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1. Introduction

Fine arts learning is a learning process focused on visual arts, aiming to develop
students' creativity and provide a space for them to express themselves through artwork. Fine
arts learning plays a crucial role for students as a means of conveying ideas, feelings, and
imagination through artwork. Furthermore, fine arts learning plays a role in shaping students'
personalities by focusing on individual development, aiming to support balanced right-brain
function, including the development of intrapersonal and naturalistic intelligence, creative
thinking and expression, spiritual and moral skills, and emotional intelligence (Win et al., 2024).
In fine arts learning, students are not only taught theoretical aspects but also various practical
skills in creating fine arts.

The learning process requires various interrelated learning components, such as learning
objectives, teaching materials, methods, media, evaluation, and teacher and student involvement
(Adisel et al, 2022). However, before designing learning, teachers need to understand the
characteristics of their students to ensure effective and efficient learning.

One of the most important components of learning is instructional media, which plays a
vital role in supporting teaching and learning activities. Unfortunately, observations conducted
by researchers on November 13, 2024, at SMP Negeri 24 Semarang City, revealed that
instructional media were not being utilized optimally. This resulted in students having difficulty
transforming the shapes of surrounding objects into decorative motifs using stylization
techniques. Students appeared hesitant in the process of transforming shapes, even though this
skill is crucial as a basis for developing regional batik designs.

Furthermore, students tended to focus on reference images when drawing decorative
motifs, resulting in stiff and lacked variety. Teacher explanations when demonstrating decorative
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patterns were also deemed suboptimal, leaving some students confused about creating
patterns. The minimal use of instructional media also undermined the effectiveness of material
delivery, resulting in a less than optimal learning process.

In essence, teachers are inseparable from the component of instructional media in
carrying out learning activities. Instructional media are tools used by teachers to deliver material
to students during learning activities, with the aim of creating an effective and enjoyable
learning environment. Learning media is also defined as anything that can be used to convey
messages from the sender to the recipient, which functions to stimulate the thoughts, feelings,
attention, and interests of students to make them more interested in learning (Rahayuningsih et
al,, 2022).

Learning media plays an important role in the learning process. The use of learning
media can increase students' interest in learning new things related to the material taught by
the teacher, so that students can understand easily (Nurrita, 2018). This is also in line with
research conducted by Amelia Putri Wulandari, Annisa Anastasia Salsabila, Karina Cahyani, Tsani
Shofiah Nuazizah and Zakiah Ulfiah entitled "The Importance of Learning Media in the Teaching
and Learning Process" which concluded that effective learning media can facilitate students in
the teaching and learning process. The presence of this media also supports teachers in
delivering material more clearly. Therefore, to overcome the problems at SMP Negeri 24
Semarang City, it is necessary to develop learning components in the form of learning media in
the decorative work material for grade VIII. Teachers have the freedom to choose various types
of learning media. With the existence of sophisticated technology, teachers can be more flexible
in determining the learning media to be used in the learning process. The learning media used
can be manual or digital. In this digital age, teachers can utilize technology to create various
learning media containing a series of materials aligned with the desired competencies. Digital-
based learning media comes in various forms, one of which is instructional videos. Video media
is a set of components used to convey messages through visual and audio elements. Video, as
an audiovisual medium complemented by movement, has the potential to increase students'
attention and motivation in participating in the learning process (Riana et al., 2022).

This has been demonstrated through several previous studies. Research by Ulinnuha
Musthofa and Murdani concluded that video tutorials effectively improved 3D drawing
competencies in grade Xl students at SMK Wisudha Karya Kudus. The lecture method combined
with video tutorials was proven to support a more optimal learning process.

A similar study conducted by Annisa Pebriani and Zubaidah showed that the use of video
tutorials in drawing animal deformation techniques significantly improved the learning
outcomes and motivation of grade XI IPS 1 students at SMA Negeri 2 Rengat Barat. In the pre-
cycle stage, the student learning completion rate was only 30%, increasing to 79% in cycle |, and
reaching 100% in cycle Il. Student motivation also increased from 40% in the pre-cycle to 75% in
cycle I, and reaching 83% in cycle II.

2. Results and Discussion

2.1 Final Results of the Learning Video Design

The learning media developed in this research is a learning video containing material on
creating decorative designs using the stylization technique. In the field of fine arts, stylization is
a technique for composing a form by simplifying or complicating it while still maintaining its
original form. Stylization generally produces decorative forms. This aligns with Rahmawati
(2024), who explains that stylization is a technique for stylizing a natural object into a decorative
form while maintaining the characteristics of the original form. Meanwhile, Mastura et al. (2021)
defines stylization as the process of transforming a reference form into an ornamental or
decorative form.

