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AbstrAct

Wise consumption can be defined as behavior in making use of all economic goods sparingly and not excessively. Wise 
consumption behavior is an implication of all activities including the action reflecting behavior that aims to prosper the future. 
This research aims to describe and formulate an education model of wise consumption for elementary school-age children. 
Furthermore, this research use DBR (Design-Based Research) model. The subject of this research was elementary school students 
in Blitar Regency, Indonesia, which amounted to 225 children, with a description; of 50 students as small group trials, and 175 
students as field trials. The research findings show that 90% of students have been reached expected target of the study, and 
for the effective ability of the students; they are able to behave wisely in consumption. Behaviors that reflect wise consumption 
seen are 1) ability to sort priority scale, 2) ability to be economical, 3) ability to differentiate between need and desire and 4) 
productive behavior.  The three findings have reflected how the education model able to give children a new perspective on 
the use of money. 
Keywords: Wise Consumption, Elementary School Students, DBR, Effective Ability, Education Model 

Education Model of Wise-Consumption for  
Elementary School 

Silky R. Sa’adah1, Sri Umi M. Widjaja2, Hari Wahyono3, Agus Hermawan4 5  
1-4State University of Malang , Jl., 5 Semarang St., Malang, Indonesia, 5State Islamic Institute Ponorogo,  

Jl., 156 Pramuka St., Ponorogo, Indonesia

IntroductIon

Personality psychology defines wisdom as a description of 
actions, cognitions, emotions, and motivations which are 
considered relevant according to applicable moral standards 
(Fleeson et al., 2014). Wise refers to characteristic adaptation 
related to external identity that is different from character, 
which does not include moral motivation (Schnitker et al., 
2019)explanatory styles (e.g. optimism. In the financial 
context, wisdom is a habit of using money properly(Lusardi, 
2019; Rizkiwati et al., 2022), while extravagancy is an activity 
of excessive spending or without thinking about the future 
(Aristoteles, 1934; Grohmann et al., 2015). 

Wise consumption can also be defined as behavior in using 
all economic goods sufficiently and not excessively (Podkalicka &  
Potts, 2014; Sa’adah et al., 2022). Wise consumption behavior 
is an implication of all activities including the action 
reflecting behavior that aims to prosper the future (Croce 
& Silvia Vaccarezza, 2017; Fleeson et al., 2014). Indicators of 
wise consumption behavior are; 1) children can sort Priority 
scale(Koeller, 2012), 2) children could be Economical in 
spending money, 3) children are able to Differentiate between 
Needs and Desires (Aflatoun& Unicef, 2012), 4) children are 
able to understand the importance of division of work, and 5) 
productive behavior.

In the 21st century, technology is developing very fast(Xiao, 
2013). The development generates innovation in the education 
field. One of the teacher’s choices to help the learning process 
about consumption habits is the use of learning videos like 
using the technology to produce animation effects in education. 
The use of technology in education will also affect the learning 
and learning environment. According to the research  

(Baglama et al., 2018; Liu & Elms, 2019) it showed that 
animation usage in education shows a significant enhancement 
in the behavior and academic achievement of the students. The 
use of animation in education has had a lot of contribution 
in terms of attracting the students’ attention rather than 
using conventional ways(Liu & Elms, 2019). Traditional or 
conventional method in education is less able to describe 
the goals which want to be achieved, while animation usage 
in education will make it easier to deliver the learning goals 
(Xiao, 2013).

The existence of animation in learning may make them 
proceed with the information more efficiently(Goff et al., 2017). 
The cognitive theory of Mayer concerning multimedia learning 
stated that multimedia-based learning is addictive; when 
the learning uses multimedia, the students will absorb the 
information better, because of the combination of verbal and 
visual, not only written (Wouters et al., 2008). Animation in 
teaching and learning can reduce boredom. Besides, animation 
can activate a sense of sight and hearing, and it can give 
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examples through concrete things. The use of animation media 
can provide the students with higher interactive activities and 
also be able to stimulate conceptual thinking in which more 
than one sense is at work. The greater the number of senses 
involved in the learning situation, the better the learning 
activities will take place (Kwasu & EmaEma, 2015).

