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ABSTRACT

The role of technology has affected the value of student solidarity, so it is necessary to integrate
learning activities with traditional games. The purpose of this study was to formulate cooperative
learning activities of the TGT type integrated with traditional fortification games to increase student
solidarity's value. This type of research is descriptive qualitative. The subjects of this research were 20
students of class V. Data collection in the study was carried out using observation, interview, and
documentation methods with research instruments in the form of interview guides, guidelines for
observing the implementation of student solidarity values, and documentation of learning tools. The
collected research data were analyzed thematically. The results show that the teacher's learning
activities could be more optimal. Indicators of solidarity values, togetherness, mutual respect, and
helping each other have yet to be fulfilled properly. Cooperative learning of the TGT type is integrated
with traditional games of fortifications, which should be carried out consisting of opening learning with
religiously charged activities, providing apperception and motivation, conveying titles and subject
material, dividing groups by suit, discussion, questions overtakes, evaluation of material, awarding,
review, as well as providing reflection and motivation. The formulation of the TGT-type cooperative
learning activities integrated with traditional fortification games can be a solution to increasing the
value of student solidarity.

1. INTRODUCTION

The combination of learning and playing activities can encourage students to actively interact
and enjoy receiving the lessons given (Syamsurrijal, 2020; Yansaputra & Pangestika, 2020). It is because
elementary school students are happy to play, move, learn in groups, and do something directly (Birhan et
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al,, 2021; Istigomah & Suyadi, 2019). So, to meet their learning needs, students need adaptive learning
designs that contain game elements and allow them to study in groups (Beaumont et al., 2021; Fernandez-
Gavira et al., 2021; Rahayu, 2019). In addition, providing opportunities for students to involve themselves
in the teaching and learning process also needs to be developed the teacher (Anisah & Holis, 2020; Saragih
& Wedyawati, 2019). One form of learning that can involve students directly is group learning, which
integrates a game (Fauziyah & Anugraheni, 2020; Rusmiati & Nugroho, 2019). The game can be played by
study groups formed by the teacher and get points for each group. The impact of these activities students
become happy and excited in the learning process because they learn while playing (Abda’u et al., 2020;
Wijiningsih, 2022). Such a learning process will certainly increase student interest and motivation.

It is just that the reality on the ground shows that not all teachers can apply the process of
learning while playing well (Mustika et al,, 2020; Wuyung & Widiastuti, 2020). It is in line with the
observations and interviews conducted in grade five at SDN 141 Minanga Tallu, North Luwu Regency. The
results of observations and interviews show that in the learning process, the teacher only directs students
to read the text contained in the textbook. In addition, the group learning process was only carried out by
dividing students into groups based on gender and then directing students to the field and rows according
to the group, directing representatives whistling to determine which group carried out the attack first on
the opponent's fortification, asking questions to students who wanted to save their friends from captivity.
The opponent directs students to step on the opponent's fortification to win the game, then enter the
classroom and close the lesson. Applying such learning causes students to get bored because the teacher
does not randomize the group division. The value of student solidarity is reduced, as indicated by the
attitude of students not respecting differences of opinion with group mates. In addition, students needed
to cooperate better with their group mates to save their friends from being held captive by their
opponents. If left continuously, the learning process that seems less attractive will impact the lack of
interest in learning and the ability to cooperate with students.

Based on the existing conditions, it is necessary to carry out improvements by reconstructing
learning carried out in schools with an orientation towards growing student solidarity. The learning
activities carried out by internalizing the strengthening of solidarity values in Team Games Tournament
cooperative learning are integrated with traditional games. The value of solidarity is honesty, cooperation,
empathy, and sharing with others (Fernandez-Gavira et al., 2021; Pujihartati & Wijaya, 2019). Increasing
the value of solidarity can be implemented by applying the Team Games Tournament learning model,
where the Team Games Tournament is a type of cooperative learning that places students into small
groups. These groups consist of 5-6 students who have different abilities, gender, and ethnicity or race.
The model consists of 5 steps: class presentation, teams, games, tournaments, and team recognition
(Handayani, 2022; Rahmadani, 2019). In addition to adding excitement to students, the Team Games
Tournament model helps students understand difficult learning material (Handayani, 2022; Rahmadani,
2019). The Team Games Tournament model can also foster cooperation, responsibility, fair competition,
and student involvement in the learning process (Sariyasa & Gunamantha, 2021; Suciati, 2021).