This learning video is intended for students, specifically grade VIII F students at SMP
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Negeri 24 Semarang City, as a supporting media tool in the learning process of Arts and Culture.
The video's design aims to present learning that is not merely theoretical but also showcases a
real-life process that students can practice directly in learning activities. Furthermore, this video
is flexible and can be used anywhere and anytime. In addition to its flexibility, the learning video
developed by the researchers excels in its visual appeal. In the learning video, visual elements of
lines, dots, and planes are dynamically and aesthetically combined, in keeping with the
characteristics of decorative motifs. The decorative motif creation process is presented step by
step, hopefully making it easier for students to understand the decorative motif creation process
from start to finish.

In designing this learning media, the researchers referred to several relevant previous
studies, including a study conducted by Erdin Kurniawan and Ratih Ayu Pratiwinindya in 2022
entitled "Development of Decorative Motif Learning Videos Based on the Sparkol Videoscribe
Application for Grade VII Students of SMP Negeri 1 Bawen." This study aimed to develop a
learning video for use in learning activities to understand the procedures for applying decorative
motifs to natural materials. This research serves as an important reference in the researchers'
media development, particularly in understanding good writing in describing the resulting
media. Although the approaches used are different, this study provides an initial overview of the
steps in media development and aspects that need to be considered.

Unlike previous research, in the media design process, the researchers used a Design
Thinking approach because this approach was deemed most appropriate to the contextual
needs in the field. Design thinking allows researchers to understand student and teacher
difficulties through an empathetic process, formulate problems accurately, and design solutions
and test their feasibility. Thus, the resulting media focuses not only on the final result but also
on a needs-oriented development process.

This media design process consists of five steps, namely:

p

[ Empathize 1 ’ Define » |deate
¥

Test « Prototype

Figure 2.1 Media Design Flow
Source: (Mugjal et al., in Sulistio & Hidayat, 2023)
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2.1.1 Empathize

The initial stage in the design thinking procedure is empathizing or understanding the user. In this
case, the target is junior high school students, especially students of class VIII F of SMP Negeri 24
Semarang City. The researcher conducted the empathizing process by observing the arts and culture
learning process in class VIII F of SMP Negeri 24 Semarang City, discussing with subject teachers, and
document studies. From the observations made on November 13, 2024 in class VIII F of SMP Negeri 24
Semarang City, it was found that students still had difficulty understanding the concept of creating
decorative motifs with stylization techniques taught conventionally and there was no learning media that
supported learning. In addition, students showed interest when given visual examples. Therefore, it is
important to understand the character of learning styles and needs in the learning process as a basis for
designing or developing appropriate learning media.

2.1.2 Define

Based on the previous stage, the researcher formulated the main problem: the lack of learning
media capable of explaining the step-by-step process of creating decorative motifs using stylization
techniques. Therefore, learning media is needed that can combine conceptual explanations with visual
demonstrations of practice.

2.1.3 Ideate

At this stage, the researcher began to develop ideas and design appropriate learning media
concepts to address the formulated problems. The researcher decided to create a learning video
consisting of two main parts: first, an introductory video in the form of slides explaining the meaning of
decorative motifs, their functions and types, stylization techniques, stylization steps, and examples of their
application. While in the second part, a video of the creative process that demonstrates the steps of
drawing with the stylization technique using real objects. The idea arose from the need for learning media
that not only explains the theory, but also shows the creative process directly. That way, students can
more easily understand the concept of creating decorative motifs with the stylization technique and apply
the steps. This video is designed with the most attractive visual aspects possible, using narratives and
language styles that are easy to understand. In addition, this media also contains decorative motifs
originating from the surrounding environment, including icons and potentials of the city of Semarang as a
source of inspiration in creating works.

2.1.4 Prototype

At this stage, the researcher is realizing the previously designed idea. The researcher begins to
develop the media design in the form of instructional videos with a series of technical stages. The process
begins with the creation of a storyboard to determine the flow of content, the transformation of
decorative forms, video capturing, visual design, material presentation, script, voiceover, narrative
positioning in each video section, and editing.

Furthermore, the introductory material and transitions are designed using the Canva application,
with visual designs that utilize pastel colors to create a soft and appealing impression. Visual elements
such as icons and supporting decorations are available in the Canva application with free licenses. Then,
for the script, it is composed using simple and communicative language, which is then used as a reference
for the voiceover process. In the artwork process, the researcher captures video using a Redmi 13 pro
mobile phone, and in the editing process, the researcher utilizes the Capcut digital application. Finally, the
two videos are combined into a cohesive learning media.

