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The videos for making fashion patterns taken by teachers from YouTube only fulfilled
some indicators in making pattern subjects. It was caused by time limitations in creating
audiovisuals by the teacher. Furthermore, some teachers also did not master IT
especially in making audio-visual media. The students faced difficulty in understanding
making robe patterns based on the design without the teacher’s guidance when the
teacher used the lecture method, job sheet, and module. The purposes were (1) to
examine the audio-visual learning media in the competency of making robe patterns
based on the design. (2) to examine the effectiveness of learning media and (3) to
examine the practicality of it in the competency of making robe patterns based on the
design. The research model applied ADDIE. The result showed the audio-visual
learning media was proved feasible by material and media experts where The CVR
achieved more than 0,75. Audio-visual learning media was effective in the learning
process since it showed an improvement in learning outcomes. The results of the t-test
with a significance of 0 and the N-gain test results of 53.60%. This media was very
practical in making robe patterns with a percentage gained 89.58% from students’ users
and 94.92% from teachers.
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INTRODUCTION

The technology development in education
gave benefits to the teacher and students.
Knowledge of education had to follow the
technology development so that learning purpose
could be achieved if the learning process was
effective and efficient. One of the ways to achieve
it was by applying learning media. Learning media
can influence the environment, situation, and
learning atmosphere carried out by the teacher.
Media made translating the data and information
became easy to read. The data presentation was
more attractive and accurate, and it can increase
students’ learning motivation. Furthermore, the
materials were easy enough to understand, so the
learning outcome can be achieved (Dewi et al.,
2018:106; Tafonao, 2018:103). Learning media
was divided into three categories: audio media,
visual media, and audiovisual media. The use of
audiovisual learning media became one of strategy
for increasing learning quality and improving
learning  outcomes. This  media-created
visualization from abstract material to the real one.
So, the atmosphere in the learning process was
effective and pleasant. The students enjoyed the
class and accepted the materials freely (Fitria,
2014:59; Martini, 2015:676;
Suyitno,2018:20).

According to the interview result at state
vocational high school (SMK) 1 Sayung got
89,89% of students 0f 10, 11, and 12 grades needed
audiovisual media to support learning activities

Pratama &

especially in making robe patterns. In making
patterns subject, there was one competency to
make a robe based on the design. This material

was given to 10-grade students of state vocational
high school (SMK) 1 Sayung with several
indicators. (1) Preparing tools and materials for
making robes based on the design. (2) Utilizing the
decided size in making robes based on the design.
(3) Changing and dividing pattern in making robes
based on the design. (4) Giving the mark and sign
in the robe patterns. (5) Making a robe pattern
based on the design.

The teacher used the blackboard as media to
explain the steps in making robe patterns. The
teachers used a Job sheet, lecture model, module,
and video from youtube to explain the material.
Unfortunately, the students still met difficulty to
make robe patterns based on the design without
teacher guidance. Furthermore, the youtube video
did not fulfill all indicators in making robe
patterns. Audiovisual media can facilitate teachers
to deliver the material so that the student was
easier to understand. Based on this situation, the
researcher saw developing audiovisual learning
media that can be used continuously and
repeatedly to solve the problems needed in making
robe patterns based on the design.

RESEARCH METHOD

The present study included a research and
development (R&D) approach to developing
audiovisual learning media to improve students
learning outcomes in making robe patterns based
on the design. The current research also used the
ADDIE model, ADDIE means Analysis, Design,
Development, Implementation, dan Evaluation.
The steps of the ADDIE model can be seen in the
following figure.
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Picture 1. The development steps of the ADDIE model

RESULT AND DISCUSSION

The implementation of developing audiovisual
learning media
In the developing stage, constructing
audiovisual learning media was done by preparing
visual learning media. This visual media added the
audio and suitable back sound to the content. The
steps can be seen as follow:
1. Making an initial display as an opening of the
learning media
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Picture 2. Initial display

2. Making the main menu of learning media
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Picture 3. Main menu

3. Making users guidance
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Picture 4. Display of intruction for use
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4. Making based competency menu
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Picture 5. Page of basic compentency menu

5. Making material page
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Picture 6. Page of material menu

6. Making quiz and exercises page
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Picture 7. Quiz and exercises display

7. Creating a developer profile
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Picture 8. Developer profile display

The main menu of developed media
consisted of users’ guidance, competencies,
materials, exercises, and profiles. The media was
completed with several buttons, such as the start
button, home button, material button, and next
and previous buttons.