The application of the Team Games Tournament model will be more effective if accompanied by
traditional-based games. It is because traditional games are games that grow and develop in certain areas
and are taught from generation to generation to the next generation (Amania et al., 2021; Anisah & Holis,
2020). Traditional games can develop children's thinking skills, train courage, and train honesty and
sportsmanship in children. Traditional games can also train children to solve problems, develop language
and social skills, and express emotions (Pic et al., 2019; Suryani, 2019; Yilmaz et al,, 2022). Traditional
games can also encourage children to work together and care for the people around them. In addition,
children can be creative and innovative through the traditional games they play (Pic et al.,, 2019; Rustan &
Munawir, 2020).

Previous studies revealed that applying the Team Games Tournament learning model in the
Cublak-Cublak Suweng game can significantly increase student learning motivation (Wuyung &
Widiastuti, 2020). The results of other studies also revealed that implementing Team Games Tournaments
assisted by traditional games can improve students' social attitudes (Widiani et al,, 2020). The results of
other studies indicate that the Team Games Tournament method, integrated with clog games, can improve
students' understanding of natural science subjects (Kurniyatun & Royana, 2018). Based on some of the
results of these studies, it can b the Team Games Tournament model, assisted by traditional games, can
significantly improve student learning outcomes and social attitudes. In previous studies, no studies
specifically discussed the value of solidarity in integrated learning activities of traditional games. So this
research is focused on this study to formulate cooperative learning activities of the Team Games

Tournament type integrated with traditional games of bastions to increase student solidarity’s value.
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2. METHOD

This research belongs to the descriptive qualitative research used to understand the facts
experienced by research subjects by observing actions which are then poured into written form.
Descriptive qualitative design is a research method that utilizes qualitative data and describes it
descriptively. The design intends to develop a theory built on the data obtained at the research location.
This study used a descriptive qualitative design to describe the learning activities in class and the
students' solidarity values. This research was conducted at SDN 141 Minanga Tallu, North Luwu Regency.
The subjects were 20 fifth-grade students consisting of 12 boys and 8 girls and a fifth-grade teacher.
Heterogeneous student characteristics in terms of academic ability, gender, ethnicity, race, and religion
are in one group. Heterogeneous groups can make students practice mutual respect or tolerance among
others. The data collected in the research was carried out by interview, documentation, and observation
methods which were the techniques used in data collection. The interviews were conducted with
indicators of solidarity values: togetherness, mutual respect, responsibility, and mutual assistance. The
interview and observation instruments for teachers, principals, and students used in data collection can
be seen in Table 1 and Table 2.

Table 1. Interview Guideline Instrument

Indicator Question

1. Togetherness 1.1. What is the attitude of students towards their group mates? Do all students
get along well with their group mates or only some?

1.2. How is the cooperative relationship between students and group mates to
save friends from prisoners?

2. Mutual respect 2.1. What is the student’s attitude towards their group mates who are prisoners
of the opponent? Do students not look at friends who will be rescued from
captivity regarding differences in religion, ethnicity, language, and others in
cooperative learning of the Teams Games Tournament type, which integrates
traditional games (fortification)?

3. Responsibility 3.1. How is the student's attitude towards the rules that apply in the game of
fortification? Do students obey these rules?
4. Help each other 4.1. How is students' attitude toward helping their friends being chased by

opponents while playing fortification?
4.2. What are the steps taken by the students to help their friends get free from
the captives of their opponents?

Table 2. Observation Guideline Instruments

Indicator Sub Indicator
1. Togetherness 1.1. Get along well with group mates
1.2. Collaborate in groups
2. Mutual respect 2.1. Students have an attitude of tolerance or mutual respect by not looking at
differences in religion, ethnicity, language, and others.
3. Responsibility 3.1. Students obey the rules that apply in the game.
4. Help each other 4.1. Help each other between students

4.2. Students help each other in groups.

The data obtained in the study were then analyzed concerning the Miles and Huberman model,
which was carried out by collecting, condensing, presenting, verifying, and drawing research conclusions.

