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Abstract
The aims of this classroom action research ar@saribe: (1) the implementation of cooperativerieag model
find someone who and flashcard gatoeboost students' motivation to learn social iswidor the fifth grade
students; (2) the response of the fifth grade stisdat SDN Klanderan, Kediri, East Java on the @mgntation
of find someone who and flashcard gafbe subjects of this study were 32 students.sfhey was conducted
in one cycle. Then the data collecting in this gtwdas done by using observations, questionnaired, a
interviews. Research data analysis technique wae 8y using qualitative descriptive. The conclusidrihis
study are: (1) students' motivation to learn sosfiatlies for the fifth grader at SDN Klanderan ioyad that can
be seen through the achievement aspect of the ssfatexpectation, persistence of effort in leagnims well as
the ability to face and overcome the failures afriéng and (2) the fifth grade students at SDN K&man
respondgind someone who and flashcard gaofidearning with fun, the spirit of thinking, ardree.
Keywords: Cooperative Learnind;ind Someone Whé&lashcard GamgMotivation to Learn

Social Studies at primary school level is basicallyps to prepare students as citizens who master th
knowledge, skills, attitudes and values that canubed as an ability to solve personal problemsoaias
problems as well as the ability to take decisiond participate in various community activities irder to
become good citizens (Sapriya, 2012: 12). From rvbsiens and interviews with teachers and studdnis,
obtained information that: (1) most of the studemiten encountering difficulties do not try hardptarsue their
desire, (2) the majority of students have not belgle to complete tasks in a timely manner, (3) whieidents
get a poor score, they have no attempt not tagain; (4) students are not accustomed to coopefititdriends
when they finds problems in learning. Based on olagimns and interviews, it can be concluded tlinat t
condition of students' motivation to learn socitlidéges is still low. According to Schunk, et al.0(B),
motivation can influence new learning and perforoganf skill, strategy, and behaviors that have tstadied
previously. One attempt to raise awareness inttidest motivation to learn is the use of coopeeal@arning in
the classroom.

This study uses cooperative learning tfiped someone who and flashcard gadeveloped by Spencer
Kagan. The use of learning with both types is etgubdo attract and facilitate students to improsarting
motivation. Find someone whis a learning strategy to find a partner thatbteao work together to solve
problems.Flashcard gamds the speed of learning strategies to solve problin pairs (tutee and tutor) with
three rules are given a full answer signal, bihalg answer, and no answer signal at all.

Previous research that consistent with the uskediridd someone whim learning is a study conducted
by Sholihat (2013), entitled "The Implementation ©boperative Learning Model Find Someone Who in
Improving Japanese Vocabulary Mastery for the Bhsieel". The results showed that learning vocalyweith
this technique makes learning more interesting, fanotivating, and increase vocabulary and coopmnabif
students in the classroom. Relating to the udasificard gameén learning, research conducted by Widyasari, et
al. (2013) entitled "Implementation Method througkdia flashcard games in English Vocabulary forftheth
grade students of SDN 2 Kebasen" indicated thainipbementation of the game through flashcard netten
improve English vocabulary.

Based on the results of previous studies above@nicessary to study how to increase the motinatio
learn social studies for the fifth grade studentsocial studies. The broad objectives of this wtace: (1)
describe the implementation of cooperative learaindfind someone who and flashcard gatoéoost students
'motivation to learn social studies for the fiftrade students of SDN Klanderan, and (2) describesthdents'
responses to the implementationfofd someone who and flashcard gaimecharge social studies at SDN
Klanderan.

METHODS

The design of this study is a classroom actionanese Subject in the study is the fifth grade stuslat
SDN Klanderan that consist of 32 students. Accaydiemmis & Taggart in Denzin & Lincoln (2011) agtio
research, in general, this is interpretive qualitatdata collection by educators / teachers in rofde the
educator / teacher is able to provide an assessamghtevaluation of methods and techniques to imgrov
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practices their own teaching. Based on these apsnibcan be taken notion that teachers have tteosty to
conduct research that can improve teaching practi€éus, this research used descriptive qualitatia
analysis techniques. Furthermore, the researchsisd the theory and logical reasoning till thectugsion.

The research data collection tool is interviewsseashations, questionnaires and documentation.
Researcher is a key instrument of planning, implaaten, observation, interviews, and reports #mults. To
measure the level of success in achieving studenivation in social studies, This study using matignal
aspects of learning by Shapiro (1997) which cossidtthe expectation of success, persistence ofteif
learning, as well as the ability to face and overedailure.

