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Abstract 
This study aimed to develop and evaluate the feasibility of a video tutorial for creating dress designs using the 
Ibis Paint X application as a learning medium for Digital Design in vocational high schools. The study employed 
a Research and Development (R&D) approach by adapting three initial stages of the ADDIE model: Analyze, 
Design, and Development. The tutorial was designed to present the complete process of digital dress design, 
including canvas preparation, tool introduction, body proportion placement, sketching, coloring, and 
finishing. Product feasibility was assessed through expert judgment involving three media experts and three 
subject-matter experts using a four-point rating scale. The data were analyzed descriptively using percentage 
scores. The results showed that the media feasibility reached 81.25%, while the material feasibility reached 
84.26%. The overall feasibility score was 82.54%, indicating that the video tutorial was categorized as highly 
feasible. The findings suggest that the developed video tutorial is suitable as a supporting learning medium for 
Digital Design in vocational high schools. However, further studies involving student trials are required to 
evaluate its usability and effectiveness in actual classroom learning.  
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INTRODUCTION 

 
In vocational education, students greatly contribute to improving labor quality (Aulia et al., 

2025). Students are equipped with highly specialized knowledge and skills, as well as high 
competitiveness in these digitalization and globalization era (Swaramarinda et al., 2025). The 
continuous development of technology, especially in the educational field, is inter-related with 
supporting students’ skills (Haleem et al., 2022). To ensure the improvement of students’ skills, a 
creative, innovative, and qualified learning process is important, specifically through independent 
learning under teacher guidance (Fitriyah et al., 2024).   

A Vocational School (SMK) is a formal educational institution providing vocational learning at 
the high school level. SMK offers various specialized programs, including Fashion Design. Under the 
guidance of professional SMK teachers who are experienced and competent in their fields, students 
are expected to develop their creative fashion skills (Choiria et al., 2025). In the Fashion Design 
program, students learn pattern making, cutting, sewing, and designing. In design classes, students 
learn to create both manual and digital designs, utilizing tolls that could be accessed through 
smartphones (Ashari & Nelmira, 2024).  

Based on the initial observation during the teaching internship program, several difficulties 
arose in implementing Ibis Paint X in the design subject. One of the main problems was the students’ 
suboptimal understanding of the basic tools available in the application. Most students were confused 
by the features, rendering the application ineffective. Furthermore, students often struggle to manage 
the canvas, particularly when adding, arranging, or ordering layers and work pages. This results in a 
less structured design process and frequently leads to confusion during revisions or further 
development of the work. Another commonly cited issue is the limitation of the medium itself—
specifically, the relatively small smartphone screen. Drawing with just a finger in such a confined 
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workspace feels uncomfortable and lacks precision, ultimately compromising the quality of the final 
artwork. 

The subject matter regarding digital design creation is studied in Grade XI under the course 
title Fashion Design. Based on the Learning Outcomes for Fashion Design and Production, the 
Fashion Design subject is defined as a course comprising elements essential for mastering fashion 
design development skills, including digital design (Ashari & Nelmira, 2024). Fashion design 
incorporates various elements such as line, shape, silhouette, proportion, and texture. 

To achieve optimal learning outcomes, it is necessary to address various challenges in the 
learning process, particularly the limited time available in the classroom. This constraint often hinders 
the effective delivery of material and restricts students' opportunities to gain a deep understanding of 
the subject matter. Therefore, there is a need for learning media that serve not merely as aids but also 
foster active student engagement in independent learning. 

The term "learning media" combines "media"—derived from the Latin plural of "medium," 
meaning a carrier or intermediary that plays a crucial role in delivering material to students 
(Nurfadhillah, 2021) and "learning", defined as the process of interaction among learners, educators, 
and learning resources within a specific learning environment (Bahri, 2026). Many students quickly 
lose interest when presented with lengthy texts and unclear images, resulting in suboptimal learning; 
consequently, there is a need for learning media that are interactive, engaging, flexible, and above all 
easy to understand (Bahri, 2026). Video tutorials represent one such form of learning media. 

Video-based learning media have become increasingly popular, facilitating learning by allowing 
content to be accessed anytime and anywhere (Prayudha, 2021). Video tutorials enable learners to 
review material taught in school or at home at their own pace; if they do not fully grasp a specific 
technique, they can replay the video at home (Martin & Martin, 2015). Thus, video tutorials serve as 
an effective tool for independent learning (Qonitah, 2020). Video tutorials can present both visual and 
audio elements. which helps students grasp the material being taught. An engaging visual layout, 
combined with audio and narration, further enhances student interest (Cendana, 2020). 

