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ABSTRACT 

Outcome-Based Education (OBE) is an educational system oriented toward 
achieving measurable learning outcomes as the basis for planning, 
implementing, and evaluating learning. Implementing OBE in higher education 
requires learning innovations that can optimally support the achievement of 
graduate competencies. This research aims to develop web-based learning 
media through a Project-Based Learning (PjBL) approach and to test its 
feasibility and effectiveness in the Children's Fashion course. This study used a 
Research and Development (R&D) method with the ADDIE model, which 
consists of the stages of analysis, design, development, implementation, and 
evaluation. During the needs analysis phase, 92.5% of lecturers and 89.27% of 
students expressed a very high need for the development of web-based learning 
media. Product validation results showed that the assessment by material 
experts was 88.6% and the media experts 89%, both of which are in the very 
good category. User trials also showed positive results, with 81% of the small 
group, 85% of the medium group, and 87% of the large group, all in the good to 
excellent category. The effectiveness analysis showed that the average pretest 
score of 44.29 increased to 78.27 in the posttest. Furthermore, the N-Gain 
calculation was 0.61, which is in the moderate category. Based on these results, 
it can be concluded that the web-based learning media developed using the 
Project-Based Learning approach is feasible and quite effective in improving 
student learning outcomes in the Children's Fashion course and supporting the 
implementation of an OBE-based education system. 
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INTRODUCTIONS  

Vocational education is education that produces work-ready graduates who have skills 
according to the needs of the world of work (Vardina, et. al. 2019; Areisy, H. J., & Sudira, P. 
2022; Mahmudah, F. N., & Santosa, B., 2021). This means that vocational education must be 
able to prepare graduates who have expertise competencies according to industry needs. This 
can be achieved by implementing the Outcome Based Education (OBE) learning model. 
Outcome-Based Education (OBE) has been implemented in higher education institutions in the 
world such as Australia and South Africa since 1990. Then the United States also implemented 
OBE in 1994. Outcome-Based Education (OBE) has become a recognized ideology in the field 
of education (Kumar, 2023). 
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Outcome-Based Education (OBE) OBE focuses on students as the primary focus, 
ensuring that all components of the education system are designed to achieve and 
demonstrate specific competencies that students must master after completing their 
education (Arifin, 2020; Hamidi et. al., 2024; Pham & Nguyen, 2024; Sunra et. al., 2024). The 
OBE approach assesses the achievement of learning outcomes and provides opportunities 
for students to develop the skills needed to prepare them for entering the workforce 
(Srivastava & Agnihotri, 2019). Every student should achieve learning objectives at the end 
of learning (outcomes) but still not forget the importance of the learning process in it 
(Purwaningsih, 2020). In the OBE concept, students play an active role in the learning 
process while lecturers only act as guides or facilitators (Mulawarman et al., 2020; Komsiyah, 
2021; Su et al., 2021; Handayani, et al. 2024). The OBE system is expected to serve as an 
innovative approach to balance the acceleration of technological development with the 
enhancement of human resource capabilities and competitiveness (Wang, 2022). Currently, 
many universities in Indonesia have implemented the OBE curriculum. The implementation 
of OBE in Indonesia is driven by the increasing demand for graduates who are not only 
knowledgeable but also skilled in critical thinking, problem-solving, and collaboration (Khan 
Milon et al., 2024; Pham & Nguyen, 2024). 

Medan State University is one of the universities that implements the OBE curriculum. 
To support the implementation of the OBE curriculum, the fashion design study program also 
utilizes technology, including the development of website-based learning media. A website is 
a learning tool that uses the internet network and provides all forms of information (Divayana, 
et al. 2016). Learning using a website is expected to be more enjoyable, because activities 
do not only take place in the classroom, but can also take place in virtual classes, e-learning 
(Herayanti, et al. 2017). Web-based learning can also help teachers prepare learning and as 
a tool for delivering difficult material. Websites can be used to display various information in 
the form of text, images, videos, audio, moving animations or a combination of all of them 
that are interrelated and connected by a network of pages or what can be called hyperlinks. 
Web-based learning has become an important way to improve learning and teaching, 
offering many learning opportunities (Hwang, et al. 2007). The use of the internet and 
websites has had a significant impact on the field of education. Website-based learning 
media provides flexibility in accessing learning materials anywhere and anytime, thus 
supporting independent learning and better understanding for students. The application of 
website-based learning media can create a dynamic, efficient, interactive, and more 
interesting learning atmosphere, thereby creating students' enthusiasm for learning (Azmi et 
al. 2020). The application of web-based media can be one of the learning media in children's 
fashion courses. 

