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PENGEMBANGAN KURIKULUM
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GRAFIK KONSENTRASI

Perlu dipertahankan

LAMANYA DAYA KONSENTRASI SISWA

AD ROOIJAKKERS,1988.



Model Proses Informasi dalam Ingatan

[ Sumber : M.E. Dubois, G.F. Alverson & R.K. Staley (1979), 

Educational Psychology and instructional decisions. Homewood,III.: 

The Dorsey Press, hal. 107 ]



Reading

Hearing words

Looking at picture

Looking at an exhibition

Participating in a discussion

Watching video

Watching a demonstration

Seeing it done on location

Giving a talk

Doing a Dramatic Presentation

Simullating the Real Experience
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Cone of learning – edgar dale 



Generation Era: trends and characteristics

1945   1950   1955   1960   1965   1970   1975   1980   1985   1990   1995   2000   2005   2010   2015   2020   2025 ……..

Baby Boomers

Era pembangunan

• Lahir pasca-Perang Dunia II di 

dunia yang semakin optimis

dan stabil secara finansial;

• Disaksikan beberapa

perubahan sosial yang penting -

Gerakan Perempuan, Gerakan

Hak Sipil, Gerakan

Perdamaian,dll;

• Peningkatan kemakmuran

menyebabkan konsumerisme

tumbuh;

• Ditandai dg idealism dan

kompetitif;

Generation X

“Latchkey Kids”

• Lahir ke dunia menyaksikan

tren yang kuat terhadap

“Broken homes” dan

ketidakpastian ekonomi;

• Menyukai popularitas dg 

budaya disko dan hip-hop, dan

era teknologi seperti Radio, TV, 

TV kabel dan video game;

• Ditandai sebagai individualis

dan skeptis terhadap otoritas;

Generation Y

Millennial Generation

• Lahir ke dunia ditandai dengan

meningkatnya dan konflik antar-

masyarakat inter-regional;

• Lahir di era teknologi digital, 

budaya komunikasi instan

melalui email dan pesan teks

(SMS);

• Ditandai dg optimisme, 

techcomfortable, 

styleconscious, dan brand loyal;

Generation Z

Digital Natives

• Lahir ke dunia menghadapi

tantangan seperti melimpahnya

informasi dan masalah

lingkungan;

• Era meluasnya penggunaan

gadget elektronik dan teknologi

digital seperti situs internet dan

jejaring social;

• Ditandai sebagai Tech-Savvy, 

terhubung secara global (di 

dunia maya), fleksibel dan lebih

cerdas, dan toleran terhadap

beragam budaya;

Generation α

Google Kids

• Lahir ke dunia dalam era 

perlambatan pertumbuhan

ekonomi yang meluas;

• Lebih Tech-Savvy, lebih cepat

mengadopsi teknologi, 

berpendidikan, dan materialistis

daripada generasi sebelumnya;

• Lebih focus pada teknologi;

Sumber: Consumers of Tomorrow, Insights and Observations 

About Generation Z, November 2011, Grail Research, a division of 

Integreon; Education 3.0 (2013),James G. Lengel,Teachers

College Press,2013.

Item Invention Full 

Adoption 

by 

industry

Lag time Full 

adoption 

by 

schools

Lag time

Book 1450 1700 250 1850 400

Pencil 1825 1875 50 1925 100

Radio 1910 1940 30 Not yet 100+

TV 1945 1965 20 Not yet 60+

Computer 1985 2000 15 Not yet 25+

M-Phone 1990 2000 10 Not yet 20+

e-Learning: 

Learning 

with 

Computer 

u-Learning: 

Learning in 

the internet 

network

m-Learning: 

Learning 

with Mobile 

Devices
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Agar Pembelajaran, 
EFISIEN, EFEKTIF & BERMAKNA, 

maka diperlukan 
PERANCANGAN, PERENCANAAN & 

IMPLEMENTASI 
yang sesuai dengan kebutuhan belajar 

mahasiswa
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Paradigm Shift Of Learning,

KBI KBK

Target Penguasaan
Materi

Target Pencapaian
Kompetensi

TCL
(Perilaku belajar pasif)

SCL
(Perilaku Belajar Aktif)
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Paradigm Shift Of Learning,

Transfer of 
Knowledge 

Reconstruction 
of Knowledge

Hard Skill
Hard Skill &          

Soft Skill

Otak Kiri
Otak Kanan & 

Otak Kiri

Makanis Humanis
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Paradigm Shift Of Learning,

Teacher
(Pengajar)

Motivator, Facilitator, 
Inspirator

Dosen Sibuk Mengajar
(Persoalan bagaimana
cara dosen mengajar)

Mahasiswa Sibuk Belajar
(Persoalan bagaimana cara

Mhs. Belajar)

Pengajar : Dosen, 
Pembelajar : MHS.