Video tutorial-based learning is known to foster student independence and motivation, leading 
to more focused practical sessions; research by Yulianti & Marniati (2021) indicated that video tutorial 
media can improve student learning outcomes. A study on a bridal makeup course by Mandalika & 
Syahril (2020) demonstrated the effectiveness of video tutorials in instruction, showing that the 
experimental class using this medium achieved a higher average score (80.13) compared to the control 
class (60.93). Similarly, a study by Juliag (2025) which developed a video tutorial on bun styling using 
weaving techniques, concluded that video media is highly effective in supporting the learning process. 
Comparable results were found in research by Sofa (2024) regarding the development of a video 
tutorial on creating passepoille pockets; the material was validated, and student feedback gathered via 
questionnaires was excellent. Furthermore, research by Firmandani, Aini, Irianti, & Kusumawardani 
(2025) on a material coloring tutorial using the Ibis Paint X application was deemed highly suitable 
based on validation by media and subject matter experts, and successfully helped students understand 
the coloring process very effectively.  
 
METHOD 

 
This study employed a Research and Development (R&D) approach aimed at developing and 

evaluating the feasibility of a tutorial video on dress design using the Ibis Paint X application as a 
digital design learning medium for vocational high schools (SMK). The development procedure 
adapted the first three stages of the ADDIE model: Analyze, Design, and Development. The study was 
limited to the Development stage because its primary focus is evaluating product feasibility based on 
expert assessment, rather than testing the medium's effectiveness on students. Although the initial 
proposal referenced the full ADDIE model, implementation was restricted to the expert validation 
phase. 

In the Analyze stage, learning needs were identified based on observations made during field 
practice activities at SMK Negeri 2 Temanggung. The analysis focused on the challenges students faced 
when using Ibis Paint X—specifically regarding understanding tool functions, managing canvases and 
layers, and creating digital fashion designs on smartphones. The analysis results served as the basis 
for determining the content and format of the media being developed. 

In the Design stage, the structure and content of the tutorial video were planned based on the 
identified learning needs. The video material was organized sequentially, covering canvas setup, tool 
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introduction, body proportioning, dress sketching, coloring, and finishing touches. This stage also 
involved drafting the tutorial script, visual sequence, and narration for the video. 

In the Development stage, the design was transformed into a tutorial video through screen 
recording while using Ibis Paint X, video editing, narration recording, and audio-visual 
synchronization. The developed product was then evaluated through expert judgment involving three 
media experts and three subject matter experts. Validators were selected purposively based on their 
competence and experience in learning media, fashion design, and digital design. Expert assessments 
were used to determine product feasibility and guide revisions before the product was deemed suitable 
as a learning medium. The specific product development steps outlined in the documentation included 
screen recording, editing using Cap Cut, narration recording, validation, and revision. 

The assessment instrument was adapted from Rofiqodduri and Wahyuningsih (2023) and 
tailored to the specific characteristics of digital design tutorial videos. The instrument employs a four-
point scale ranging from 1 to 4. The media expert assessment covers aspects such as readability, ease 
of use, display quality, program management, documentation, audio quality, unity, balance, and 
contrast. The subject matter expert assessment covers aspects such as accuracy, completeness, content 
balance, interest or engagement, alignment with student characteristics, support for the learning 
process, learning motivation, and instructional flexibility. Validation data were analyzed descriptively 
using a feasibility percentage calculated with the following formula: 
 

 
 
where P represents the feasibility percentage, ∑X is the total score obtained from the validators, 

and ∑Xmax is the maximum possible score. Percentages were calculated for both individual assessment 
aspects and the product as a whole. Feasibility criteria followed the classification used in the study, as 
shown in Table 1. The stages of product development are shown in Figure 1. 

 
Table 1. Conversion of Feasibility Achievement 

Level Percentages (Risma et al., 2024) 
Achievement Level Classification Remarks 

76% - 100% Very Feasible No revision needed 
51% - 75% Feasible No revision needed 
26% - 50% Less Feasible Revision needed 
0% - 25% Not Feasible Revision needed 

 
 

 
Figure. 1. Stages of the ADDIE Development Model 

 
RESULTS AND DISCUSSION 

 
This study produced a tutorial video on creating dress designs using the Ibis Paint X application 

as a learning resource for Digital Design in vocational high schools (SMK). The tutorial video was 
developed in stages, covering canvas setup, an introduction to and use of tools, incorporating body 
proportions, sketching, coloring, and finishing touches. Snapshots of the dress design process featured 
in the tutorial video are shown in Figure 2. 
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Figure 2. Video tutorial snippet 

 
The feasibility of the video tutorial was evaluated through expert judgment involving three 

media experts and three subject matter experts. The media experts' assessment covered nine aspects, 
while the subject matter experts' assessment covered eight aspects. The assessment results were 
subsequently converted into a suitability percentage based on the ratio of the obtained score to the 
maximum score. The results of the media expert assessment are presented in Table 2. 