Moreover, the use of animated cartoons in learning can 
increase interest, motivation, and direct attention. Animated 
cartoon usage in learning will also create a positive impact. 
In addition, the use of animation can escalate understanding. 
They can learn through messages delivered in the story of an 
animated cartoon. The existence of a story within the animated 
cartoon will lead the students to act according to the characters 
that appeared in the animated cartoon. It has function as 
a behavior model which can be mimicked by the students 
(Banchonhattakit et al., 2012).  The proper use of animation 
is the teacher's task where he will choose which animation is 
appropriate for students and what story or content is relevant 
to the learning material. It is also very important for teachers 
to develop the ability to create simple animations in order to 
control the content of learning videos.

Method

Research Design

The model of this research used DBR (Design-Based Research) 
from (Amiel & Reeves, 2008). DBR is a methodology designed 
by and for teachers which aims to increase the impact, transfer, 
and translation of educational research into better practice. 
DBR has to generate a deep understanding of both design and 
theory (Fig. 1).

The model of this research is DBR (Design-Based 
Research). DBR is a methodology designed by and for teachers 
which aims to increase the impact, transfer, and translation of 
educational research into better practice. DBR has to generate 
a deep understanding of both design and theory. The floating 
procedure in this study uses a model (Amiel & Reeves, 2008) 

which consists of four phases. 1) Analysis of practical problems 
of wise consumption education for children, 2) Prototype 
development, and validation tests 3) Evaluation and testing 
of Quizizz prototypes and animation learning videos, 4) 
Documentation and improvement of Quizizz learning and 
animation learning videos.

Participants

The subject of the research is Elementary School students in 
Blitar Regency, East Java Province, Indonesia. The number of 
the students is 225 students with the following categories : 50 
students as small group trials, and 175 students in field trials.

Data Collection Tools

Determination of product quality assessment developed by 
adapting (Akker et al., 2007) is validity, practicality, and 
effectiveness.  Thus, relevant and mutually supportive theories 
are needed (Mustami et al., 2019). In addition, to find out 
the validity of a developed research instrument, it must be 
validated by a relevant expert, they are media experts and 
material experts. Both experts have the right to intervene 
and provide input for the development process of all aspects 
of the product as targeted. (not out of line which what has 
been designed).

The effectiveness of the learning developed is obtained from 
the implementation of learning series and learning tools. Both 
have been prepared for the learning process after the process 
of trial. Furthermore, the effectiveness developed from the 
positive impact for the students, which are learning activities, 
daily activities reflecting wise consumption behavior, cognitive 
ability of the students, and students’ response during all of the 
learning activities series are noted. 

FIndIngs

Identification Phase and Problem Analysis (Table 1)

Researchers and 
practicioners work 
together to analyze 
practical problems

Develop solutions 
based on design 
principles and 

technology

Iteratively test and 
refine in coontext

Reflect on the process 
and product to 

identify theoretical 
and practical insights.

Fig. 1: Models by (Amiel & Reeves, 2008)

Table 1: Economics Learning Condition in 3rd Grade of Elementary School

Component Current Conditions

Learning Process 1.  Economics learning in elementary school does not stand alone; it is included in Social Science learning. Social Science 
learning is subjects given in the 4th grade consisting of History, Economics, and Geography.

2. 1st-3rd grade still uses thematic material.
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Fig. 2: Research and Development Flow (Amiel & Reeves, 2008)

The analysis of practical
problems of Wise

Consumption Education and
ProductiveEnthusiastic
People for Elementary
School Age Children

Prototype Development of
Quizizz application materials

and Animated Learning
Videos

Documentation and
Improvement of Learning
Media Quizizz application

and Animated Learning
Video

Evaluation and Testing of
Quizizz application

prototypes and Animated
Learning Videos

Needs Analysis and
Designing the Initial Design
of Quizizz Application and
Animated Learning Video

Prototype Development of
QuizizzApplication and

Animated Learning Video
Evaluation and Testing of
Quizizz Application and
Animated Learning Video

Perfecting Quizizz
Application Prototype

Principles and Animated
Learning Videos

Conducting Needs Analysis
of Economic Learning

QuizizzApplication
Development and Animated

Learning Video

Review of Learning Media
Experts and Economic

Education Experts

QuizizzApplication
Modifications and Animated

Learning Videos

Evaluation of Quizizz
Application Test Results and
Animated Learning Videos

Improvements of Quizizz
Application and Animated

Learning Video

Stage 1 Stage 2 Stage 3.1 Stage 3.3

Stage 3.2

Stage 4.1

Stage 4.2

Stage 4.3

Stage 5

Stage 6

Component Current Conditions

Learning Process 3.  The learning process carried out in grade III uses learning methods such as lectures. However, it does not use the 
Quizizz application yet. It conducts hands-on learning.