2.1.5 Test

The final stage was to test the media's suitability through expert validation. In this case, the
validation was carried out by material and media experts, who are lecturers in the Fine Arts Education
study program at Semarang State University. The material and media experts provided suggestions for
media improvement, including suggestions regarding variations in the visual characteristics of the video
slides. Due to the researcher's limited time, these suggestions were considered as reference material for
further media development in the future.

The resulting product of this research is a 34-minute 39-second video on creating decorative motifs
using stylization techniques. It consists of four parts: an opening, a presentation of the material, a
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demonstration of the creative process, and a closing. Each part plays a crucial role in shaping the overall
flow of the video.
The techniques used in designing this video include:
1. Storyboarding

Video design begins with the creation of a storyboard. A storyboard is a planning stage that
systematically depicts the flow of the media content to be created. In this storyboard, the researcher
determines the necessary aspects, such as the sequence of material presentation, slide presentation,
supporting visual elements, transitions, style, composition, audio, and typography to be used.

2. Modifying Decorative Patterns

In this stage, the researcher collaborated with the eighth-grade arts and culture teacher of SMP
Negeri 24 Semarang City to create decorative motifs derived from the surrounding environment and icons
of Semarang City as a conservation effort, which they hoped could be implemented as regional decorative
designs. Twelve motifs were developed, including: Durian, Rambutan, Breadfruit, Avocado, Stink Bean,
Parijoto Plant, Aloe Vera, Kepodang Bird, Gourami Fish, Monkey, Warak Ngendhog, and Tugu Muda. The
selection of these motifs was one of the learning strategies implemented by the teacher to foster
students' creativity so they weren't limited to drawing traditional decorative patterns.

The modification process began with a rough sketch using F4 buffalo paper and a pencil. The
researcher then subdivided each section. The next stage, the researcher drew the original object on A4
paper, dividing it into two parts: the left side for the original object and the right side for the stylized
motif. However, at this stage, the right side was left blank and would be drawn during the video recording
process. After the original object was drawn, the researcher finished it using a ballpoint pen.

3. Video Shooting

The video was shot using a Redmi 13 Pro smartphone and enhanced with lighting effects to clearly
demonstrate the creative process. The process began with drawing a durian fruit ornament. The
researcher first identified the characteristics of the object to be modified, then transformed the shape as
creatively as possible. The researcher drew the ornament step by step using a stylization technique. After
the object was stylized, the researcher finished by thickening the previously created motif using a
ballpoint pen. Next, the researcher drew other motifs using the same steps as before. Furthermore, the
researcher also drew the repeating pattern of the ornament and its application in the ornamental design.

4. Visual Design
At this stage, the researcher designed the display of the learning media containing introductory
material in the form of video slides using the Canva application. Pastel colors were used to create a
cheerful and comfortable impression for students. The researcher also added various graphic elements
available in the free Canva application, such as icons, illustrations, and decorative shapes, to enrich the
media's display and support the visual delivery of the material.

5. Material Presentation

The material presented included apperception, the definition of decorative motifs, examples in
everyday life, their functions and types, the definition and examples of stylization techniques, and their
steps. This was packaged in a video template previously designed using the Canva application.

In creating this learning video media, the researcher utilized digital applications by collaborating
with Canva and Capcut. The researcher used Canva to create the video design related to the introductory
material, while Capcut used the researcher to design the decorative motif creation video. The two videos
were then combined into a single whole using the Capcut application.

6. Script
In this stage, the script is compiled based on the flow of the content planned in the storyboard,
including all material explanations and instructions to be read by the narrator. The script is written in
communicative, simple language that is easy for students to understand.

7. Voiceover
In this stage, the voiceover is the stage where the script is read by the narrator and recorded and
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then integrated into the video. This process is carried out by paying attention to intonation, speaking
tempo, clarity of articulation, and emphasis on important parts of the narrative. The purpose of the
voiceover is to help students understand the content through audio that supports the visuals displayed.

8. Editing

In this stage, all media components, including images, text, narration, and audio, are assembled
into a unified video. The editing process is carried out using two main applications: Canva and CapCut.
The introductory presentation section is designed in the form of slides and is given transition effects that
can be applied automatically in the Canva application.

The video of the creative process was then edited using the CapCut application, combining the
process video, narration, explanatory text, audio, and adjusting the video duration. The two video sections
were then combined to form a single, final learning medium. The editing process was carried out
meticulously to maintain continuity between sections, maintain visual style consistency, and ensure the
appropriateness of the presentation, ensuring the resulting video is suitable for use in learning activities.