Dosen & MHS. = 
Pembelajar

TRADITIONAL 
Assessment 

(Titik ukur)

ALTERNATIVE 
Assessment 
(Proses & Hasil 

Belajar)
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BELAJAR di KELAS DAN 

TUTORIAL & DARING

Evaluasi Tengah Semester Evaluasi Akhir Semester
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TUTORIAL & DARING



Teori Belajar Lev Semynovich Vygotsky (Lahir di Rusia,7 Nopember 1896)

Zona of Proximal Development (ZPD)
(Tingkat Perkembangan Aktal)

(Belajar Mandiri)

Out of ZPD
(Tingkat Perkembangan Potensial)

(Belajar Perlu Dukungan Dosen & Sejawat)

(the more knowledgeable)

INDIVIDUAL-LEARNER

Cognitive

Development & Skill Base
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SOCIAL INTERACTION

Adult Guidance 

Peer Collaboration

Instructor



PENDEKATAN PENDIDIKAN KARAKTER

Life long learning

AMANAH

Learning to know Leaning to do Learning to live togetherLearning to be

•Dosen,

•Staf Karyawan,

•Mahasiswa,

•Alumni

•Institusi

KETELADANAN

KETELADANAN

•Sikap positif,

•Perilaku yg baik,

•Tutur yg konstruktif,

•Berfikir kreatif & 

inovatif,

•Bekerja multi 

disiplin,

•Bekerja dalam

timwork,

•Bekerja dalam

cross cultur.

PEMBIASAAN

PEMBIASAAN

•Pengetahuan yg baik,

•Pengetahuan yg

bermanfaat,

•Ketrampilan yg

kompten,

PENGETAHUAN

PENGETAHUAN

•Nation history,

•World History,

•Kesejarahan

dalam bidangnya,

•Kesejarahan para

nabi,

•Kesejarahan

orang sukses.

•Reword / 

penghargaan

MOTIVASI

MOTIVASI

Environmental Influences

Social Influences

Political Influences
Governmental Influences

Economic Influences

Content Process People Spirit

Teaching and Education Deliverables – Research and Development – Public and Professional Services

Ethics & Integrity, Creativity & Innovation, Excellence, 
Strong  Leadership, Synergy, Socio-cohesiveness  & 

Social Responsibility .

Ideology Influences Globalization Influences

Intrakurikuler – Kokurikuler - Ekstrakurikuler
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Prinsip Pembelajaran

interaktif,

holistik,

integratif,

saintifik,

kontekstual,

tematik,

efektif,

berpusat pada 

mahasiswa

Seorang GURU (Dosen) sejati tidak menganggap segala

sesuatu secara serius, bahkan termasuk dirinya sendiri, 

kecuali tentang MURID-nya. (NIETZSCHE)

Fasilitator,

Inovator,

Motivator,

Inspirator,

Ing ngarso sung tulodo, 

ing madya mangun karso, 

tutu wuri handayani.
(Ki Hajar Dewantoro)



Syamsul Arifin
NEEDS   &   PROBLEMS

Knowledge Base Experience Base

Kesejahteraan (welfare) & Kemakmuran (wealth)

Kemulyaan hidup & Bermartabat

Bermanfaat bagi masyarakat

Mindset + Spirit

Imagination & Creative

Innovation Products
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Added Values 
(Change & Transformation )

Lingkungan, 
Keluarga & 
Masyarakat

Wisdoms

Education 
(University) 

Research

Communications Calculated risk 

taking

Opportunity 

creating

Model Pembelajaran

Entrepreneurship



Contextual Learning (CtL)