Feasibility,  Effectivity,
Audiovisual Learning Media
1. The feasibility of audiovisual learning media

Practicality  of

To produce feasible learning media, we
need to make sure of the feasibility of the material
and media (Amrulloh, 2013:134). The media
validation was gained from validating audiovisual
learning media in the competency of making robe
patterns based on the design. Eight material
experts and eight media experts assessed the
audiovisual learning media purposed by the
researcher. The diagram result of experts’
judgment can be seen as follows.

The Result Score of Material Experts' Judgement
toward Media Feasibility

0,95

0,78

The suitability between content media and concept in making

The suitability between content media and learning purpose

Picture 9. The result score of material experts toward media feasibility
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Based on the diagram above it can be
explained that the indicator conformity of
content media in making robe patterns gained an
average CVR score of 0,78. On the other hand,
the indicator of the suitability of media content
with learning objectives obtained an average

CVR result of 0.90. content media conformity
achieved a 0,90 average CVR score, or it can be
stated that audio-visual learning media was
feasible because it obtained a CVR score of more
than 0.75.

The Result Score of Media Experts' Judgment
toward Media Feasibility

0,87

Media Format

Media Quality

0,81

0,90

Concept Suitability

Picture 10. The result of Media Experts’ Judgement toward Media Feasibility F

Based on the diagram result media format
indicators gained 0,81 of the average CVR score.
Media quality got 0,90 of the average CVR score,
while concept suitability achieved 0,87 of the
average score. In other words, it can be concluded
that the media was feasible since it gained a CVR
score of more than 0.75. Furthermore, the
validation results of material experts and media
experts on audio-visual learning media were
feasible since all indicators had an average CVR of
more than 0.75.

The result of reliability gained more than
80%, or it can be declared reliable. After validating
media, the media practicality was tested on class
XII of fashion design students, and the participants
were 29 students. The practicality score gained
87,64% of the average percentage, and two
teachers got 95.57%. The result showed that the
media was practical in the learning process. Also,
the learning media was feasible since it had gained
85.01%. Based on the result, the audiovisual
learning media was very practical and feasible to
be used as a learning topic. Khumaedi et., al (2021:
621) stated that audiovisual audio employed the
sense of sight and the listener's sense to reinforce
each other during learning. Asmara (2015:172)
explained that the learning media became

unimplemented in class, and the feasibility would
not be successful without validation from some
components. Martini (2015:681) elaborated that
audiovisual learning media was feasible to be
adopted when it fulfilled score aspects and
indicators of developed learning media.
Amrulloh et., al (2013: 135) explained that if the
media met all eligibility aspects, the media was
suitable for use in the learning process. The
audiovisual learning media had been -called
feasible and practical and was then applied to class
XTI students majoring in fashion at SMK Negeri 1
Sayung. The subject was 31 students who had
received material on making robe patterns
according to the design.
2. The Effectivity of Audiovisual Learning
Media Effectivity

The learning media effectivity was taken
from students’ outcomes in making robe patterns
based on the design that used work instruments.
Audiovisual learning media can increase the
learning quality that is one by the teacher
(Mahnun, 2012; 33, Leow & Mai, 2014;109). The
strength of learning media was easy to use,
everywhere, and at every time. The students can
learn independently, and it can be used repeatedly

when the students want to learn
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individually. Unfortunately, the weakness of
learning media was can be used only in android. A
learning media was made to cover all basic
competencies and achievement indicators which
were arranged coherently and can be used anytime
and anywhere by students' mobile phones so that
students can use it more effectively and efficiently.
There quality requirements in
instructional media development; valid, practical,
and effective (Fitria et al., 2017:21).

The teachers’ duty in the audiovisual media

were three

was to streamline teaching-learning activities
(Mathew & Ali, 2013:91). The media effectivity
can be seen from pre-test and post-test scores of XI
grade of fashion design students at State
Vocational Highschool (SMK) 1 Sayung. The
improvement of learning outcomes through
students’ worksheets of making robe patterns

based on the design. A pre-test and a post-test were

implemented in the audiovisual learning media
implementation. Normality and homogeneity tests
were conducted, before the T-test and the N-Gain
test were done. Based on the normality test used
SPSS 16.0 according to Kolmogorov-Smirnov, it
showed that the pre-test got a 0,145 significant
score, while the post-test gained a 0,069 significant
score. The pre-test and post-test data were normal
since the significant score was more than 0,05. The
next step was the homogeneity test. The result
depicted that the data was homogenous since it got
0,893 as a significant score. Furthermore, the data
was tested with T-test. The T-test result explained
that the pre-test and post-test found a difference
since they got 0 significant scores. While in the N-
Gain test, it achieved 53.60% of the average score.
The improvement score between pre-test and post-
test based on decided indicators can be seen as
follow:

Table 1. The improvement of Pre Test and Post Test score

Indicators Pretest Posttest N-gain Category
Score

Preparing tools and m?terials in making robe 67.74 93.75 20.62 % High

patterns based on the design

Utilizing the spec.:iﬁed size in making the robe pattern 58 87 71.88 31.63 % Medium

based on the design

Changing and dividing.patterns in making robe 66.73 29,06 67.29 % Medium

patterns based on the design

Giving shawls and markings according to the design 50 42 66.67 29.95 % Low

of the robe patterns.