The specifications of the resulting work are as follows:

Title : Decorative Artwork Using Stylization Techniques
Media : MP4 Video

Aspect Ratio :16:9

Resolution : 1920 x 1080

Technique : Manual and Digital

Year of Production : 2025

[w] 5t

https://gr.me-gr.com/x3mZe3qB

Figure 2.2 Qr code Learning Video

The learning video is divided into 4 parts, including:
1. Opening (00:00-00:33 seconds)

This section is the beginning of the video, featuring an invitation to learn and an introduction to
the topic to be covered. In this short duration, students are encouraged to prepare for learning and
understand the main topic, namely decorative motifs.
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Figure 2.3 Opening Section of the Creative Video

(Source: Researcher Documentation, 2025)

The visual aspect in this section consists of simply designed slides using pastel colors, which
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convey a cheerful and soft feel. The graphic elements used for visual decoration also utilize
harmonious colors for an appealing appearance. In this case, the researchers used free licensed
graphic elements on the Canva platform.

2. Presentation of the core material (00:33-04:10 seconds)

This second section contains a core explanation of the decorative motif material, including the
definition, function, types of decorative motifs, stylization techniques, examples of stylization, and the
steps for stylizing objects. The explanation is delivered using a recorded voice-over, paying attention to
clarity of articulation, intonation, and tempo to ensure the narrator's voice is easily understood by
students. In this stage, visual elements such as slides and other graphics are taken from the free Canva
app.
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Figure 2.4 Presentation Section of the Video Work Material

Source: Researcher Documentation, 2025

3. Demonstration of the Creative Process (04:10-34:28 seconds)

This third section is the main part of this media. It displays the complete and step-by-step process
of drawing decorative motifs using the stylization technique, starting from drawing the original shape,
stylizing the original shape into a decorative motif, composing the repeating decorative pattern, and
finally applying it to the final, complete design.

The entire demonstration process was recorded live using a Redmi 13 Pro mobile phone, then
edited using the Capcut app. The editing process included removing unnecessary sections, speeding up
sections that were too long or repetitive, adding title text at each motif drawing transition, adding
background audio, adding transitions at each stage change for a smoother look, and adding a pre-
prepared voiceover. This was used to combine the previous presentation with the demonstration video to
create a unified whole.
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Figure 2.5 Decorative Stylization Practice Section
Source: Researcher Documentation, 2025

The objects used in the stylization process were inspired by the environment and local potential
of Semarang City. Some objects from the fruit and plant category include durian, avocado, rambutan,
petai, parijoto, and breadfruit, which are plants commonly found in Semarang. Aloe vera was chosen as
an inspiration because it is one of the plants grown and utilized in the school environment. Furthermore,
objects from the fauna and local potential of Semarang City include the kepodang bird, gourami fish,
and monkeys, the latter of which is used to represent the Goa Kreo area. The warak ngendhog (a kind of
stork) and tugu muda (young monument) are also used as icons of Semarang City.

In designing this media, the researcher collaborated with the arts and culture teacher.
The researcher acted as a facilitator to implement the teacher's learning strategy and
developed a video learning media that encompasses the material and demonstrations of the
decorative motif creation process. This was due to the lack of learning media that specifically
addresses this topic in designated visual forms. This media is designed to address the need for
material delivery and provide a solution for students who previously struggled to understand
and practice decorative motifs using stylization techniques. Through the visualizations in this
video, students are not only introduced to the concept of decorative motifs but also able to
observe the step-by-step process of creating them.

4. Closing (34.28-34.39 seconds)

At the end, the video invites students to try practicing decorative creations using objects in their
surroundings as inspiration for their decorative creations.

Selamat Berkarya Sekian dan Terima Kasih..
Teman-teman.. Semoga videonya
bermanfaat..

i i Witttsis iz
Figure 2.6 Closing Section of the Creative Video
Source: Researcher Documentation, 2025)

1.1 Media Suitability Test Results
The feasibility test in this study aimed to determine the extent to which the developed

instructional video design met the eligibility criteria as a learning medium for students. The eligibility
criteria were assessed based on several aspects, including: the suitability of the material for the junior
high school student's age range, the clarity and coherence of the material delivery, the use of
grammar, and the quality of the visual elements and audio contained in the instructional video.