RESULTS

This study begins with the planning phase thatuaes planning, learning devices and instruments of
research. Learning device includes lesson plars;nirg Media, Workshedind someone whand cards about
flashcard game Research instruments include observation shéegtsquestionnaires, interview guides on
student motivation to learn social studies for fifilh grade students after the action and intervwides on
students' response on the implementatiofindf someone who and flashcard game

The Implementation of Cooperative Learning ModelFind Someone Who and Flashcard Game to Improve
Student Motivation for Social Studies for the FifthGrade Students

During implementation stage of the action and olatén about motivation to learn Social Studies
there are three research findings. First, expectatof success can be increased significantly éytbvision of
the interesting cards material and clear ruleshefdame in the learning afind someone who and flashcard
game It is characterized by the desire to get goodiggathe desire for achievement, and mastery gésub
matter. Second, the increased persistence of efitot learning as indicated by the effort to maimtan
optimistic attitude toward the value of learninhaugh it found it difficult to maintain their buess, and set
the time it takes to complete a task through tometion. It is proved by observation after the stots interact
with fellow group / pair, get a chance to switclesy and express their opinion in turn. Third, sitd are able
to face and overcome failure in learning more respRown by the business rather than the resullizestheir
success is built on failure, and realize the sugoésooperation that can not be achieved by orsopealone.
The Response of the Fifth Grade Students to the Inbmentation of Cooperative Learning ModelFind
Someone Who and Flashcard Game

At the stage of implementation of the action andesbational studies, there are two research firding
related to student responses on the implementatfotwo models. First, cooperative learning modied
someone whand flashcard gameaises the interest of students to learn. Secledning to look for partners
can help and switch roles easier for studentsitiktiMost students show a sense of fun and leartiragree
when looking for a partner that can help to solvebfems and play a role held again at the meetingtteer
learning.
Reflection

Since the results of the study are in accordandd trie purposes of the study, the researcher
simultaneously agrees with her co-observer nobtuigue the next cycle. This is in accordance withopinion
of Kemmis & Taggart in Denzin & Lincoln (2011: 608)ated that the criteria for the success of Ciasar
Action Research does not lie in whether the paaicts have followed the above steps strictly, hthar on
whether they have a strong sense and authentitetalévelopment and advancement of their practibes,
understanding of these practices, and situatioreseMine ongoing practice.
DISCUSSION

Description of increased motivation to learn soahldies for the fifth grade students in this study
include aspects of "expectation of success", "diligefforts in learning”, and "ability to face ansercome
failure". The success of learning motivation coapige learningind someone whandflashcard gamés in line
with the opinion game Schwinger, et al (2010) whétplains that the motivation is not directly refhtto
student achievement, but the motivation stratelgie® a positive effect in managing learning inclassroom,
which in turn can improve intelligence and studeatning outcomes.
The Implementation of Cooperative Learning Model Find Someone Who and Flashcard Game Can
Improve Student Motivation on Social Studies for tle Fifth Grade Students

For the Primary school, organizing subject mati@beaces an integrated approach, meaning that the

subject matter was developed and drafted doesefiext to a separate disciplines but rather refethdaeal-life
aspects of learners in accordance with the chaisiits of age, level of development thinking arabits of
being and behavior, the subjects in primary scheetl contains Social Studies material such as iggity,
history, sociology and economics (Sapriya, 20I2)this study, the fifth grade students are givesigint into the
environmental conditions and the economic, so@al culture around the students. Students are given
freedom to find the answers, discuss, and expressithin the group in order to cultivate studerlshking
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ability and understanding in solving problems. Mational aspects of learning set forth in this gtiglbased on
the opinion Shapiro (1997) which includes the exgisan of success, persistence of effort in leagnand the
ability to face and overcome failure.
[1] The expectations increase of student succesprboyiding cards about interesting and clear ruéshe
learningfind someone whandflashcard game

The rules of the game is clear and the provisiomi&resting question cards as to stimulate stisdent
have the desire to get good grades, the desireadhievement, and mastery of subject matter. Inetkas
motivation to learn social studies in sub-aspecipéetation of success" tiind someone whéearning and
flashcardgaming include the desire to gets good gradesdéisée for achievement, and an increase in mastery
of the social studies materials. This is consistéttt the opinion of Stinmayr and Spinath (2009ttktated the
construction of different motivations gradually tdiputed to the prediction of school achievemergedfic
domain capability of self perception and valuesvgdub the highest increase, while the achievemenivanaind
goal orientation explains the lack of additionatiaats. Even when the previous achievements cdettosome
concept of motivation was proven to contributeubsequent performance prediction.