Children's fashion courses are one of the productive courses that provide students 
with the competence to make children's clothing. In line with the times, children's fashion 
models are increasingly diverse following fashion trends. In addition to following trends, the 
selection of children's clothing is certainly inseparable from the requirements of children's 
clothing itself, such as materials that easily absorb sweat, simple designs and bright colors 
(Al Syifa & Suliyanthini, 2021). Based on observations, Children's fashion courses are given 
to second semester students and some students come from high school so that students still 
have difficulty in learning children's fashion, especially breaking down children's fashion 
patterns according to the model. In addition, the limited time in learning activities also has an 
impact on students in completing assignments on campus. Students are also less active in 
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asking lecturers about material that is not yet understood. During learning, students tend to 
only see lecturers practicing how to break down children's fashion patterns and not 
infrequently when given assignments, students do not understand the learning because there 
is no media to help repeat learning at home. Learning communication using only oral 
language will not be able to help students understand abstract learning materials, equipment 
or media are needed that can help concretize abstract materials (Prior, et al. 2016; 
Richardson, 2003) and create an interesting learning atmosphere. Many students rely on the 
internet. This situation is found during class discussions, when lecturers give cases or 
assignments, students search more on the internet to answer questions (Jasrial, et al. 2022). 
This means that the internet can be used to consult on learning problems, give assignments, 
evaluate and create interactive service activities between students and teachers (Cholid et 
al., 2016). Therefore, the development of web-based media is considered capable of helping 
students in learning to break down children's fashion patterns. However, the development of 
web-based media must be accompanied by a learning approach that encourages student 
involvement in solving a problem. 

Project Based Learning includes a student-centered approach and emphasizes 
everyday problems (sholihah, et al. 2022). Learning with Project based learning can improve 
the development of students' knowledge and skills (Ralph, 2015). Through PBL, it provides a 
holistic learning experience, supporting students in expanding critical and social skills that 
are very important for success in the real world. The use of the right method is very 
necessary to support the output achieved by students. Therefore, the development of web-
based media is developed with a Project Based Learning model approach. 

This web-based media is developed according to the student's environment which 
contains theories, images, learning videos, and learning evaluations. The material in it is in 
accordance with student development with themes in teaching materials that are very 
contextual and close to the student's environment. Each learning theme will be equipped with 
a learning evaluation in the form of problems that students must solve and then students 
must find solutions to break the pattern according to the children's fashion model. The 
Project Based Learning approach involves students in the construction of knowledge, asking 
them to complete meaningful projects and develop products (Brundiers & Wiek, 2013; Krajcik 
& Shin, 2014).  

This study aims to develop web-based learning media through a project based learning 
approach in children's fashion courses to support OBE learning in the Fashion Education 
study program.  
 
RESEARCH METHOD  

This study uses the ADDIE development model. The ADDIE model uses a systems 
approach, namely dividing the learning planning process into several steps: Analysis, 
Design, Development, Implementation, and Evaluation (Januszewski & Molenda, 2008). The 
subjects of this research were second semester students of the Fashion Design Education 
study program. 

Research and development procedures in research are used to produce certain 
products and determine the level of feasibility of developing Web Media in Children's fashion 
Making, namely: 1) Analysis (curriculum, student needs, and subjects); 2) Design (compile 
material, formulate storyboards, formulating the appearance of Web Blog pages, and 
compiling instrument grids); 3) Development (producing Web products, validating material 
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and media experts, improving materials and media); 4) Application (applying media to 
schools); and 5) Evaluation (test formative and summative). 

The instrument used in this study is a questionnaire. The questionnaire used in this 
study was: 1) a questionnaire for analyzing student needs; 2) a questionnaire validator for 
material experts; and 3) a questionnaire validator for media experts to determine the 
feasibility of web blog media in making Children's fashion.  

Measuring using a Likert scale that is used in measuring the attitudes and opinions of 
a person or group about social events. The answers to each item use a Likert scale ranging 
from positive (+) to negative (-), which can be in the form of words, and then these answers 
can be given a score. The following is the scoring of the instrument items in the study:  

Table 1. Likert Scale Score 
Answer score 

Strongly agree 5 
Agree  4 
Disagree 3 
Don't agree 2 
Strongly Disagree 1 

Source: (Riduwan, 2016) 

Media eligibility is obtained from the validation results for the validator. Feasibility of 
data in the form of quantitative data or numbers. then analyzed again with descriptive data. 
According to (Sugiyono, 2013), descriptive data is the calculation of data that is used as a 
description of the data that has been collected, which presents data in the form of tables, 
diagrams, calculations of mode, median, and presentation of percentages. The techniques 
used in analyzing the data are: the questionnaire was first validated by media and material 
validators; collecting data that has been filled into tables; and calculating the feasibility score 
of the student's questionnaire.  