The feasibility test was conducted by two experts: a material expert and a media expert, both
lecturers from the Fine Arts Education Study Program at Semarang State University. In conducting the
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feasibility test, the researcher used a Likert scale to obtain assessments from the material and media
experts.
Table 2.1 Assessment Criteria using the Likert Scale

Score Criteria
5 Very Good
4 Good
3 Fair
2 Poor
1 Very Poor

Source: Saifudin in Khoirunnisa & Astuti, 2022

The data obtained by the researcher was then analyzed using the following product feasibility
percentage formula: S
NA = — x 1009
SM %

Source: Riduwan in Harahap et al., 2022

Information:

NA : Expected percentage final value
S : Score obtained

SM : Maximum score

In the feasibility test, the media developed received assessment scores from each material
expert and media expert, as follows:

1. Material Expert Assessment

The material suitability assessment was conducted by Ms. Dwi Wahyuni Kurniawati, S.Pd., M.Sn,, a
lecturer in the Fine Arts Education Study Program at Semarang State University. The material
expert completed an assessment instrument consisting of 10 statements regarding the quality of
the material contained in the learning media. The detailed assessment results are as follows:
Number of statements: 10 butir

Maximum Score :10X5=50

Assessment results:

- 9 statements scored 5 categories (Very Good)

- 1the statement received a score of 4 categories (Good). So, the final value (NA) obtained is:

49 X 100
NA = —
50

=98
2. Media Expert Assessment
The media suitability assessment was conducted by Mr. Adi Kuntoro, M.Pd., a lecturer in the Fine
Arts Education Study Program at Semarang State University. The media expert completed an
assessment instrument consisting of 10 statements regarding the quality of the developed learning
media. The detailed assessment results are as follows:
Number of statements: 10 items Maximum Score : 10X 5 =50
- Assessment results:
- 6 statements scored 5 categories (Very
Good)

- 4 statements scored 4 categories (Good)
So, the final value (NA) obtained is:

46
NA = — X 100 =92
50

117 Available online at https://journal.unnes.ac.id/journals/eduart



https://journal.unnes.ac.id/journals/eduart

Eduarts: Jurnal Pendidikan Seni Volume 14 (4) 2025 Special Issue

The percentage value data obtained is then categorized based on the following criteria:
Table 2.2 Product Feasibility Assessment Criteria

Presentase Kriteria
81%-100% Sangat Layak
61%-80% Layak
41%-60% Cukup Layak
21%-40% Kurang Layak
0%-20% Tidak Layak

Source: Riduwan in Saski, N.H. & Tri, S., 2021

Based on the feasibility test results, the media received a score of 98 from the material expert and
92 from the media expert, both of which fall into the "Very Suitable" category for use as a learning
medium. However, there was additional input or suggestions from the material expert for enrichment. The
material expert stated that the material presented was generally good, but that the video slide characters
could be varied to avoid monotony.

The media expert's suggestion stated that the media was generally very good, although there
were a few notes regarding visual elements that could be improved to achieve more optimal results. Given
that the suggestions provided were minor and did not affect the content or main structure of the media,
and considering the researcher's time constraints, these input or suggestions could not be implemented.
Nevertheless, all input and suggestions from both experts will be used as a reference for evaluation and
important considerations in further media development. Overall, this learning video design is deemed
suitable for use as a learning medium for junior high school students.

3. Conclusion

Based on the overall design process and feasibility testing of the learning media, it can
be concluded that the learning video "Creating Decorative Varieties with Stylization Techniques”
developed in this study is highly suitable for use as a learning medium. Through the feasibility
test, this media received a score of 98 from the material expert and 92 from the media expert,
both of which fall into the "Very Suitable" category. This assessment indicates that the material,
presentation, and other technical aspects meet the criteria to support Arts and Culture learning,
particularly for grade VIII F students at SMP Negeri 24 Semarang City.

This learning video consists of two main parts: the first, an introductory section
presented through visual slides, and the second, a step-by-step demonstration of the process of
drawing decorative varieties using the stylization technique. The entire video content was
designed with students' learning needs in mind, as well as the involvement of teachers as
collaborative partners in the development process. Through this medium, students not only
understand the material conceptually but also practice and follow the visual creation process in
a systematic manner.

The objects used for the distillation were selected from the surrounding environment
and local potential of Semarang City. These objects include: durian, avocado, rambutan,
breadfruit, stink bean, parijoto, aloe vera, monkey, oriole, gourami, warak ngendhog, and young
monument. The selection of decorative objects is a teacher's strategy to ensure students are not
tied to traditional decorative motifs.

Thus, this learning video not only meets the technical feasibility criteria but also
addresses the need for contextual and practice-based learning. This media is expected to
provide an engaging, meaningful, and in-depth learning experience for students.

Conflict of Interest Declaration

The author declares that there are no conflicts of interest related to the publication of this
article.