Moreover, the findings showed that the studentstuamet good grades because they wanted to be more
proficient in the Social Studies material, and fdwocial studies are useful for them. Reason afestts above
indicates strong desire to excel. It will naturathake provision in achieving the desired goals.rdalize the
desire of achievement required the ability to nrattite subject matter. Efforts are made to remaitinogtic
students get good value by diligently studyingjrntgyand praying. The students' attitude and effoets be
appreciated that the student has been a growingeaess to keep learning.

The fulfillment aspect of "expectation of succes®ans in accordance with the three main comporénts
the motivation is the need, encouragement, andogerpAccording to Maslow's theory in Arends (208f&ted
that the requirements are lower in the hierarchytnine satisfied at least in part before someonktwyilto
satisfy higher needs. With a clear expectationagier for teachers and students to provide feedbacthe
process of learning social studies, as it has Bhewn in the results of research on students' nsgpto thdind
someone whieasibility learning anflashcard game

[2] The students showed an increased persisteneoof into learning with learning
Modelfind someone who and flashcard game

The improvement in learning aspect of diligent gffao find someone who learning and flashcard
games are shown students after interacting withoapgof friends, get the chance to switch roles| express
their opinions in turn. Optimistic attitude, effoetnd ability to set the time to complete the teskne with the
opinion of Martin, et al (2009) which explained thhe theory of achievement motivation, currenuéss and
practice of education can be conceptualized in gesfirelational and motivational theory of selfezsh, to be
reviewed in the context of the role in the acaddim@&s of young children.

The findings showed that all students when encoadtdifficulties in completing the task, the stutden
attempted by asking friends, looking at the solrwek, and ask the teacher. This is consistent thighopinion
of Hardre (2010), which explained that teachersehanore influence in building personal relationshipgh
student, creating a classroom climate and buildsvation of individual students so that they effectlearning
and learning outcomes. People are motivated to leawdesire and willingness to confront and overcome
obstacles.

The results showed that most students can completask in a timely manner. The ability of student
to complete the task on time shows students haseftra strong attitude of self-regulation. In linghwthe
ability of self-regulation, Schunk, et al. (2008uhd that the motivation to engage in self-regafatearning is
not the same as achievement motivation in geneeafuse self-regulation learning requires selfdlear to take
responsibility for learning.

[3] Students demonstrated “the ability to face amercome failure in learning" after learnifigd someone who
is acceptable anitashcard gamavith pleasure and voluntarily by students

An increase in the aspect of "ability to face anéroome failure in learning" indicated studentshwit
more respect than the business results, is awatkeosuccess is built on failure, and realize thecsss of
cooperation that can not be achieved by one peatmme. Their ability to face as intrinsic motivati@nd
overcoming failure in learning as extrinsic motieat has a close relationship in the success ofsthdy, as
stated by Becker, et al. (2010) that there is &ecleelationship between learning motivation infanand
extrinsic motivation to learn. Cooperative learnimgdel find someone who and flashcard gaae extrinsic
factors can be accepted with pleasure and voliytayi students. Intrinsic factors indicated studewith the
ability to face and overcome failure in learning.

Based on the information and description of theaesh finding on aspects of the "ability to facel an
overcome failure in learning", it can be concludeat the students had been awakened attitudesedaviors to
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keep learning to use the time well. Attitudes arghdvior of the students showed intrinsic and esitin
motivation of students to learn positive incredsalso agreed opinion of Norman, et al. in Hanwavet al.

(2013) which stated that stance as forming theshafsthis behavior is also in accordance with thagiple of

compatibility in the theory of planned behavior whehe level of specification of the attitude objaectd the
object's behavior is consistent then there is sectelationship between attitudes and behavior.

The results showed that students realize that theicess is built on collaboration with classmates.
Lack of awareness of the need to cooperate in tiitede of success indicates that the learning abje of
social studies is that social skills aligned witle tnotivation to actualize themselves. Specific dioncapability
of self perception and values showed the highesease while the achievement motive and goal aiiemt
explains the lack of additional variants. Even wttka previous achievements controlled, some conoépt
motivation was proven to contribute to subsequenfiopmance prediction.