3. RESULT AND DISCUSSION

Result

The results of data analysis on increasing the value of solidarity in integrated learning activities of
traditional games show several main findings, including the first finding relating to the learning activities
carried out. Based on the document search of the prepared learning tools, it was found that the
implementation of learning consisted of 6 learning activities consisting of directing students to be ready to
learn, dividing groups based on gender, starting the game of fortification, evaluating the subject material
or the core of the game of fortification, determining groups the winner of the game of fortification, and the
closing of learning. In carrying out these learning activities, the teacher applies the reaction principle as a
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facilitator in the learning process. Students are required to learn more independently with a cooperative
learning system.

Based on the learning activities applied, several learning activities were obtained that could have
been more optimal in the first activity. In this activity, the teacher does not carry out activities that can
increase students' interest and motivation to learn, but the teacher directly directs students to read
textbooks. The second activity could be more optimal; the distribution of student groups is always the
same in each lesson, making students less enthusiastic and bored. The results of the interviews illustrate
the division of groups carried out by the monotonous teacher, so students who answer the teacher's
questions in the game quiz are also certain. As a result, an unbalanced game results in boredom in the
game. The third activity, directing group representatives to whistle, needs to be improved by giving
questions to students who are group representatives and giving 10 points if students answer correctly.
The fifth activity also needs to be improved by giving questions to the group that wants to step on the
opponent's fortification and get 10 points if they answer correctly. The sixth activity also needs to be
improved into two learning activities: giving students reflection and motivation.

The second finding relates to the value of student solidarity in learning. The value of solidarity,
which is an aspect of assessing students, integrates with cooperative learning activities of the TGT type
integrated with traditional fortification games. The first activity is an indicator of mutual respect because
praying according to each religion and belief is a form of mutual respect or tolerance between people by
respecting religious differences that exist in students; The second activity includes indicators of
togetherness and mutual respect. Student togetherness is shown by students gathering with group
friends. Indicators of mutual respect are shown by not reproaching or being hostile towards fellow group
mates in learning; The third activity has indicators of mutual respect as shown by the attitude of students
who can accept and appreciate the opponent's victory. The third stage also includes indicators of
responsibility which are shown by students who dare to be group representatives in answering questions;
The fourth activity has indicators of mutual respect shown by students who save their friends from being
held captive by opponents regardless of the differences that exist. In addition, the fourth learning activity
also includes indicators of mutual assistance shown by saving friends from being chased by opponents;
The fifth activity has indicators of togetherness and mutual assistance shown by students struggling
together and helping each other with their group mates so they can step on the opponent's fortification.
The sixth activity is an indicator of mutual respect shown by accepting defeat over the opponent's victory
in the fortification game.

The integration between cooperative learning activities of the Teams Games Tournament type,
which consists of 6 activities with solidarity values of 4 indicators. However, the learning activities are
more focused on one indicator of the value of solidarity, mutual respect. The learning activities have yet to
spread to strengthen the value of solidarity, so from the observations, aspects still need to be fulfilled. The
results of interviews related to learning activities have yet to strengthen the value of solidarity fully. The
results of interviews with class teachers with questions related to the attitude of students getting along in
groups showed that only some students got along well with their group mates. Sometimes there is mutual
encouragement between students in groups to answer questions from the teacher and save friends from
the opponent's cage. Likewise, the results of interviews related to harmony, which the principal
responded to. Some students get along well with other students. There was often pushing and shoving
between male students because they had to free their group mates held captive by the opposing group.
The results of confirmation with students regarding this material showed that a harmonious attitude
between students is sometimes created and sometimes not. Students point fingers at each other, and it
takes a long time to come forward to save friends held captive by opponents because they are afraid of the
questions posed by the teacher. Even though they have played games, the learning activities have yet to
foster togetherness, mutual assistance, and responsibility in the group. Students are still often encouraged
by their group mates to come forward to save friends held captive by opponents. Thus, indicators of
responsibility, togetherness and mutual assistance of students still need to be improved.