Funding Information

118 Available online at https://journal.unnes.ac.id/journals/eduart



https://journal.unnes.ac.id/journals/eduart

Eduarts: Jurnal Pendidikan Seni Volume 14 (4) 2025 Special Issue

None.
Acknowledgements

All praise and gratitude the author offers to the presence of Allah SWT for His grace and
guidance so that this article entitled "Designing a Learning Video for Decorative Variety
Creations with Stylization Techniques for Class VIII F Students at SMP Negeri 24 Semarang City"
can be completed well. The author would like to express his gratitude to Prof. Dr. S. Martono,
M.Si., as the Rector of Semarang State University, Prof. Dr. Tommi Yuniawan, M.Hum., as the
Dean of the Faculty of Languages and Arts, and Mrs. Ratih Ayu Pratiwinindya, S.Pd., M.Pd., as the
supervising lecturer who has provided guidance, direction, and motivation during the process of
compiling this article. The author would also like to express his gratitude to Mr. Aziz Ma'sum,
M.Pd., as the Arts and Culture teacher of class VIIl SMP Negeri 24 The city of Semarang, for their
time and support. The author would like to thank Mr. Bangkit Sanjaya, S.Pd., M.Sn., as his
advisor, for his support and prayers. The author would also like to thank all the lecturers in the
Fine Arts Education Study Program who have provided the author with knowledge and
experience during his studies.

The author would also like to express his deepest gratitude to his beloved parents, Mr.
Sujono and Mrs. Ririn Hidayah, for their endless love, prayers, and moral and material support.
The author would also like to express his deep appreciation for being willing to rise again and
again and continue to struggle to complete this study process to the final stage despite various
limitations. The author would like to thank Listianti Azhar Ranu Persada and M. Rizgiono for
their help, support, and encouragement, who have accompanied the author from the beginning
to the end of the process of compiling this final assignment. The author would like to express his
gratitude to Dian Karima, Raihan Nabila Syifa, M. Audi Dhiyaurrahman, and Ananda Dewi
Anggraeni who have reassured the author when he lost his way. To Lilif Yulalifah, Calista Amore
Asheeva, and Fira Yunita, thank you for your prayers and continued support in the midst of the
difficult situation the author is facing. He would also like to express his gratitude to all friends
and companions who cannot be mentioned one by one, for all forms of support, togetherness,
and encouragement that have been given in various conditions. All of this help and attention is
a very meaningful part in the process of compiling this article.

Reference
Abdullah, R. (2017). Pembelajaran Dalam Perspektif Kreativitas Guru Dalam Pemanfaatan Media Pembelajaran. Lantanida
Journal, 4(1), 35.

Adisel, A, Aprilia, Z. U., Putra, R., & Prastiyo, T. (2022). Komponen-Komponen Pembelajaran dalam Kurikulum 2013 Pada
Mata Pelajaran IPS. Journal of Education and Instruction (JOEAI), 5(1), 298-304. https://doi.org/10.31539/joeai.v5i1.3646.

Ani Daniyati, Ismy Bulgis Saputri, Ricken Wijaya, Siti Agila Septiyani, & Usep Setiawan. (2023). Konsep Dasar Media

Pembelajaran.
Journal of Student Research, 1(1), 282-294. https://doi.org/10.55606/jsr.v1i1.993
Bunyamin. (2021). Belajar dan Pembelajaran. In Book. UPT UHAMKA Press. www.uhamkapress.com

Djamaluddin, A., & Wardana. (2019). Belajar dan Pembelajaran: 4 Pilar Peningkatan Kompetensi Pedagogis. CV. Kaffah
Learning Center.

Gusti ayu, D., Angendari, M. D., & Widiartini, N. K. (2023). Perkembangan Ragam Hias Kain Tenun Endek Lukis Di
Pertenunan Endek Gurita, Kabupaten Klungkung. Jurnal Pendidikan Teknologi Dan Kejuruan, 20(2), 115-125.
https://doi.org/10.23887/jptkundiksha.v20i2.65660

Hakky, M. K., Wirasasmita, R. H., & Uska, M. Z. (2018). Pengembangan Media Pembelajaran Berbasis Android untuk Siswa
Kelas X Pada Mata Pelajaran Sistem Operasi. EDUMATIC: Jurnal Pendidikan Informatika, 2(1), 24.
https://doi.org/10.29408/edumatic.v2i1.868

Harahap, M., Mujib, A., & Nasution, S. A. (2022). Pengembangan media uno math untuk mengukur pemahaman konsep
luas bangun datar. Jurnal All Fields of Science J-LAS, 2(1), 209-217. http://j-las.lemkomindo.org/index.php/AFOSJ-LAS

Hasan, M., Milawati, Darodjat, Khairani, H., & Tahrim, T. (2021). Media Pembelajaran. In Tahta Media Group. CV TAHTA
MEDIA GROUP.