The attitude of the students in maintaining itsibess despite the difficulty of the subject matér
social studies showed persistence efforts. Thét spamifested by seeking help either ask the teadtiend, or
looking at books. The speed and effectivenessunfesits in doing tasks in a timely manner is onécatdr of
"diligent efforts in learning" to maintain an optstic attitude toward the value of learning and mbain its
business despite difficult. Positive increase stt&lemotivation with regard to fifth grade studetdsligent
efforts in the study" shows linkages intrinsic miation and extrinsic learning. According to Schuek,al.
(2008), intrinsic motivation refers to motivatiom €éngage in an activity because of the value /fitenaf the
activity itself. Whereas, extrinsic motivation iotivation to engage in an activity as a way of aglng a goal.
Perseverance shown students in social studies aheubbjects in the surrounding nature can be dadie
element of intrinsic motivation and desire accosipid by mastering the material can be categorizedna
element of extrinsic motivation.

A strong impression in the efforts of studentsctmmplete the task of learning is reflected in the
answers that students appreciate the effort ohiegrather than grades. Persistence studentsawittwareness
of trying to achieve good grades show a positivagento form a "confidence" in performing learniaghs. A
sense of confidence that students can do his workeaand in cooperation with a good value embothes
achievement increase learning motivation on stidédnfidence in the study is consistent with tleoty CET
(Cognitive Evaluation Theory) that intrinsic motiian causes individuals find and master the various
challenges, which satisfy their need to feel compeand self determination (Ryan & Deci in Schueikal.,
2008).

Students Respond Gladly, Spirit of Thinking and Agee on the Implementation ofFind someone who and
flashcard Game in for Social Studies

Cooperative learning requires cooperation and dieggendence of students in the task structure, the
structure of objectives, and its reward structukeefds, 2007: 4). Selection of the fifth grade std as
research subjects in accordance with Piaget'syi{@oSlavin, 2006) that at the age of 11 years @lerage age
of students in the fifth grade) the child has begurenter the formal operational stage to be abl¢hink
abstractly. Simultaneously, the formal operatiosi@ge of the ability to deal with situations of gutial or
hypothetical can form separate from the content.

[1] Cooperative learning modéhd someone who and flashcard gameSocial Studies raises the interest of
students to learn.

The findings showed that all students are hapdgdam with friends who could help provide answers.
Learning circumstances arithd someone whand flashcard gamen line with the part of the formation of
classes agreement (class building). This is in @aree with the opinion of Soetjipto (2013) whaetithat the
structure of class formation is used to train tiuelents in the class so that they can know eadr cticcept and
love one another.

Moreover, The findings also showed that in the enpntation of learning modéhd someone who
make students happy and eager with many friendscahdhelp answer. The reason for students beingyhiap
to switch roles characterized the interaction afdehts with a highly structured way to obtain faatsd
emotional intelligence information. Cooperativertéag in both models raises interest in studentgaon. The
interest shown by the students is by being happlythe spirit of good learning. Spirit demonstrastddent
learning in line with the opinion of Gillies (2008)ating that cooperative learning is a pedagogicattice that
are well documented in order to promote acadentieegement and socialization. However, many teacbidis
struggle with implementing them in the classroomatdDfrom interviews showed that teachers have #iymos
experience with cooperative learning. However, meachers still have difficulties in implementirtgn their
classrooms.

[2]. Learning by looking for partners who can hah switch roles easier for students to think
The findings showed that most of the students dtaagree”, "Glad to find a partner that can helpegi
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an answer", "Glad to switch roles as tutee andr'tigbowed that most of the arguments the studessisond
positively to the feasibility study arfthd someone who and flashcard garibe students' argument in line with
the social objective typéind someone whds to educate students to be able to be an alitener, ask
questions, contribute ideas, participate, exprdsas, follow the rules, give reasons, apprecideds, friendly,
patient, able to convince people, praise otherde &b solve problems, able to provide an explamatio
responsibility, make changes, switch roles, toleeaand cooperation (Kagan, 2009).

The result of observation, questionnaires and\rgars about student responses to the implementation
find someone whandflashcard gamehow atmosphere of mutual learning implementatioow, accept, love
and mutual support. Implementation of learning nhdohel someone whandflashcard gamend managed to
change the behavior of student learning so thatestis better understand the subject matter. Thislise with
the social objectives dfashcard gameype that educates students have the ability ¢ef@ca compliment, an
active listener, seek / provide help, follow théesy pioneers, like praise, words of clear, resinility, always
hold the task, switch roles, and cooperate (Kagaa9).