As for the observation results from the implementation of the six learning activities carried out by
the teacher, it shows that three aspects of the assessment are fulfilled by students from the eight aspects
of the overall assessment, students helping each other between friends in groups, shown by helping each
other when being chased by opponents in fortification games; Students comply with the rules that apply in
the game, are seen stepping back on the fortification if they have entered the lamo category; and Students
get the same treatment even though they have different religions, ethnicities, and languages which is
reflected in the actions of Muslim students rescuing non-Muslim group friends from being held captive by
opponents. Furthermore, five aspects are not fulfilled by students; Students do not get along when playing
games, as shown by pushing each other between students to save group mates from being held captive by
opponents; Students do not work together with group mates, which is shown through more capable
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students who are always pushed forward to answer questions; Students do not respect each other's
differences of opinion with group mates as evidenced by the fact that students always balk at opinions
that differ from group mates and always refer to their opinions as group decisions; Not all students in one
group get the opportunity to answer questions. This is reflected in the actions of students who always
encourage certain students in the group to answer the teacher's questions, and Students do not give each
other ideas to express their own opinions in the group, which is indicated by the attitude of students
whom someone in the group only dominates.

The third finding relates to learning activities that should be carried out. The teacher carries out
the less optimal application of cooperative learning type Teams Games Tournament integrated with
traditional fortification games, so it is necessary to improve learning activities. The data consists of 6
activities carried out by the teacher and 11 activities formulated as a prototype of the Teams Games
Tournament type cooperative learning design integrated with traditional fortification games, which can be
seen in Table 3.

Table 3. Prototypes of Learning Activities that Should Be

6 Cooperative Learning Activities Type 11 Cooperative Learning Activities Type Teams

No Teams Games Tournament Integrated Games Tournament Integrated Traditional
Traditional Games (fortification) Games (fortification)
1. Activity 1: Direct students to be ready to Activity 1: Carry out activities with religious
learn content as an opening lesson
Activity 2: Giving apperception and motivation
Activity 3: Submission of the title and subject
material
2. Activity 2: Division of groups based on Activity 4: Group division
gender Activity 5: Discussion
3. Activity 3: Beginning of the game of Activity 6: Giving specific questions to determine
fortification which group will start the game
4, Activity 4: Evaluate the subject material or  Activity 7: Evaluation of subject material and
the core of the fortification game collection of points
5. Activity 5: Determining the winning group  Activity 8: Reflective questions to determine the
fortification winning group
Activity 9: Giving awards
6. Activity 6: Closing of learning Activity 10: Reviews

Activity 11: Providing reflection and motivation

The formulation of learning activities becomes 11 that are more specific and detailed in
cooperative learning activities of the Teams Games Tournament type, integrated with traditional games of
fortification while still adopting the advantages of the six previous learning activities. The strategy or
method used to foster the value of togetherness in students in cooperative learning of the Teams Games
Tournament type integrated traditional games of bastions are found in activities 1, 2, 5, 10, and 11. Mutual
respect by students in cooperative learning of the Teams Games Tournaments integrated with traditional
games of fortification are found in activities 1, 4, 6, 8, 9, and 10. Responsibilities include aspects of
awareness and courage contained in activities 6 and 8 in cooperative learning of the Teams Games
Tournament type integrated traditional games of fortification. The attitude of helping each other is found
in activities 7 and 8 in cooperative learning of the Teams Games Tournament type integrated with
traditional games of fortification.

Discussion

Based on the results of data analysis, three main findings were obtained in this study: the first
finding relates to learning activities that are less than optimal, especially in teacher activities, to increase
student interest and motivation at the beginning of learning. The teacher directs students to read the
textbook. It contradicts the opinion which states that early learning activities need to be given motivation
to students before entering the core (Birhan et al, 2021; Hisbullah & Firman, 2019). The learning process
is successful if students are motivated to learn (Syamsurrijal, 2020; Yansaputra & Pangestika, 2020).
Therefore, teachers need to optimize learning motivation for students so that effective student learning
behavior can be formed (Hapsari et al, 2021). Learning activities could be more optimal in the
distribution of groups that need to be more diverse. Dividing groups in various ways serves to explore the
material with group mates. This is done so that group members can work together optimally when
learning or playing (Fauziyah & Anugraheni, 2020; Rahmawati & Muqdamien, 2016; Rusmiati & Nugroho,
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2019). Groups are formed in the classroom so that students complement each other and work together in
completing assignments from the teacher (Abda’'u et al, 2020; Wijiningsih, 2022). It means that the
division of groups must be done heterogeneously.