Meaningful 
Learning

Critical & 
Creative 
Thinking

Doing  real 
things

Student 
learning 

experience
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Outcome

Entry 

Behavior

Constructive

Modeling

Inquiry

Reflection

Learning 

Community

Standard 

Curriculum

Authentic 

Assessment 



Inquiry



Modelling



Reflection



Constractive



Learning Community



HARD 

SKILLS

SOFT 

SKILLS
• Intrapersonal

• Interpersonal

• Spiritual

• Knowledge

• Skill/ketrampilan

No Moetoda Pembelajaran Mahasiswa
1 Small Group Discussion SGD

2 Role-Play & Simulation RPS

3 Discovery Learning DL

4 Self-Directed Learning SDL

5 Cooperative Learning CoL

6 Collaborative Learning CbL

7 Contextual Learning CtL

8 Project Based Learning PjBL

9 Problem Based Learning & Inquiry PBL

Intitusi Soft Skill Hard Skill

AA KOPERTIS Wil VII (±250 peserta) 77,5 % 22,5 %

PTS sePAPUA (±200 peserta) 73,5 % 26,5 %

ToT-KBK Bali-DIKTI (±100 peserta) 86,7 % 13,3 %

Psychology UBAYA (±40 peserta) 74,4 % 25,6 %



Ways of Learning

Educational Environment

F2F
Distance Learning

(Electronic Supported 
Collaborative Learning) 

On-line

Video 

Streaming
m-Learninge-Learning

Vicom / 

Telecom

F2F Indoor
F2F 

Outdoor
Off-line

(Computer Base 
Learning / CBT)

Module CD/DVD
Multimedia 

Syamsul Arifin, 2013



Blended Learning Domain

F2F Learning
(synchronous):
Knowledge 

Domain:
-Factual
-Conceptual 
-Procedural
-Metacognitive
Learning 

Strategy:
lecture,
Discussions,
Role-model
Authentic 

Assessment
Static  

Lab Base
(synchronous)
Knowledge 

Domain:
-Factual
-Conceptual 
-Procedural
-Metacognitive
Learning 

Strategy:
Collaboration,
Discussions,
Project base,
Problem base,
Discovery, 
Authentic 

Assessment
Static

E-Learning M-Learning

Synchronous

Knowledge 
Domain:

-Factual
-Conceptual 
-Procedural
-Metacognitive
Learning 

Strategy:
Reading,
Discussions, 
Chatting, 
Vicon, Telecon, 
Online 

Assessment
Dynamic   

Asynchronous

Knowledge 
Domain:

-Factual
-Conceptual 
-Procedural
-Metacognitive
Learning 

Strategy:
Reading,
Discussions,
Online 

Assessment
Dynamic   

BLENDED LEARNING 

Synchronous

Knowledge 
Domain:

-Factual
-Conceptual 
-Metacognitive

Learning 
Strategy:

Reading,
Discussions,
Chatting, 
Skype, 
Facetime,
Online 

Assessment
Dynamic   

Asynchronous

Knowledge 
Domain:

-Factual
-Conceptual 
-Metacognitive

Learning 
Strategy:

Reading,
Discussions,
SMS,email,
Online 

Assessment
Dynamic   

Syamsul Arifin
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PUSAT PENGEMBANGAN PENDIDIKAN 

DAN AKTIVITAS INSTRUKSIONAL - ITS

 S1 Physic Engineering, FTI-ITS
 S2  Nuclear Engineering, ITB
 S3 Educational Technology, UM
 Dosen Tetap: Jurusan Teknik Fisika FTI-ITS 1988 –

Sekarang;
 Ketua P3AI-ITS : Sejak 2008-Sekarang;
 Anggota Tim Kurikulum DIKTI: 2008-Sekarang;
 Tim Ahli BSNP Standar PJJ 2014,
 Tim Pengembang Pembelajaran Daring Indonesia 

Terbuka & Terpadu (PDITT): 2013-sekarang;
 Tim KURIKULUM-ITS tahun 2007-Sekarang;
 Fasilitator PEKERTI-AA sejak thn 2004-Sekarang,
 Peneliti dalam bidang Kecerdasan Buatan & 

Teknologi Pendidikan (e/m-Learning);
 Asisten direktur LPIU-ITS,
 Konsultan dlm bidang Management Higher 

Educations (Curriculum, learning & teaching 
improvement, multimedia,  and assessment), ..dll.

Terimakasih

HP : 081-2354-2233

syamp3ai@its.ac.id ; 

syamp3ai@gmail.com.

FB:syamp3ai@Hotmail.com

Twitter:syam212