Based on the above explanation, it is understoatlldarning modefind someone whandflashcard
gamehave raised interest in the game students to.l&m introduction of lessons by linking teachingtemials
on the theme of natural objects around can be g#ective way to arouse students' intrinsic motoat The
introduction of lessons on the theme of naturakotsj around in line with the opinions Bergin & Tamsbn (in
Slavin, 2009) who said it was important to convistedents about the content of the material torbegmted, to
show (if possible) how the knowledge gained willuseful for students.

The results showed that the implementation ahleg andfind someone whandflashcard gaméas
attracted the interest of students in Social Stidteattract students to study indicate that the af both types is
in line with the opinion of Slavin (2009), whichagts that the intrinsic motivation to learn someghivill be
increased through the use of interesting mateaiatl also different kinds of ways of presentatiam.other
words, it is understood that use a variety of waysstrategies attractive presentation can enhatudest
learning.

The implementatiofind someone whand flashcard gamdearning strategy get a positive response
from students. Positive responses are given byestadof both learning strategies that means legrnin
implementationfind someone whand flashcard gamein Social Studies successfully. Positive responses
indicated that students in line with Vygotsky'sahewhich supports the use of cooperative learsingtegies to
help each other to learn. In addition, cooperadipagning allows the inner conversation of childessilable for
other children, so that they can gain an understgndf the process of reasoning with one anothéav(s,
2006).

CONCLUSION

Based on the results of research and discussierprtitess of implementation of action research hwiittitled
Implementation of Cooperative Learning Modiehd Someone Whand Flashcard Gameon social studies for
the fifth grade students that was carried at SDEnKeran (Klanderan Primary School) can be sumnthaze
follows: (1) The implementation of cooperative ldag andfind someone who and flashcard gacag improve
students' motivation to learn social studies ferfifth grade students at SDN Klanderan includesatgpof their
expectations of success, persistence of efforéamning, and the ability to face and overcome fail{2) The
Fifth grade student at SDN Klanderan respondedghiyi agrees, and more passion to think of the
implementation of cooperative learning mofietl someone who and flashcard gam&ocial Studies.
RECOMMENDATION

Based on the research findings cooperative leammiadelfind someone whand flashcard gamesan enhance
students' motivation, researchers have recommemdath be considered. The results show that the
implementation of cooperative learning motietl someone whandflashcard gaméor the fifth grade students
at SDN Klanderan can increase the motivation tmlsacial studies, teachers are expected to be@bigrove
students' understanding in receiving the mateaiad train students to be active and socializingroup during

the learning process.

REFERENCES

Arends, R. I. 2007.Learning To Teach(Belajar untuk Mengajgt Terjemahan Helly Prayitno dan Sri
Mulyantini, 2008. Yogyakarta: Pustaka Pelajar.

Becker, Michael; McElvany, Nele & Kortenbruck, Mt Intrinsic and extrinsic reading motivation as
predictors of reading literacy: A longitudinal studlournal of Educational Psychology, Vol 102(4), Nov
2010, 773-785. Google Scholar, retrieved 4/11/2014

Denzin & Lincoln. 2011. The Sage Handbook of Quatiie Research. Kemmis and Mc. Taggart R.

170



Journal of Education and Practice www.iiste.org
ISSN 2222-1735 (Paper) ISSN 2222-288X (Online) 5-'—.!l1
\ol.6, No.17, 2015 IIS E

“Participatory Action Research Communicative Actiord the Public Sphere’Penerjemah: Dariyanto.
Yogyakarta: Pustaka Pelajar.

Gillies, Robyn M. & Michael Boyle. 2010Teacher's Reflections on Cooperative Learning: ésswof
Implementation. Teaching an Teacher Education. Volume 26, issueGdogle scholar. retrieved
4/11/2014.

Hanurawan, Soetjipto, dan Prastuti. 2013. PengegayafProgram Pendidikan dan PelatihBerilaku Anti
Tawuran Pelajar Berbasis SikapPPsi Universitas Negeri Malang.

Hardre, Patricia L. 2010Examining Rural High School Teacher Characteristaasl Motivating Strategies
Teacher Education and Practice. Volume 23. Googf®Iar, retrieved 4/11/2014.

Kagan, Spencer & Miguel. 200Bagan Cooperative Learnindgagan Publishing.