4. Economics material only contains knowledge or theory. 
5. Economic material is not what students experience in their daily life.
6. The teacher has not mastered the Quizizz application.

Student Behavior 1. Most students are used to operating smart phones.
2. They are difficult to team up with other students.
3. They cannot do making a decision yet when they conduct a discussion in a group.
4. They are more consumptive.
5. They are not able yet to differentiate between needs and desires.
6. Most students use their free time to play.
7. They do not understand yet money allocation (Some of the pocket money they have will be used to buy snacks or toys).
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The Phase of Testing and Completing the Prototype of 
Learning Development for Wise Consumption Education for 
Elementary School Students

The goal of testing is to study a description of the eligibility 
of the resulting product. The testing is conducted through 1) 
expert validation testing, 2) small group trial, and 3) extensive 
product trial.The questionnaire is used to find out validation 
testsfor the resulting product. All learning devices which 
have been arranged will be validated by a media expert and 
material expert. A validation test aims to measure or assess the 
eligibility of the resulting product. The result of the validation 
test is used as a consideration to improve the resulting product.

Table 3 shows that according to the validation result of 
validator 1 as a media expert, the final score of validation is 
70.4 and for the second validator the final score of validation 
is 73.6. In other words, the resulting product is valid or eligible 
to be tested in a small group (table 2). Besides, the validation 
result of validator 3 as a material expert of economic education 
shows that the validation product score is 91. The result of the 
score has been by the very valid criteria or it is very eligible to 
be tested (table 2).

Table 2: Criteria for Validity of Learning Model Products

Score ScoringScale Criteria Qualification

4 81 %-100 % A Very Valid/ Very Good

3 61% - 80 % B Valid/ Eligible

2 41 % - 60 % C Less Valid / Less Eligible

1 0 % - 40 % D Invalid/Not Eligible

Table 3: The Result of Expert Validation Test toward Product Eligibility

Validator ∑ Item ∑maximum  Score ∑Score Validator Score Criteria Criteria

Validator 1
(Media Expert)

25 125 88 70.4 B Valid/ Eligible

Validator 2
(Media Expert)

19 95 70 73.6 B Valid/ Eligible

Validator 3
(Material Expert) 20 100 91 91 A Very Valid/ Very Eligible

Source: The resulting data is processed by the researcher

Fig. 3: Documentation of small group trial Fig. 4: Documentation of Field Test Implementation

Small Group Trial Process

The implementation of a small group trial has the purpose 
to find out 1) the effectiveness of learning devices and wise 
consumption education implementation for elementary school 
students, 2) the success rate of Quizizz application usage in the 
learning process because Quizizz application is a new thing for 
elementary school students. A small group trial is conducted 
in the elementary school in the Kesamben district. 

Observation Result of Teacher Activity (Small Group)

An observation sheet is used to assess the learning effectiveness 
during a small group trial. The score of learning result 
effectiveness of the small group can be seen in table 4 below. 
There are 4 timesof assessments to be able to see the result of 
the teacher activity. Which, in each meeting, the assessed items 
are different. Thus, among the four assessments, the number 
of items is also different. For the first meeting, there are 22 
assessment items, the second meeting is also 22 assessment 
items, while there are 21 assessment items for the third 
meeting, and the last meeting is 20 assessment items.

Based on Table 5 above, the final results obtained, It can be 
said that all meetings get very good criteria. In addition, based 
on the total result obtained, it can be concluded that teachers 
have been very good at managing the class and the developing 
learning steps of the product.