 
Table 2. Results of the Media Expert Validation Assessment 

Aspect Obtained 
Score 

Maximum 
Score 

Percentage 
(%) 

Category 

Readability 9 12 75.00 Feasible 
Ease of use 11 12 91.67 Very Feasible 
Display quality 10 12 83.33 Very Feasible 
Program management quality 10 12 83.33 Very Feasible 
Documentation quality 19 24 79.17 Very Feasible 
Audio quality 18 24 75.00 Feasible 
Unity 9 12 75.00 Feasible 
Balance 21 24 87.50 Very Feasible 
Contrast 10 12 83.33 Very Feasible 
Total 117 144 81.25 Very Feasible 

 
Based on Table 2, the video tutorial achieved an overall score of 117 out of a maximum of 144 

(81.25%), placing it in the "highly feasible" category regarding media aspects. The aspect with the 
highest percentage was ease of use (91.67%), followed by balance (87.50%). Visual quality, program 
management quality, and contrast each scored 83.33%, while documentation quality scored 79.17%. 
The lowest percentages were found in the aspects of readability, audio quality, and unity, each scoring 
75.00%. The subject matter expert assessment covered aspects of accuracy, completeness, balance of 
content, interest or attention, suitability for student characteristics, support for the learning process, 
learning motivation, and instructional flexibility. The assessment results are presented in Table 3. 

 
Table 3. Results of the Material Expert Validation Assessment 

Aspect Obtained 
Score 

Maximum 
Score 

Percentage 
(%) 

Category 

Accuracy 17 24 70.83 Feasible 
Completeness 10 12 83.33 Very Feasible 
Balance of material 10 12 83.33 Very Feasible 
Interest or engagement 11 12 91.67 Very Feasible 
Suitability for student characteristics 11 12 91.67 Very Feasible 
Providing learning support 11 12 91.67 Very Feasible 
Fostering learning motivation 10 12 83.33 Very Feasible 
Instructional flexibility 11 12 91.67 Very Feasible 
Total 117 144 81.25 Very Feasible 

 
The subject matter expert assessment yielded an overall score of 91 out of a maximum of 108 

(84.26%), placing it in the "highly suitable" category. Four aspects achieved the highest score of 
91.67%: interest or attention, alignment with student characteristics, capacity to facilitate learning, 
and instructional flexibility. The aspects of completeness, content balance, and learning motivation 
each scored 83.33%, while the aspect of accuracy received the lowest score at 70.83%. To determine 
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the overall feasibility level, the scores from the media and subject matter experts were combined. A 
summary of the assessment results is presented in Table 4. 

 
Table 4. Summary of Video Tutorial Feasibility Test Results 

Aspect Obtained Score Maximum Score Percentage (%) Category 
Media expert 117 144 81.25 Very Feasible 
Subject matter expert 91 108 84.26 Very Feasible 
Total 208 252 82.54 Very Feasible 

 
Overall, the tutorial video achieved a score of 208 out of a maximum of 252, equivalent to 

82.54%. Based on the established eligibility criteria, this result indicates that the tutorial video on dress 
design using Ibis Paint X falls into the "highly suitable" category, according to the assessments of media 
and subject matter experts. The results of the study indicate that the video tutorial on creating a dress 
design using Ibis Paint X received a feasibility rating of 81.25% from media experts and 84.26% from 
material experts, with an overall feasibility rating of 82.54%. Based on the criteria used, these results 
place the product in the highly feasibility category. These findings indicated that conceptually, the 
material and presentation of the media meet most of the required aspects for use as a supporting 
medium for Digital Design learning in vocational schools. However, the feasibility in this study was 
based on expert judgment rather than demonstrated the media's effectiveness on student learning 
outcomes. 

Regarding the media aspect, ease of use received the highest rating of 91.67%. These results 
indicates that experts considered the video's structure and presentation to be quite easy to follow. This 
relates to the tutorial's step-by-step structure, from canvas creation and introduction to tools, 
inputting body proportions, sketching, coloring, and finishing. Sequential presentation of the process 
is crucial in digital skills learning because students require not only an explanation of the function of 
a feature but also a demonstration of how it is used in the design process (Vaszkun & Mihalkov Szakács, 
2025). The replayability of the video also provides an opportunity for students to learn specific steps 
repeatedly as needed. This is in line with Qonitah et al. (2020), who stated that video tutorials can 
support independent learning because the material can be accessed and repeated by students. 