Martin, Andrew J & Dowson M. 2009nterpersonal Relationships Motivation, Engagemenyg Achievement:
Yields for Theory, Current Issues and EducationabcHce. Review of Educational Research.
Ter.sagepub.com/content/79/1/327.short, retrievédl/3014.

Sapriya, 2012Pendidikan IPS Konsep dan PembelajarBandung: PT Remaja Rosdakarya.

Schunk, Dale H, Paul R. Pintrich & Judith |. Mee2608.Motivasi dalam Pendidikan Teori, Penelitian, dan
Aplikasi Terjemahan Ellys Tjo, 2012. Jakarta: PT Indeks.

Schwinger, M., R. Steinmayr & B. Spinath. 206w do motivational regulation strategies affechivement:
Mediated by effort management and moderated byliggece. Learning and Individual Differences.
Volume 19, Issue 4, December 2009, Pages 621-684I& Scholar, retrieved 4/11/2014.

Shapiro, Lawrence E. 199Mow To Raise A Child With A High EQ A Parents’ Guid Emotional Intelligence.
TerjemahanMengajarkan Emotional Intelligence Pada Andkenerjemah. Alex Tri Kantjono, 1997.
Jakarta: PT Gramedia.

Sholihat, Shinta. 2013Efektivitas Model Pembelajaran Kooperatif Teknikndri Someone Who dalam
Meningkatkan Penguasaan Kosakata Bahasa Jepanddtidpsar Universitas Pendidikan Indonesia.
Bandung. http://repository.upi.edu/id/eprint/58@trieved 8/11/2014.

Slavin, Robert E. 200@sikologi Pendidikan Teori dan Prakteklid 1. Terjemahan Marianto Samosir, 2008
Jakarta : PT Indeks.

Slavin, Robert E. 200Psikologi Pendidikan Teori dan Prakteklid 2. Terjemahan Marianto Samosir, 2011
Jakarta : PT Indeks.

Soetjipto, E.Budi, 2013Strategi dan Model Pembelajaran IP$alang: Pascasarjana Universitas Negeri
Malang.

Steinmayr, R. & B. Spinath. 2008he importance of motivation as a predictor ofaarachievement.earning
and Individual Differences . Volume 19, Issue 1t Quarter 2009, Pages -&D. Google Scholar,
retrieved 4/11/2014.

Widyasari, |., Suryandari K.C & Suripto. 201Benerapan Metode Permainan Melalui Media Flash Cadathm
Peningkatan Kemampuan Kosakata Bahasa Inggris Siselas IV SDN 2 Kebaserurnal Kalam
Cendekia. FKIP UNS. http://www.jurnal.fkip.uns.ac.id/index.php/pgsdkefen/article/ view/2473
retrieved 8/11/2014.

171



The IISTE is a pioneer in the Open-Access hosting service and academic event management.
The aim of the firm is Accelerating Global Knowledge Sharing.

More information about the firm can be found on the homepage:
http://www.iiste.org

CALL FOR JOURNAL PAPERS
There are more than 30 peer-reviewed academic journals hosted under the hosting platform.

Prospective authors of journals can find the submission instruction on the following
page: http://www.iiste.org/journals/ All the journals articles are available online to the
readers all over the world without financial, legal, or technical barriers other than those
inseparable from gaining access to the internet itself. Paper version of the journals is also
available upon request of readers and authors.

MORE RESOURCES

Book publication information: http://www.iiste.org/book/

Academic conference: http://www.iiste.org/conference/upcoming-conferences-call-for-paper/

IISTE Knowledge Sharing Partners

EBSCO, Index Copernicus, Ulrich's Periodicals Directory, JournalTOCS, PKP Open
Archives Harvester, Bielefeld Academic Search Engine, Elektronische Zeitschriftenbibliothek
EZB, Open J-Gate, OCLC WorldCat, Universe Digtial Library , NewJour, Google Scholar

c Je‘ m l\l)l\C(())Ht\l(l\
I'OS

O ULRICHS\WEE  JournalTOCs |

£ 2 ¥ Elektromsche
008 Zeitscnnftendibliothek
( ) ¥/ \ "y
(’C\ | | LR
) A e

oCLC WF [ IBRARY

WorldCat



http://www.iiste.org/
http://www.iiste.org/journals/
http://www.iiste.org/book/
http://www.iiste.org/conference/upcoming-conferences-call-for-paper/