Students’ Cognitive Ability Result of Small Group Trial

The result of learning in the form of student cognitive 
assessment is obtained from the results of answering quiz 
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Table 4: Teacher Activity Criteria for Learning

Score Scoring Scale Score Qualification

4 81 %-100 % A Very Positive/ Very Good

3 61% - 80 % B Positive/ Eligible

2 41 % - 60 % C Negative/ Not good

1 0 % - 40 % D Very negative/very bad

Table 5: Recapitulation of Teacher Activity Observation Results

Meeting ∑ Item ∑ Max  Score ∑Score Acquisition ∑Final Score Score Criteria

1 22 88 81 92 A Very Positive/ Very Good

2 22 88 81 92 A Very Positive/ Very Good

3 21 84 80 95 A Very Positive/ Very Good

4 20 80 76 95 A Very Positive/ Very Good 
Source: Data is processed by the researcher

questions on the Quizizz application. There are 7 times to 
answer the questions; they are on Themes 2, 3, 4, 5, 6, 7, and 
8. The cognitive assessment result of the small group trial can 
be seen in the table 7.

Based on Table 7 above, it shows that the final score of 7 
quizzes is more than 80, so it is very good results. Hence, it 
can be concluded that the cognitive ability of the students, 
classically, in the learning activities can be considered a success 
if > 80% of students get a score above the average. Moreover, 
the use of the Quizizz application is very effective to improve 
the academic score of the students.

Field Trial
Observation Result

An observation sheet is used to check out the effectiveness 
level of learning which have been done by the teacher on the 
field trial. Observation is conducted at every meeting and 
during the learning process. The observation is carried out 7 
times and undertaken by the homeroom teacher to assess the 
learning process which is being conducted by the researcher. 
The summary of the learning effectiveness result can be seen 
in Table 8.

Table 8 shows that the final score for every meeting is 
confirmed as very satisfactory. All final scores of the first 
meeting to the seventh meeting are above 90. It means that 
it is the criteria guidance that shows that the result is very 
good. Besides, teachers have been able to manage the class 
well, and all steps of the learning have also been conveyed 
well. In addition, the students follow the learning activity well. 
Thus, based on the obtained data, it can be concluded that the 
learning implementation of wise consumption education has 
been well and effectively applied. 

Learning result of students’ cognitive abilities

The result of students’ cognitive ability is obtained from 1) the 
result of pre-test and post-test, 2) the result of 10 quizzes. Pre-
test result is used to observe the initial ability of the students 
before taking a series of materials on wise consumption 
learning. There are 10 questions pre-test used to measure the 
cognitive ability of the students. Moreover, both pre-test and 
post-test use the same questions, so the result of the student’s 
ability before and after they get treatment can be perceived. 
Below is the score of the student’s cognitive.

Test results of paired sample T-Test show a significant 
number between pre-test and post-test with a significant score 
of (2-tailed) P= 0. 000, < 0.05 (Table 10). Therefore, there is a 
significant difference between pre-test and post-test.

Other than pre-test and post-test, 10 quizzes have been 
undertaken by the students using the Quizizz application 
(Table 12). The average score for quizzes 1 to 10 can be seen 
in table 12 below. Based on the initial score criteria (table 
6), the average final score of the students is above 90 for all 
quizzes which have been done. It indicates that the learning 
activity using the Quizizz application succeeds to improve the 
cognitive ability of the students.

Affective Assessment of the Students

Affective assessment of the students is conducted during 
cooking projects done by the students. In the last meeting, 
the students, together, do a learning of food or drink making 
project. Those activities are conducted to practice the learning 
themes which have been learned in one activity. The behavior 
score indication in making food or drink are; 1) sharing, 2) 
caring, 3) sorting of priority scale, 4) cooperating, 5) giving 
an example of work division, 6) behaving economical, 7) 
differentiating need and desire. Table 13 below is the conclusion 
result of attitude assessment data processing. The result shows 
that the average score of table 13 is 93.69, so it can be concluded 
that the result is within the very good criteria. Hence, all given 
materials have been able to show behavior by the expected 
indicator. 

dIscussIon

Development Process of Wise Consumption Product

According to Bloom cognitive ability is an ability relating to 
intellectual knowledge and skill (Fields, 2021). Based on the 
assessment result of the pre-test, it can be known that the 
completeness of the students is only 8%. The factors which 
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Table 6: Learning Effectiveness Criteria seen from Students’ Cognitive 
Ability

Score Scoring Scale SCORE Qualification

4 81-100 A Very Good/ Very High

3 61 - 80 B Good/ High

2 41  - 60 C Sufficient

1 0  - 40 D Very Bad

Table 7: Students’ Cognitive Ability Result of Small Group Trial

Theme N Max Score Total Score Final Score Score Criteria

2 50 75 75 100 A Very Positive/ Very Good

3 50 75 69 92 A Very Positive/ Very Good

4 50 75 67 89 A Very Positive/ Very Good

5 50 75 72 96 A Very Positive/ Very Good  

6 50 75 74 99 A Very Positive/ Very Good

7 50 75 68 91 A Very Positive/ Very Good

8 50 75 71 95 A Very Positive/ Very Good
Source: The resulting data is processed by the researcher

Table 8: Observation Assessment Result of Teacher Activity in Class.

