation or breakthroughs that can make 

the solution less time-consuming (Knight, 2018). 

Computer Assisted Education 

With the existence of computer-assisted education, 

activities related to education become more effective and 

efficient (Ozdemir, 2017). It can also facilitate learning 

conditions, where with science transferred through 

technology, learning can be done anywhere, as well as 

more challenged users to use it. Science is transferred 

using an expert system, where the scholarship of an 

expert is used as the content of learning (Udjaja, 2018). 

Gamification 

Gamification, in this case, is used to attract attention 

and provide motivation to the user, in order to improve 

the effectiveness of the learning function or the 

contribution of knowledge contained in technology 

(Yanfi et al., 2018; Udjaja, 2018). 

Challenge-Based Learning 

Challenge-Based Learning (CBL) is an approach used 

for educational revolution which encourages technology 

users to actively learn with anyone in accordance with 

predetermined categories (Kohn et al., 2018). 

 

 

 

 
Figure 1: Flowchart of Research Method 

3. RESULTS AND ANALYSIS 

Table 1: E-Learning User Value Result from Website Sasmoko.com 

 

No Student ID Value No Student ID Value No Student ID Value No Student ID Value 

1 2110440 84.67 42 10021002 46.67 83 1401136960 93.33 124 1901526722 86.67 

2 2110457 70.00 43 10021004 58.00 84 1501169650 80.67 125 2001549986 49.33 

3 2110462 68.00 44 10021005 76.67 85 1501170381 52.67 126 2001553296 79.33 

4 2110474 92.00 45 10021006 58.00 86 1501181366 68.00 127 2001554241 87.33 

5 2111483 58.67 46 10021012 58.00 87 1501205750 72.00 128 2001554310 84.00 
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6 2111495 88.00 47 10021016 89.33 88 1601211754 88.67 129 2001578531 70.00 

7 2111524 74.00 48 10091005 84.67 89 1601211773 93.33 130 2001586823 94.00 

8 2112499 98.67 49 10091006 77.87 90 1601211786 66.67 131 2001587605 69.33 

9 2112501 77.33 50 10091007 88.93 91 1601225255 88.00 132 2001588053 94.67 

10 2112508 96.00 51 10091008 53.27 92 1601231642 83.33 133 2001588131 42.00 

11 2112514 98.67 52 10091009 57.80 93 1601239506 55.33 134 2001588564 88.67 

12 2112515 98.67 53 10091011 82.67 94 1601241920 78.00 135 2001588690 46.67 

13 2112517 92.00 54 10091014 62.00 95 1601243516 94.67 136 2001588822 73.33 

14 2112520 60.00 55 10091017 82.00 96 1601244916 47.33 137 2001591041 69.33 

15 2112520 86.67 56 10091019 84.53 97 1601245591 62.67 138 2001598161 84.00 

 
 
 
Table 2: Confidence Interval of Student understanding Using E-learning 

 