Learning activities that direct group representatives to whistle without other learning activities
to determine the winner are considered less contributive. Orienting the learning activities by giving
questions to determine the winner is necessary. It can hone students' knowledge from reading material
and previous discussions. Giving points in learning while playing as a reward or reward for groups that
answer questions correctly so that students become more active and enthusiastic (Mustika et al., 2020;
Wuyung & Widiastuti, 2020). Appreciation or reward is an educational tool that can stimulate children to
feel happy about the activities they do (Feblyna & Wirman, 2020; Pujihartati & Wijaya, 2019). The
teacher's activity announces the winning group and gives the nickname Super Team, Great Team, and
Good Team based on the score obtained as awards. Giving a nickname is also a tribute to the group that
has tried to win the game of fortification (Lestari et al,, 2018; Mubarok, 2021). Learning activities in
closing activities are carried out by providing reflection and motivation to students. Reflection is carried
out on activities and material studied as a form of teacher feedback to students (Abrianto & Prihatnani,
2019; Busrial, 2022). Reflection is an important component of learning that is deliberately carried out to
assess the learning process (Jinyoung, 2020; Nagle & Foli, 2020). While giving motivation at the end of
learning aims to increase students' academic motivation. Motivation is the urge or desire to achieve a
certain level of success (Elshemy, 2017; Wu, 2019).

The second finding relates to the results of data analysis regarding the value of student solidarity
in learning. Solidarity is the state of a person who feels that he has become part of a group or society
(Fusnika & Dua, 2019; Safitri & Suharno, 2020). Solidarity refers to relationships between individuals or
groups based on shared moral feelings and beliefs and strengthened by shared emotional experiences
(Fatmahandayani et al.,, 2019; Funay, 2020). Solidarity arises when individuals feel compatible with others
and eventually give birth to a mutual agreement to be mutually committed to a goal (Rifa’i & Hamida,
2022; Rusdi et al., 2020). Likewise, cooperative learning with the integrated Teams Games Tournament
type of traditional games of bastions can be an alternative to instilling the value of solidarity in students.
In addition, the inculcation of good character values, such as the value of solidarity, can later form a good
personality in children (Pitaloka et al,, 2021; Romdoni & Malihah, 2020). Teachers need to have a strategy
so that students can apply the value of solidarity to themselves and togetherness (Syahrial et al., 2019).
Togetherness among students is very important to instill because togetherness can foster good moral and
ethical values, have many friends, work becomes lighter and completed quickly, and creates a comfortable
learning atmosphere. Togetherness cannot be built quickly, but with habituation through the learning
process in class, you can also get used to applying this togetherness value (Handayani, 2022; Rahmadani,
2019). Habituation at school can be done through discussion activities (Ummah & Syarafuddin, 2019).

Teachers also need strategies so that students can appreciate differences with other physically
and psychologically different people, which is a form of mutual respect or tolerance. This agreed with
Djohan Effendi, who stated that if a person respects differences with other physically and psychologically
different people, it can be called a form of mutual respect or tolerance (Marintan & Priyanti, 2022;
Sariyasa & Gunamantha, 2021; Suciati, 2021). Mutual respect by students in cooperative learning of the
Teams Games Tournament type integrated with traditional fortification games can be done through the
activity of giving questions over and over. A separate strategy by the teacher is also very necessary so that
there is responsibility for students, which is the ability possessed by someone to determine attitudes
towards actions and risks they carry. Being responsible is an attitude of doing something seriously and
being ready to take all the risks and actions taken. All efforts have certain consequences, and this is what
everyone must be responsible for. In this study, responsibility includes aspects of awareness and courage
that arise when giving scramble questions. Furthermore, the ability to help each other students also needs
to be instilled through the learning process, which is an attitude that benefits others who need help.
Mutual assistance is an attitude that benefits others who need help more than oneself (Wulandari &
Masrukhi, 2022). This study fosters an attitude of mutual assistance by collecting points and answering
scramble questions to determine the winner. Through these activities, students in one group help each
other to become winners.

The third finding relates to the results of the analysis regarding the learning activities that should
be carried out. The formulation of 11 cooperative learning activities of the Teams Games Tournament type
is integrated with traditional fortification games, first carrying out religiously charged activities as the
opening of learning by greeting and inviting students to pray together according to their respective
religions and beliefs. Praying together according to each religion and belief is a form of mutual respect
between people for different religions and beliefs (Marintan & Priyanti, 2022). Greeting is the duty of a
Muslim toward other Muslims (Rosyidah, 2019). Praying is a form of applying religious values because
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prayer is one of the acts of worship that must be performed before carrying out activities such as studying
(Kurniawan et al,, 2021). These activities provide encouragement and space for students to get used to
thinking, to behave, and acting according to the demands of religious teachings.