Hasibuan, N. (2016). Implementasi Media Pembelajaran Dalam Pendidikan Agama Islam. Jurnal Darul 'limi, 4(1), 22-39.

119 Available online at https://journal.unnes.ac.id/journals/eduart



https://journal.unnes.ac.id/journals/eduart
https://doi.org/10.31539/joeai.v5i1.3646.
https://doi.org/10.55606/jsr.v1i1.993
http://www.uhamkapress.com/
https://doi.org/10.23887/jptkundiksha.v20i2.65660
https://doi.org/10.29408/edumatic.v2i1.868
http://j-las.lemkomindo.org/index.php/AFOSJ-LAS

Eduarts: Jurnal Pendidikan Seni Volume 14 (4) 2025 Special Issue

http://dx.doi.org/10.24952/div4i1.423.

Iraqi, H. S., Lena, M. S,, Sulastri, J., & Reviana, F. R. (2023). Pembelajaran Seni Rupa dalam Penerapan Kurikulum Merdeka di
Sekolah Dasar. Yasin, 3(4), 640—649. https://doi.org/10.58578/yasin.v3i4.1283.

Istari, T. M. R,, & Sulistyanto, B. (2015). Ragam hias candi-candi di Jawa : motif dan maknanya (Edisi Pert). Kepel Press.

Khoirunnisa, A., & Astuti, E. P. (2022). Pengembangan media interaktif berbasis android untuk pembelajaran menggambar
ornamen flora. Sungging, 1(2), 118-125. https://doi.org/10.21831/sungging.v1i2.54743.

Kurniawan, E., & Pratiwinindya, R. A. (2022). Pengembangan Video Pembelajaran Ragam Hias Berbasis Aplikasi Sparkol
Videoscribe Bagi Siswa Kelas VI SMP Negeri 1 Bawen. Eduarts : Journal of Arts Education, 7(1), 11-20.
http://journal.unnes.ac.id/sju/index.php/catharsis

Lyder, R. A, Aristo, Suluh, J. A, & Cahyaningtyas, L. P. D. (2024). Manfaat Media Pembelajaran dalam Mengajar Pendidikan
Agama Kristen. 2.

Marliani, L. P. (2021). Pengembangan Video Pembelajaran Untuk Meningkatkan Motivasi Belajar Siswa Sekolah Dasar.
PAEDAGOGY : Jurnal limu Pendidikan Dan Psikologi, 1(2), 125-133. https://doi.org/10.51878/paedagogy.v1i2.802.

Mastura, F., Palawi, A., & Ismawan. (2021). Analisis stilasi dalam proses pembuatan ranup hias aceh yang ditinjau dari prinsip-
prinsip desain. VI(November), 195-203.
Mukarromah, A., & Andriana, M. (2022). Peranan Guru dalam Mengembangkan Media Pembelajaran. Journal of Science
and Education Research, 1(1), 43-50. https://doi.org/10.62759/jser.v1i1.7.
Nurfadhillah, S. (2021). Media Pembelajaran: Pengertian Media Pembelajaran, Landasan, Fungsi, Manfaat, Jenis-jenis
Media Pembelajaran, dan Cara Penggunaan Kedudukan Media Pembelajaran. CV Jejak, anggota IKAPI.
https://books.google.co.id/books?hl=id&Ir=8&id=zPQ4EAAAQBAJ&0i=fnd&pg=PP18&dq=buku+jenis+jenis+ media+pembelajaran&o
ts= LS_L69_tT1&sig=f5-RjQKwKOuLZkwlfTi2cO3WPrg&redir_esc=y#v=onepage&q=buku jenis jenis media pembelajaran&f=false
Nurrita, T. (2018). Pengembangan Media Pembelajaran Untuk Meningkatkan Hasil Belajar Siswa. MISYKAT: Jurnal limu-limu
Al- Quran, Hadist, Syari'ah Dan Tarbiyah, 3(1), 171. https://doi.org/10.33511/misykat.v3n1.171
Pagarra, H., Syawaluddin, A., Krismanto, W., & Sayidiman. (2022). Media Pembelajaran. In Badan Penerbit UNM (Edisi Pert).
Putra, R., & Wikarya, Y. (2024). Peningkatan Kreativitas Melalui Penggunaan Bubur Kertas sebagai Media Pratikum dalam
Pembelajaran Seni Rupa pada Siswa Kelas VIII . 1 SMPN 3 Batusangkar. 1(4), 1-7.
Rahayuningsih, P., Hidayah, W., Primar, C. N., & Nurmelia. (2022). Fungsi dan Peran Media Pembelajaran Sebagai Upaya

Peningkatan Kemampuan Belajar Siswa. Education Journal: Penelitian Ibnu Rusyd, 2, 1-11.

