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Abstract. The growing e-learning platform associated with the explosion in the Web
2.0 tool drives educators to initiate what is called collaborative learning platform with
their students using social media. The open collaborative platform focused on the nature
of the Web 2.0 era which is using associated tool for education technology, participation of
students, and interactive approach. Higher education institution is challenged to become
more creative to create an interactive learning platform. One of the trending solutions
is used social learning platform, which combines learning technology with the social me-
dia environment. Social learning as learning method combines multiple media that are
designed to complement the learning platform. The purpose of this study is to identify
how social media could implement as an interactive tool to support blended learning in
a higher education institution. The methodology of this study using design science re-
search to identify the appropriate social learning system model which consists of seven
stages: design as an artifact, problem relevance, design evaluation, research contribution,
research rigor, design as a search process, and communication of research. The result of
this study provides a social learning systems application as a tool for higher education
institutions to increase learning experience in terms of participation and collaborative
learning.
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1. Introduction. The present times the worldwide accessibility has changed the world
to be more interactive. People are increasingly inclined to use their virtual life on existing
prevalent social media platform, such as Facebook, Twitter, and YouTube [1]. These
websites provide favorable platforms to communicate and collaborate with other. Global
Internet users spend 101.4 minutes per day browsing social network [2], and they use social
media to communicate with friends, colleagues, family member: a source to access enter-
tainment, a channel to share knowledge, as a media to knowledge update, etc. [3]. This
phenomenon has completely revamped how people interact and communicate. Moreover,
social media platform has an important role in information and knowledge management
to support business process. Hence, these platforms have been used by many institutions.
One of them is a higher education institution, which has transformed student learning
experience using technology to support a suitable learning environment [4].

A previous study has identified the relationship between social media usage and accul-
turation from many indicators. Table 1 shows the implementation of social media in the
previous studies.

Among the number of terminology Web 2.0, until now the educational institution is still
identifying a suitable framework to define learning experiences using the Web 2.0 platform
that can be merged into learning process. Currently, many studies from psychology and

DOI: 10.24507/icicel.14.07.643

643



644 T. OKTAVIA AND E. CAHYADI

Table 1. Social media in the previous studies

Social Media Studies
YouTube [5-10]
LINE [11-14]

Facebook [15-21]
LinkedIn [22]

information system have identified important variables dealing with the learning platfor-
m, and one of them is social learning [23]. Social learning can be used to identify the
environment when learners and technology interact using tools and device to collect and
interpret information through a process interaction with other [24], because it is common-
ly understood that it goes beyond individual learning process [25]. However, there is very
tight work that identifies what educators’ preferences to build a learning platform of the
wide range of Web 2.0 technology available in the context of the learning environment.
Focusing on the importance for the higher education institution to survive in the compet-
itive world [26], it is valuable to determine whether the tool of Web 2.0 has to integrate
with the resources of construction of learning [27].
On these days, the traditional way of teaching and learning is not attractive for students

in millennial generations [28]. Social media have been adopted as part of the teaching and
learning tools to improve educational achievement and the traditional learning environ-
ment is gradually being enhanced with both online and blended learning [29]. Moreover,
some studies state that social media gives a positive impact on teaching and learning
environments because most students use social media as part of their daily life and they
prefer to have more freedom and self-learning approach [28]. Thus, it is necessary to use
social media as part of the teaching and learning environment to reduce the complexity
of the study. Based on higher education institutions requirements and the shifting of
student behavior, this study proposes a platform based on social media tool that reads
data from social media, especially for Facebook, LINE, YouTube, LinkedIn [30] which
are very familiar to be implemented for learning process and these platforms can extract
valuable data that can be used to support learning platform. The output of this study
focuses on social learning model and the implementation of social media features into
learning platform to enhance interactivity on the class based on application approach,
so we will describe the implementation using diagram in the discussion section to show
social learning proposed mechanism.

2. Methodology. In line with building social learning, particularly institution has to
be aware about the development of shared understandings of problem which requires the
participation of a wide range of actors [31]. Therefore, this research focused on a cross-
sectional research design using design science research based on an extensive literature
search database, such as ScienceDirect, Proquest, and Taylor & Francis. A pre-validated
construct was developed and used in this study. This research used design science re-
search which combines a focus on the IT artifact with a high priority on relevance in
the application design [32]. The design science research guidelines are divided into seven
steps.

• Design as an artifact, in this step the research must develop a viable artifact in the
form of a method, model, construct, etc.