The second is giving apperception. Apperception explores students' experiences with the material
taught with question-and-answer activities (Octaviani et al., 2020; Sakti, 2020). Implementation of
apperception activities as a form of realizing a sense of togetherness between teachers and students
through question-and-answer activities between the two (Saumi et al, 2021; Syahrial et al.,, 2019). The
third activity requires the teacher to convey the title and subject material. This activity is a reference for
students to carry out the opening of learning (Asmil & Hasrul, 2020; Fauzi, 2021). Teachers who always
carry out open learning activities are said to have carried out an activity that helps create effective
learning in the classroom. The fourth activity is that the teacher divides into groups. Implementing hom
pim pah activities as a form of achieving indicators of mutual respect with study groups consisting of
students who differ in terms of academics, religion, ethnicity, and others (Marintan & Priyanti, 2022). The
group selection method is applied in groups so students can explore the material with diverse group
mates and work optimally when studying or playing (Rahmawati & Mugdamien, 2016).

The fifth activity is the teacher directing students to read and discuss with their group mates.
Reading activities at school make it easy for students to understand a subject (Rahmi & Marnola, 2020).
Discussion is a conversation between several group members to exchange opinions about a problem or
subject material (Dari et al., 2017; Syahrial et al.,, 2019). The sixth activity gives scramble questions to
group representatives to determine the attacking group at the start of the game of fortification and gives
10 points if answered correctly. The seventh activity is that the teacher gives questions to students who
want to save their friends and gives 10 points if they answer correctly. Giving points is intended as an
award or reward for students to be more enthusiastic and active and feel happy about their activities
(Ahmad et al., 2021; Feblyna & Wirman, 2020).

The eighth activity is that the teacher gives scramble questions to the group that wants to step on
the opponent's fortification to win the game and gives 10 points to the group that answers correctly. This
activity facilitates students in cultivating mutual respect by accepting defeat for the victory of the
opposing group, mutual assistance with group mates if they cannot answer questions from the teacher,
and an attitude of responsibility for their group by answering questions from the teacher correctly to get
10 points (Anggraini et al., 2019; Febianti, 2018). The ninth activity of awarding the teacher is announcing
the winning group and the nicknames obtained from the total score. The nickname is based on the score
obtained. If the score is 70 or more, the nickname is Super Team. If the score is 50 to 60, then you get the
nickname Great Team, and you get the nickname Good Team if the score is 40 and below (Lestari et al.,
2019).

In the tenth activity, the teacher directs students into the classroom to review the learning
process that has been carried out. This activity aims to strengthen togetherness and train mutual respect
between students (Abrianto & Prihatnani, 2019; Syahrial et al.,, 2019). Motivating by singing together and
clapping at the beginning and end of learning is important for students to be enthusiastic in welcoming
and closing learning (Hero & Nalu, 2022). The results of this study align with previous research, which
also revealed that applying the Teams Games Tournament learning model in the Cublak-Cublak Suweng
game can significantly increase student learning motivation. (Wuyung & Widiastuti, 2020). The results of
other studies also revealed that implementing Teams Games Tournament assisted by traditional games
can improve students' social attitudes (Widiani et al., 2020). The results of other studies indicate that the
Teams Games Tournament method, integrated with clog games, can improve students' understanding of
science subjects (Kurniyatun & Royana, 2018). Based on the results of data analysis supported by
previous research, applying the Teams Games Tournament model assisted by traditional games can
significantly improve student learning outcomes and social attitudes.

4. CONCLUSION

Based on the data analysis and discussion results, it can be concluded that cooperative learning
activities of the Teams Games Tournament type integrated with traditional games carried out by the
teacher only focus on aspects of mutual respect. Learning activities have yet to be able to increase the
value of student solidarity in the aspects of responsibility, togetherness, and mutual assistance. To
increase the value of student solidarity, the development of learning activities needs to add group division
activities using suits, giving scramble questions, and group appreciation. Through formulated learning
formulations, it is recommended that teachers and researchers be able to develop and conduct further
effectiveness trials to instill the value of solidarity in students.
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