Meeting ∑ Item Total Score ∑Score Final Score Score Criteria

1 22 88 81 92 A Very positive/ very good

2 21 84 76 90 A Very positive/ very good

3 22 88 82 93 A Very positive/ very good

4 20 84 78 93 A Very positive/ very good

5 22 88 82 93 A Very positive/ very good

6 20 84 78 93 A Very positive/ very good

7 18 72 67 93 A Very positive/ very good
Source: The resulting data is processed by the researcher

Table 9: Paired Samples Statistics.

Paired Samples Statistics

Mean N Std. Deviation Std. Error Mean

Pair 1 Pre 41.37 175 13.534 1.023

Post 82.63 175 14.541 1.099

Table 11: Paired Samples Test.

Paired Samples Test

Paired Differences

95% Confidence Interval of the Difference

  Mean Std. Deviation Std. Error Mean Lower Upper t df Sig. (2-tailed)

Pair 1 Pre – Post -41.257 14.329 1.083 -43.395 -39.119 -38.090 174 0.000

Table 10: Paired Samples Correlations.

Paired Samples Correlations

N Correlation Sig.

Pair 1 Pre & Post 175 0.481 0.000

make the pre-test score loware; first, students’ knowledge of 
wise consumption material is still deficient, which will affect 
children’s cognitive ability. As stated by (Maimon et al., 2016; 
Sit, 2015) that when children who rarely get educational 
stimulation (knowledge) or do not even get educational 
stimulation (knowledge), it can be ensured that their brain 

develops smaller by 20-30% than the brain of the children 
in their age who get regular stimulation. The case will 
ultimately affect the level of children’s intelligence. According 
to (Qudsyi, 2016), it needs an appropriate learning method 
in the learning process of children to get the optimal result. 
Moreover, education for children must be designed by paying 
attention to all aspects which can optimize the development 
of children. Every child has different potential in each form 
of development (Smith & Cowie, 2015). Thus, to optimize 
children’s development, the appropriate facility must be 
provided, i.e. proper education. 

Education patterns for elementary school-age children 
must be developed based on the natural learning ability of 
children. In other words, it should be by the principle of the 
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Table 12: The results of students’ cognitive scores in doing 10 quizzes in the Quizizz application

Meeting N ∑ Questions Max Score ∑Score Score Score Criteria

1 175 10 1750 1680 96 A Very positive/ very good

2 175 10 1750 1722 98.4 A Very positive/ very good

3 175 10 1750 1680 96 A Very positive/ very good

4 175 10 1750 1610 92 A Very positive/ very good

5 175 10 1750 1736 99.2 A Very positive/ very good

6 175 10 1750 1666 95.2 A Very positive/ very good

7 175 10 1750 1610 92 A Very positive/ very good

8 175 10 1750 1666 95.2 A Very positive/ very good

9 175 10 1750 1708 97.6 A Very positive/ very good

10 175 10 1750 1624 92.8 A Very positive/ very good
Source: Data is processed by the researcher

Fig. 5: Thumbnail of Quizizz Application

Table 13: The Affective Score of the Students 

N ∑ Item Total Score Max ∑ Total Score Max of Class ∑ Total Score of Class Final Score Score Criteria

175
Students

7 28 4900 4591 93.69 A Very Good

Source: Data is processed by the researcher 

Fig. 6: Thumbnail of Animated Video

development of children’s brain function. Besides, at the 
elementary age education stage, the learning process should be 
attractive, which can make children active, and creative, and 
give the impression of fun (Aisyah et al., 2019). The elementary 
age of children’s life is very important and a foundation for 
determining further developments (Dalziel et al., 2015). 
(Kwasu & EmaEma, 2015) stated that the use of interactive 
media can stimulate conceptual thinking in which more than 

one sense is working. The greater the number of senses involved 
in the learning situation, the better the learning activities 
will take place. In addition, the use of audio, text, multi-color 
picture, light motion, and other special effects will provide a 
remarkable chance for the students to develop. It will improve 
their ability to be innovative in thinking and practice.