• Problem relevance. The objective of design science research is to develop a solution
based on the business problem.

• Design evaluation. The output of a design artifact must be rigorously assessed via
well-executed evaluation methods.
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• Research contributions. The design science research must implement clear and veri-
fiable contributions in all areas.

• Research rigor. Design science research relies upon the application of rigorous meth-
ods in both the construction and evaluation.

• Design as a search process. The search for an effective artifact requires utilizing
available means to reach desired ends.

• Communication of research. Design science must be presented effectively to both
technology-oriented and business perspective.

3. Discussion and Implication. Modern society is indicated by accelerating develop-
ment of technology to achieve global recognition [33]. Higher education institution as a
dynamic institution has the vision to prepare the student to be ready face the shifting
era, so the education institution must be the best place to educate the students. Ac-
cording to this fact, this study is an attempt to see how social media collaborate with
learning platform as one learning system called Social Learning Systems. According to
theoretical foundation it is indicated that there are different types of experience built and
different cognitive factors when students use social media. Moreover, this study adopts
virtual activity to enhance the learning experience. The participants of a social learning
environment will include students, instructors, and external users as a learning partner.

3.1. Social learning model. The procedure of developing a social learning system is
carried out based on the needs of the learning system in the higher education institution.
So far, this e-learning system is believed to be a learning system that can meet the learn-
ing activities connected between students and lecturers, but based on the conditions that
occur at this time the communication channel has shifted patterns of interaction from the
students who tend to be fluent in using social media as the most popular communication
tool at the moment. Therefore, the social learning system is a solution to collaborate the
preferences of the students who are currently included in the Y or Z generation, which
are the generation who are adaptive and active to use social media on their daily activity.
The proposed social learning system is connected to the API (Application Program Inter-
face) of social media based on the channel preferences of the teaching participants, which
consists of social media LINE, Facebook, YouTube, and LinkedIn. This social learning
model is shown in Figure 1, and it is derived based on electronic learning activities con-
sisting of absorb, do, and connect activities. Then it is mapped with the RASE (Resource

Figure 1. Use case social learning
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Activity Support Evaluation) pedagogical model to ensure that all processes meet stan-
dardized conditions, so that the learning process can run independently by collaborating
social media channels. The social media channels will then be derived through features
mapped based on functionality that has been measured by the method conjoint, so that
channel preferences and features have adjusted to the desires of the teaching participants.
The expected result of that is to encourage teaching participants to be more active using
social learning, so that it can have a positive impact on the performance and engagement
of the teaching participants. The features derived from social media functionality consist
of: signing in, managing profiles, photo/video updates, share progress, post questions &
answers, creating a post, creating events, trending courses, emojis & stickers, chat, add
friends, course updates, like page, share certificate, live stream, like, comment, YouTube
channel, watch later, group, watch later, advertisement, trending topics. Features that are
basically obtained from the e-learning learning system and that use t-tests and the inter-
val tests are still used, including reading material, videos, course timelines, assignments,
quizzes, exams, reports, ratings, certificates, forums, and email features. In Figure 1, it
can be seen that the collaboration of the learning process does not only occur between
teaching participants and instructors but involves external users who can interact directly
with instructors and instructors using selected social media channels. With this channel,
external users can provide input related to the learning process undertaken. Actors in-
volved in the learning platform consist of 4 main actors, which are students, instructors,
admin, and external user (industry or other higher education institution). The business
process flows based on each actor can be seen in Figure 1, which describe the integration
process using Facebook, YouTube, LINE, LinkedIn.
Students who have registered can immediately log in according to the role they have.

Students can also log in using Facebook by pressing the ‘sign in with Facebook’ button,
then the application will automatically access the teaching participants’ data contained
on Facebook so that later students can connect using Facebook social media features.
Students can also edit their profile if there is any change in personal data. On the edit
profile page, data that can be changed are name, date of birth, gender, photo, and self-
description.
To enhance the learning experience to be more attractive there are some features that

can be combined to integrate with social media features. Some features that can be
accessed by students include self-data editing features, registration of courses, view history
of the course, view learning videos, view videos from YouTube channel, search for video
channels, post questions, view update material, share forum topics, choose trending topics,
add friends, create threads in forums, access additional material, do assignments and
quizzes, share certificates, chat, and forums. Students who want to take courses can
search the course menu and then find the desired course.
If the students are registered and can log into the system, they can access the video