Rahmawati, N. D. (2024). Eduarts : Jurnal Pendidikan Seni. Eduarts: Jurnal Pendidikan Seni, 13, 9-18.
https://journal.unnes.ac.id/sju/eduart/article/view/79000

Riana, Waruwu, A., & Harefa, N. A. J. (2022). Pengembangan Video Pembelajaran Bahasa Indonesia Berbasis Meningful
Instructional Design (MID) pada Materi Menganalisis Isi Drama Kelas XI SMA Negeri 1 Gido Tahun Pembelajaran 2021/2022.
Warta Dharmawangsa, 16, 968-980. https://doi.org/https://doi.org/10.46576/wdw.v16i4.2448

Rohmaya, R. (2016). BATIK SENDANG LAMONGAN VYulistiana. 05, 1-9.
Sari, I. P, Kartina, A. H., Pratiwi, A. M., Oktariana, F., Nasrulloh, M. F, & Zain, S. A. (2020). Implementasi Metode

Pendekatan Design Thinking dalam Pembuatan Aplikasi Happy Class Di Kampus UPI Cibiru. Edsence: Jurnal Pendidikan
Multimedia, 2(1), 45-55. https://doi.org/10.17509/edsence.v2i1.25131

Saski, N.H., & Tri, S. (2021). Kelayakan Media Pembelajaran Market Learning Berbasis Digital Pada Mata Kuliah Strategi
Pemasaran. Jurnal Pendidikan Tata Niaga (JPTN), 9(1), 1118-1124.

Shoffa, S., Subroto, D. E., Nasution, F. S., Astuti, W., Romadi, U., Cholid, F., Azhari, D. S., Hafidz, Kardi, J.,, Umar, R. H., &
Gusmirawati. (2023). Media Pembelajaran.

Sulistio, W., & Hidayat, S. (2023). Implementasi Metode Design Thinking Dalam Rancangan Ide Bisnis Startup Wahda. Jurnal
Teknologi Informasi Dan Komunikasi, 4(2), 1-8.

Tafonao, T. (2018). Peranan Media Pembelajaran Dalam Meningkatkan Minat Belajar Mahasiswa. Jurnal Komunikasi
Pendidikan, 2(2), 103. https://doi.org/10.32585/jkp.v2i2.113

Umar. (2014). Media Pendidikan: Peran dan Fungsinya Dalam Pembelajaran. Jurnal Tarbawiyah.
https://www.bing.com/search?q=Umar.MEDIA%2BPENDIDIKAN_%2BPeran%2Bdan%2BFungsinya%2Bdalam%2BPembelajaran.pdf&

cvid=43b27424d41d47be95235f84f2fa7835&gs_|crp=EgZjaHIvbWUyBggAEEUYOTIGCAEQRRg80gEHOTY3ajBqMagCCLACAQ&FOR
M=ANABO1&adppc=EDGEESS&PC=LCTS

Win, A., Suartini, L., & Sutrisno, L. B. (2024). Pembelajaran Seni Rupa Dalam Implementasi Kurikulum Merdeka Belajar
(Studi Kasus di SDN 1 Sudaji). Jurnal Pendidikan Seni Rupa Undiksha, 14(1), 14-26.
https://ejournal.undiksha.ac.id/index.php/JJPSP/index

120 Available online at https://journal.unnes.ac.id/journals/eduart



https://journal.unnes.ac.id/journals/eduart
http://dx.doi.org/10.24952/di.v4i1.423
https://doi.org/10.58578/yasin.v3i4.1283.
https://doi.org/10.21831/sungging.v1i2.54743.
http://journal.unnes.ac.id/sju/index.php/catharsis
https://doi.org/10.51878/paedagogy.v1i2.802.
https://doi.org/10.62759/jser.v1i1.7.
https://doi.org/10.33511/misykat.v3n1.171
http://www.bing.com/search?q=Umar.MEDIA%2BPENDIDIKAN_%2BPeran%2Bdan%2BFungsinya%2Bdalam%2BPembelajaran.pdf&c
http://www.bing.com/search?q=Umar.MEDIA%2BPENDIDIKAN_%2BPeran%2Bdan%2BFungsinya%2Bdalam%2BPembelajaran.pdf&c

	1. Introduction
	1.1 Media Suitability Test Results