Those two are two factors that cause the pre-test to score 
low. Therefore, interactive learning is designed using the 
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help of the Quizizz application, in which the application 
can design learningby collaborating the use of audio, text, 
picture, etc which can stimulate the students to learn. After 
undertaking the series of learning from Quizizz, the student’s 
score from 10 quizzes and final score onthe post-test show 
very good criteria. All students complete their learning. 
It is by(Anderson et al., 2016), stated that animation or 
interactive learning has been used for two purposes, they 
are: 1) explaining the basic concept, or 2) providing real-life 
context in applying existing knowledge. The use of digital 
equipment, such as animation or interactive learning, 
has changed the way education is delivered, especially in 
elementary school. Animated media or interactive learning 
usage can provide an entertainment element in the teaching 
and learning process. Furthermore, the use of interactive 
animated teaching materials can help to present the complex 
concept in a simple way to shape, create more interest in the 
subject, motivate students to learn better, improve message 
accuracy, and play an important role to improve the academic 
performance of students. Good animation or interactive 
learning can improve communication quality by emphasizing 
the specificity and accuracy of the message, and createa way 
for the integration of new information with prior knowledge 
of students (Shreesha & Tyagi, 2016).

Students who have high initial knowledge can determine 
the gap between internal and external information they have. 
Animation and animated learning can improve knowledge 
because animation is more interesting and credible. There 
are two reasons foranimation usage as learning media, 
they are; 1) animation and animated learning are used as 
study companionsthat can be used as a virtual characters in 
the interactive narration, and 2) the use of animation and 
animated learning can produce interesting experiences, so the 
students are easier to understand what is being said, acted, and 
exemplified. Animation and animated learning can facilitate 
more learning by providing multiple perspectives on a complex 
concept. Animation pictures and animated learning can 
also lead the observer in practicing important aspects of the 
display, conveying procedural knowledge, demonstrating the 
dynamics of the subject matter, and enabling learning through 
the manipulation of objects displayed (Bétrancourt & Chassot, 
2008; Shreesha & Tyagi, 2016).

The existence of animation in learning allows the students 
proceeding the information efficiently (Goff et al., 2017). The 
cognitive theory of Mayer about interactive learning stated 
that multimedia-based learning has addictive nature. Thus, 
when multimedia is used as learning media, the students 
will study better, in terms of absorbing information, because 
there is a combination of verbal and visual, not just in writing 
(Wouters et al., 2008). Moreover, animation in teaching 
and learning can relieve boredom. Animation can activate 
the sense of sight and hearing, and it can provide examples 

through concrete things. The use of animated media can 
provide the students with higher interactive activity, and 
stimulate conceptual thought in which more than one sense 
is at work. The greater the number of senses involved in the 
learning situation, the better the learning activities will take 
place (Kwasu & EmaEma, 2015).

Interactive animation usage in the learning will also 
generate a positive impact. In addition, it can improve 
understanding. The students can learn through the messages 
delivered in the story of an animated cartoon(Banchonhattakit 
et al., 2012). The existence of a story within an animated 
cartoon will lead the students to act like the character that 
appeared in the animated cartoon(Liu & Elms, 2019). It has 
function as a behavior model which can be imitated by the 
students (Banchonhattakit et al., 2012).

Affective Assessment

Affective assessment is conducted through the project activity 
of making foods and drinks together. Affective assessment 
is part of behavior assessment (Adesoji, 2018). An effective 
assessment indicator is considered a success if there is a 
change in the student’s behavior positively. The instrument of 
affective assessment is more complex and needs carefulness, 
thoroughness, and patience in doing the assessment. Hence, 
the teachers must do deep observation to find out the behavior 
change of the students. 