containing the material from the course taken. During the course, the student must
play all the videos provided to completion and work on the available assignments and
quizzes. Student can complete the video at any time after enrolling in a course. After
finishing watching the learning video, the instructor can post the learning progress that
has been made to Facebook social media. The contents of the post stated that the
teaching participants had completed the learning according to the topic in the video. If
within 14 days the participant does not access/continue the learning course, the system
will automatically send a notification to the e-mail of the teaching participant. If after
notification is given, the student still does not continue the course for 30 days from the
time the e-mail reminder is sent, the system will reset the course, so the course must be
repeated from the beginning again.
After the course has finished, students can do a quiz from the course as a whole as an

evaluation of the learning outcomes that have been done. The form of the quiz can be
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multiple-choice, essay, or case. If the students do not pass the quiz, then they must take
the quiz from the beginning with a different question. However, if the student passes,
the system will automatically generate a graduation certificate from the course and the
participant can download the certificate, even if the student wants to upload the certificate
on their LinkedIn profile, it can be shared directly through this social learning system, so
the certificate is directly added to the LinkedIn account of the teaching participant.

During the learning process, students can conduct discussions through the forum fea-
ture. In this feature, students can view existing threads, and follow discussions in forum
threads created by other students. In addition, students can create new forum threads.
Data that must be filled in thread creation is thread title and contents of the thread. The
thread is made into a means for discussion with other participants. When a participant
conducts a new activity in the forum such as creating a thread or replying to another
participant’s thread, the teaching participant can share activities in the forum into his
Facebook account, so that they can get responses from parties who have competence in
the topics being discussed at the forum. In addition, students can interact with other
participants, instructors, and the admin. This chat feature allows users to use text, stick-
ers, and emojis to express conversations. All the social learning platform processes can
be seen in Figure 2, which involves internal and external participants who collaborate in
one learning system that collaborates with social media features.

3.2. Social learning architecture. The proposed architecture design for social learning
architecture can be seen in Figure 3. The proposed social learning system does not create
the function from the beginning, but the social media features will be adopted, using API
shared by social media, so there will be an exchange of data and a process between the
learning system built with the connected social media channels, but implementing features
remains embedded with social learning systems. Technically, for the proposed social
learning architecture, the students will be connected to the higher education institution
data related to the ongoing learning system. The operational system at the institution
will regulate the registration and administration process in the learning process, such as
teacher allocation, learning material, assessment, payment, and reports. However, this
research will not focus in detail on the daily operational activities of the e-learning system
that are commonly run in general, but rather how the learning process in institutions can
be integrated with the use of social media features. This research will show that the use
of social media features can support the interaction of students with other students, and
with instructors. The use of social media features can also be accommodated using a
social learning system that is built based on the desired social media preferences channel
of teaching participants, i.e., LINE, Facebook, YouTube, and LinkedIn. The social media
platforms will blend with learning activities in order to build a social learning system so
that all learning activities can be directly linked to social media owned by the teaching
participants. In that way, the learning process in social learning that is built does not
only take place in one system but has additional space for interaction by using social
media platforms that are very close to the daily lives of the teaching participants so far.
Moreover, they will not feel bored when they study because the systems accommodate to
interact with others easily so the learning process will be fun and attractive. The process
flow for the proposed application can be seen in Figure 4.

4. Conclusion.

1) As the use of Internet technology becomes more advanced, higher education institutions
and other educational institutions are realized to design learning methods suitable for
the needs of their learners [34]. Not only this factor, the other factor that drives the
higher education institutions must change is the shifting of generation. Now, most
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Figure 2. (color online) Use case social learning

of the students are millennial generations that are very familiar to use technology to
support their daily lives.

2) According to fulfill the higher education institution needs, this research focused on
building social learning platform that can accommodate how the student interacts with
other which usually uses social media as communication and collaboration channel
for their daily lives. For higher education institution social media offers a learning
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Figure 3. Architecture design for social learning systems

Figure 4. Structure diagram

experience of the learning process. As such, the social learning model offers potential
implementation for the social learning environment.

3) The evolution of social media functionality creates new characteristics to convert learn-
ing experience more interesting. In the proposed social learning systems that combined
social media features from LINE, YouTube, Facebook, and LinkedIn, it can adopt so-
cial media feature that can support learning functionality to be more attractive which
involve student, lecturer, external participants, and admin.
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4) For future research, we can update the new features of social media that can be col-
laborated with the learning process so learning environment will be interesting and
accommodate the millennial behavior.
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