No Student ID Value No Student ID Value No Student ID Value No Student ID Value 

16 2112524 86.67 57 10091022 82.67 98 1601248006 87.33 139 2001601515 88.00 

17 2112533 69.33 58 10091024 82.67 99 1601248574 96.67 140 2001606996 65.33 

18 2112538 74.00 59 10091026 85.33 100 1601250244 68.67 141 2001607001 78.00 

19 2113527 53.33 60 10091027 60.13 101 1601258215 74.00 142 2001607550 65.33 

20 2113532 81.33 61 10091029 82.67 102 1601259956 87.33 143 2001610526 82.67 

21 2113541 96.67 62 10091032 89.00 103 1601261815 83.33 144 2001619254 81.33 

22 2113545 82.00 63 10091038 67.87 104 1601271886 93.33 145 2001622463 70.00 

23 2113546 86.67 64 10091043 62.33 105 1601271892 68.00 146 2001626713 42.00 

24 2113548 95.33 65 10091044 80.13 106 1601277031 74.67 147 10010310030 68.00 

25 2114550 86.67 66 10091046 73.53 107 1601278482 88.67 148 11010310001 72.67 

26 2114555 95.33 67 10091047 89.00 108 1601279440 62.00 149 11010310004 80.00 

27 2114559 98.00 68 12011001 93.33 109 1601285235 92.67 150 11010310010 76.67 

28 2114560 95.33 69 12011002 59.33 110 1601286130 81.33 151 11010310013 49.33 

29 2114561 69.33 70 12011002 62.00 111 1601287934 68.00 152 11010310014 93.33 

30 2210431 46.67 71 12011005 69.33 112 1601288306 58.67 153 11010310023 99.33 

31 2212507 92.00 72 12011006 82.67 113 1901499532 74.00 154 11010310026 66.67 

32 2213456 98.67 73 12011007 87.33 114 1901502086 68.67 155 11010310034 68.00 

33 2213462 96.67 74 12012013 88.33 115 1901502786 84.00 156 11010310038 44.67 

34 3111087 55.33 75 12012013 88.33 116 1901503233 90.67 157 11010310044 80.00 

35 3112091 54.00 76 12012016 88.33 117 1901510296 67.33 158 11010310046 92.00 

36 3112095 52.67 77 12022003 88.33 118 1901512805 68.67 159 11010310047 59.33 

37 3113096 96.67 78 31100889 64.00 119 1901512843 50.67 160 11010310049 65.33 

38 3312096 66.00 79 123456789 66.67 120 1901512862 83.33 161 11010310050 63.33 

39 10011001 92.00 80 1010310029 66.67 121 1901512875 80.67 162 11010310073 90.00 

40 10011003 62.00 81 1301053175 88.67 122 1901514470 94.00 163 12010310009 78.00 

41 10011006 94.00 82 1401135384 56.67 123 1901520460 83.33 164 20121350106 80.00 
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Figure 2: Front-end E-Learning Website Sasmoko.com 

 

 
Figure 3: Back-end E-Learning Website Sasmoko.com 

 

This website creation stage begins with thinking of 

the idea of becoming the solution of the problem, then 

the solution is made to support the lectures assisted by 

the expert system as the transfer of knowledge from the 

experts into the technology and using gamification and 

CBL so that users feel motivated and challenged to learn 

in any circumstances. The results of the design model can 

be seen in figures 2 and 3. 

Stages of e-learning database access website 

sasmoko.com can be seen in figure 4. The figure explains 

the flow of the administrator to make the material, make 

a problem, make corrections until the user to register the 

website to access the material and do the quiz answers 

submission. 

Based on the results of testing for 6 months from 164 

students or students the average learning outcomes from 

website sasmoko.com is 76.57%, where there is an 

increase in the user's knowledge from 42% - 99.33% (See 

table 1). 

In proving the success of e-learning as a complement 

of learning, the researcher establishes 5 (five) categories 

of student understanding: (a) very bad, (b) not good, (c) 

sometimes good, sometimes not good, (d) good, and (e) 

very good. Data analysis was done with a confidence 

interval at significance level 5% and produced lower and 

upper boundary between 74,3161 up to 78,8352 (see 

figure 5). Based on the results of the analysis, it can be 

concluded that students who use e-learning sasmoko.com 

tend to have a good understanding significantly at α 

<0.05. 

4. DISCUSSION AND CONCLUSIONS 

Each stage based on the research method has covered 

all experiential learning required. Where the development 

of technology is directly proportional to the development 

of education. This can be seen in the website system 

created and the enhancement of the specific capabilities 

of the user. The improvement depends on the 

psychological aspects of a person and the high level of 

one's learning. 

Some aspects of psychology that support the 

improvement of learning in the context of technological 

progress are: 

 Student Engagement 
Utilization of computer games as one means of 
learning has been able to show an increase in student 
engagement because they as a generation who are 
familiar with the technology is able to use in a 
relatively long time. This, when combined with 
challenging tasks and requiring deep concentration, 
will increase their absorption of the learning process 
undertaken. The concept of engagement became a 
concept in game-based learning research (Hamari, 
2016). 

 Student Satisfaction  
Headings, or heads, are organizational devices that 
guide the Online learning is sufficient to assist 
students in exploring widely their learning spaces. in a 
study found the existence of three components of 
fundamental satisfaction that is engaged learning, 
agency and assessment (Dziuban, 2015). 

 Self-Regulated Learning 
Independent learning is a major factor underlying the 
success of online learning because it is able to control 
themselves academically and emotionally so that it 
can automatically be applied in an independent 
learning process. A study exploring the association 
between academic emotions in learning was able to 
facilitate independent learning and other studies 
proved that will control was identified as one of the 
important constituents of this success (You &kang, 
2014; Kizilcec&Halawa, 2015). 

The future of technology maintenance will be 
evaluated using user experience and other testing 
methods as each technology will require development to 
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adapt to the increasingly complex needs of users. In the 
next stage of development, researchers will apply 
neuroresearch methods to enrich and deepen experiential 
learning studies to be more applicable for users. This 
research method will further maximize the integration of 
technology that is done because it is supported by three 
important stages, namely exploratory research that helps 
researchers to more up to date with studies of various 
scientific developments as appropriate, explanatory 
research as the testing stage for the development and 
confirmatory research so that researchers obtain clear 
confirmation of the validity and reliability of the 
development undertaken. 
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