Correspondingly, children aged 6-9 years can think about 
concrete situations or events. Children at those ages tend in 
learning, the characteristic of the tendency is; 1) concrete 
which contains some meaning that the learning process of 
the children is started from real or concrete things, so the 
children will get meaningful lessons and quickly absorb 
the knowledge when they experience events or see the real 
situation. 2) Integrative which means the students are not 
able to differentiate the concept of various knowledge yet, 
thus deductive learning is an appropriate way to teach 
children at those ages. 3) Hierarchy, is the way the students 
learn to develop gradually from simple things to complex 
things (Hakim, 2014), so the implementation of project-based 
learning is very suitable for training children to learn through 
a real examples.

The students are given 1 project to make food or drink 
according to the group agreement at the previous meeting 
which they must work on together. Based on the result of the 
activities which have been done, there are behavior changes 
both individually and in a group. It is shown by the criteria 
score of affective assessment showing a very good result. 
Besides, it indicates that the goals of the learning series have 
been achieved. Also, the indicators of behavior assessment 
are; 1) sharing; students give their foods to friends or other 
people who do not have same foods, 2) caring; students help 
their friends who need help, 3) sorting of priority scale; 
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students fulfill the needs of the group, not fulfill the needs of 
individuals, 4) cooperation; in group work all group members 
must be involved in doing the project, and no one is doing 
nothing, 5) giving examples of work division, students have 
already divided the work of each member to complete the 
project of making foods and drinks, so their tasks can be 
completed quickly, 6) behaving economical; in using needed 
things and equipment, every student must be able to save 
things or calculate how many items must be used, so there is 
no leftover and all items can be used properly, 7) differentiating 
needs and desires; when the students are asked to do making 
foods or drinks project, they must be able to determine what 
items are needed at the time of selection of raw materials, so 
it is not necessarily an individual desire.

Project activity is a series of events involving all students in 
the learning process. Moreover, experience is good education, 
accordingly, assimilation and accommodation process that 
can generate intellectual development from the activity will 
be occurred (Hergenhahn & Olson., 2012). For realizing 
good education, teachers need to apply basic theories such as 
constructivist theory which can allow the students to construct 
their knowledge. Constructivism in learning is a philosophy 
coming from an idea about the formation of individual 
knowledge which is the result of a process of experience (Berlia, 
2011). Constructivist theory is a theory stated by Piaget, which 
this theory is based on the premise that learning action is 
based on the process which links the newest knowledge and 
the existing knowledge (Dennick, 2016).

Project-based learning is a comprehensive approach 
designed to bring the students in dealing with a problem 
(Blumenfeld et al., 2011). Project-based learning is learning 
focused on students and collaboration which are integrated 
with problems and real-world practice (Chiang & Lee, 2016). 
The research finding (Lattimer & Riordan, 2011) showed that 
project-based learning is an effective way of bringing and 
motivating the students to learn. Additionally, project-based 
learning is an innovation of the learning approach in the 21st 
century (Bell, 2010).

The positive effect obtained by the students after doing 
project-based learning is that they can improve positive 
behavior, which is having the ability to solve problems 
(Gülbahar & Tinmaz, 2014). Project-based learning is a strategy 
in the learning activity developed using constructivist learning 
which requires the students to construct their knowledge from 
the activities they have done. Further, project-based learning 
is contextual cooperative learning designed in five main 
phases, they are; 1) selecting, 2) project planning, 3) finding 
information regarding the project topic, 4) developing and 
performing the plan to complete the project, 5) representing 
and evaluating the project outcome and the effort of the 
students in solving the problem(Gai Mali, 2016). 

conclusIon

Familiarizing children to use money well so that they have 
wise character in consuming can start from after elementary 
school or age 7 to 12 as the sample in this study. The school 
itself is the most ideal place to start the formation of this wise 
consumption character. One way is to provide an educational 
model. The right choice of learning for students of that age is 
learning using animation. This method was investigated using 
the method the model of this research used DBR (Design-Based 
Research) from (Amiel & Reeves, 2008).

Based on the overall result, it can be concluded that the use 
of animation as interactive teaching material can help provide 
simple complex concepts to shape, create more interest in the 
subject, motivate students to learn better, improve message 
accuracy, and play an important role to improve the academic 
performance of students. There are two reasons for animation 
usage as learning media, they are;1) animation and animated 
learning are used as study companions that can be used as a 
virtual character in the interactive narration, and 2) the use 
of animation and animated learning can produce interesting 
experiences, so the students are easier to understand what is 
being said, acted, and exemplified. 
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