The visual balance aspect also received a high rating, at 87.50%, while display quality, program 
management, and contrast each received 83.33%. These results indicated that the video's visual 
presentation is generally deemed adequate for digitally displaying the dress design process. In the 
context of fashion design learning, visual quality is crucial because students need to observe changes 
in shape, line, color, and design details at each stage (Jang et al., 2025). The results of this study aligned 
with Firmandani et al. (2025), who also developed a digital technology-based video tutorial using Ibis 
Paint X and reported that the developed media was highly feasible based on assessments by media and 
material experts. These similar findings reinforced the potential of Ibis Paint X as an application that 
can be integrated with tutorial media to support digital design learning. 

Although the overall media feasibility was classified as very feasible, several aspects received 
lower scores: readability, audio quality, and unity, each with 75.00%. Based on the research criteria, 
these three aspects are still in the adequate category, but have not yet reached the very adequate 
category. This finding indicates room for improvement, particularly in the clarity of the text or 
information presented, the quality and clarity of the narrative, and the integration of visual elements, 
audio, and tutorial stages. Improvements in these aspects are crucial because instructional videos 
depend not only on image quality but also on the ability of the audio, text, and visuals to convey 
information consistently and easily. 

The assessments from material experts yielded slightly higher scores than those from media 
experts. The aspects of interest or attention, suitability to student characteristics, support for the 
learning process, and instructional flexibility each received a score of 91.67%. These assessments 
indicate that, from the experts' perspective, the material and its presentation are deemed appropriate 
to support the learning characteristics of vocational high school students and can be used as a 
supplementary learning medium. This finding is relevant to the needs identified in the analysis phase, 
namely, students' continued difficulty understanding tool functions, managing canvases and layers, 
and following the process of creating digital designs using smartphones. With step-by-step 
demonstrations, video tutorials have the potential to provide more structured guidance than verbal or 
written explanations alone. However, the accuracy aspect received the lowest percentage in the 
material assessment, at 70.83%. These results warrant attention because the accuracy of the material 
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relates to the appropriateness of the information, procedures, and steps presented in the tutorial. 
Although the material was deemed very appropriate overall, the score for this aspect indicates that 
there are still areas that could be improved or clarified based on validator feedback. Therefore, product 
revisions should not only focus on media presentation but also ensure that the terminology, sequence 
of procedures, use of tools, and design creation techniques presented align with the Digital Design 
learning competencies. 

This study aligned with the findings of Rahayu et al. (2025), who reported a 97.2% feasibility 
rating from subject matter experts and a 93.2% rating from media experts for a digital coloring tutorial 
video using Ibis Paint. Although the percentages in that study were higher, both studies demonstrate 
that tutorial videos combined with the Ibis Paint application are considered feasible learning media 
for digital design. Other research on tutorial videos for skills training also highlights the benefits of 
such media. For instance, Mandalika and Syahril (2020) reported higher learning outcomes in groups 
using tutorial videos compared to control groups, while Yulianti and Marniati (2021) demonstrated 
the utility of tutorial videos in fashion skills instruction. While these findings provided context 
regarding the potential of tutorial videos as learning media, they cannot be used to conclude that the 
video developed in the current study has improved learning outcomes, as its effectiveness among 
students has not yet been tested. 

Overall, the results indicated that the Ibis Paint X tutorial video possesses a high level of 
feasibility in terms of both media quality and content. The product's primary contribution lies in 
providing a visual guide that systematically presents the dress design process within a single tutorial 
series, making it suitable as a supplementary learning resource for Digital Design courses in vocational 
high schools (SMK). However, the current findings were limited to expert evaluations. Therefore, 
future research should involve students, through small-group trials or classroom implementation, to 
assess user response, actual ease of use, and the media's effectiveness regarding digital design skills 
and student learning outcomes. 

 
CONCLUSION 
 

Based on expert evaluations, the video tutorial on dress design using the Ibis Paint X 
application was deemed highly suitable as a digital design learning medium for vocational high schools 
(SMK). Media expert validation yielded a score of 81.25%, while content expert validation resulted in 
84.26%. Overall, the product achieved a suitability rating of 82.54%, placing it in the "highly suitable" 
category. Regarding the media aspect, the highest ratings were given for ease of use, whereas 
readability, audio quality, and unity require further refinement. In terms of content, the highest 
ratings were awarded for engagement/attention, alignment with student characteristics, support for 
the learning process, and instructional flexibility, while the aspect of accuracy received the lowest 
score. Consequently, the developed video tutorial is suitable for use as a learning support medium, 
provided that improvements are made to the aspects that received lower ratings. This study was 
limited to a suitability assessment via expert judgment and did not involve direct testing of the 
medium with students. Therefore, future research should conduct user trials and effectiveness testing 
to determine the impact of the video tutorial on students' digital design skills and learning outcomes. 
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