Making the draft based on the design 41.13 72.92 54 % Medium

The tidiness of the pattern and design of materials 73.39 79.17 21.72 % Low

Disciple in submitting the task 70.97 82.29 41.33 % Medium

The effectivity result of audiovisual learning
media was in line with Adittia’s (2017:19). In his
study, there was a difference in average scores
between the pre-test and post-test, and learning
outcomes improved after using audiovisual media.
Khumaedi et., al, (2021:613) elaborated that
audiovisual learning media can be used to increase
students’ competency. Kurniawan & Danang
(2189-2190)  also
implementing learning media,
students’ outcomes tended to increase from 56,96
to 76,04 average score. Sofi (2017: 271) depicted
that most teachers and students agreed the

explained  that  after

audiovisual

audiovisual learning media was more effective in
the teaching and learning process. It was in line

with Gani (2017: 56) explained that audiovisual

media contributed significantly to students’
learning outcomes. Asmara (2015:176) elaborated
that learning activities with audiovisual media
were more successful than learning activities
without audiovisual media. This statement was
supported by the data of the classical minimum
score of the experiment class gained 86, 364% that
passed the proposition of class learning success
limit (75%). Gabriela (2021:10) explained that all
learning activities using audiovisual learning
media could increase students' learning outcomes

with an overall increase in the experimental class.
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3. Media Practicality

Product practicality means the product can
be easy to use for the users. These criteria are
related to the product level that can be used and be
liked in normal conditions by users (Nieveen in

Rochmad, 2012: 70). The practicality of learning
media is taken from a questionnaire of users’
responses (teacher and students). The following
result was the students’ response toward media
practicality.

The Result of Students' Responses to Media Practicality

= Convenience =

Clarity

L] Usage = Time allocation

Picture 11. The result of students’ response to media practicality

The result of the practicality test in the
convenience indicators achieved 90.59%, while

clarity got 89, 11%, the usage indicators gained
90,19%, and time allocation got 86,29%.

The Result of Teachers' Responses toward Media Practicality

Usage .

= Convenience * Clarity

Time allocation

Picture 12. The result of teachers’ responses in media practicality

The result of the practicality test in
convenience indicators got 93,75%, clarity gained
96,875, usage indicators achieved 96,87%, and
time allocation got 86,29%. Based on the overall
results of the practicality questionnaire percentage,
it was stated that audiovisual learning media was
very practical to be used since it was easy to be
implemented, easy to understand, easy to move,

clear and can be carried out everywhere.
Annisa et.al (2020:  76) the
practicality aimed to know the convenience of

elaborated on

users in using learning media. In line with Singh
(2021: 895), audiovisual learning media supported
students’ motivation and helped a teacher in the
teaching and learning process. Tawil & Ahmad
(2019:2) stated that audiovisual learning media



Rahmawati Noor Jannah, et al. / Journal of Vocational and Career Education 7 (2) (2022) : 1-9

implementation could influence students’
responses.

The practicality result of audiovisual media
was in line with Riyanto & Asmara (2018: 79). In
the research showed that audiovisual learning
media fulfilled a practicality value in its use.
Karisma, et.al (2019:216)

audiovisual learning media was practical to use in

explained an

the learning process. The usage of audiovisual
learning media in the competency of making robe
patterns based on the design gained feasibility
category, effective and very practical. The current
research enriched (1) the development of learning
audiovisual media in making robes based on the
design was made coherently according to the
based competency (KD) and indicators. (2) The
learning media was in the form of an application,
so the students can use it anytime and anywhere.
(3) The learning media was completed with
animation and audio to clarify the materials.

CONCLUSION

Audiovisual learning media in the
competency of making robe patterns based on the
design was feasible since it contained basic
competency, indicators, user guidance, and
materials that fit the indicators and exercises. This
media can improve students’ achievement because
after applying the media in the learning process,
the result showed that there was an improvement
in the pre-test and the post-test score. Furthermore,
audiovisual media was practical to be used by the

students and the teachers in the learning activities.
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