The final step concludes the calculation results based on aspects with the criteria in 
the table below, namely:  

 
Table 2. Scoring category 

No Intervals Category 
1 81% - 100% Strongly agree 
2 61% - 80% Agree  
3 41% - 60% Disagree 
4 21% - 40% Don't agree 
5 0% - 20% Strongly Disagree 

Source: (Riduwan, 2016).  
RESEARCH FINDINGS AND DISCUSSION  

Research Findings  
This research is an R&D research using the ADDIE development model. The ADDIE 

model consists of 5 stages, namely Analyze, Design, Development, Implementation, and 
Evaluation. At the analyze stage, observations, observations and interviews are carried out. 
Based on the results of observations, in the children's fashion course, students have many 
difficulties in making children's clothing, especially breaking down children's clothing patterns 
according to the model. In addition, limited time in learning activities also has an impact on 
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students in completing assignments on campus, especially since most students come from 
high school. Students are required to be able to make children's clothing that follows fashion 
trends and applies the requirements for children's clothing such as the use of materials that 
easily absorb sweat, simple designs and bright colors. According to observations made, 
many students also rely on the internet. This situation is found during discussions in class, 
when lecturers give cases or assignments, students search more on the internet to complete 
children's clothing assignments. However, the media available on the internet for children's 
clothing is still minimal. 

based on the results of observations and observations made, an analysis of the 
needs of lecturers and students was carried out. The analysis of the needs of lecturers was 
carried out by 4 fashion lecturers who taught the children's fashion course. Student needs 
analysis was conducted by 32 students by distributing media needs questionnaires. The 
results of the needs analysis from the questionnaires that had been distributed obtained 
results of 92.5% of lecturers needing media. The results of the student needs analysis 
obtained 89.27% really needing media. From these data it can be concluded that Web-based 
Media through the Project Based Learning Approach in Children's Fashion Courses is very 
much needed to Support Obe Learning. 

At the design stage, the initial media design and storyboard are carried out through 
two stages, namely First, determining the material that is in accordance with the competency 
requirements. Second, selecting and determining the software that will be used in media 
development. This first design stage is carried out: (1) Reviewing the Curriculum, carried out 
so that the development of web-based media through a project-based learning approach on 
children's fashion material is produced inseparable from learning objectives. (2) Identifying 
the materials needed for media development, including designing the initial product and 
material structure, collecting materials and evaluation. The second stage is developing web-
based media with a project-based learning approach. This means that the media is 
developed by paying attention to the problems and projects that will be worked on in 
children's fashion. In this study, the main software used is Google Sites. Google Sites is one 
of Google's platforms for creating websites practically. In addition, the use of Canva, Corel 
Draw and Photoshop also helps to design images on the media. 

 
 
 
 
 
 
 
 
 

Figure 1. Web View 
 

On the web page is equipped with home, materials, learning videos, quizzes, 
references and about me. The home display contains a brief explanation of the concept of 
children's fashion. The display of materials is equipped with children's fashion materials that 
have been adjusted to the learning objectives. In each chapter, the material is equipped with 
exercises that students must work on as a project to see how much students understand the 
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learning in each material given. In addition, on the web there is also a display of learning 
videos containing videos of making children's play clothes. The web page is also equipped 
with multiple-choice quizzes that must be worked on by students to see students' knowledge 
of children's fashion.  

At the development stage, web-based learning media development was carried out. 
The results of this web-based media were then validated by material experts and media 
experts. Material experts consist of 2 experts in their fields. Media experts consist of 2 
experts in the field of educational media. Validation of materials and media was carried out to 
determine the feasibility of web-based materials and media so that they can be used in 
children's fashion learning. 

The results of the validation of material experts include learning aspects, material 
presentation aspects and linguistic aspects 

Table 3. Results of Material Expert Assessment  
 
 
 
 
 

From the table above, it can be seen that the assessment of the two material experts 
on the learning aspect obtained 90% in the very good category. In the aspect of material 
presentation, it obtained 88.33% in the very good category, and in the linguistic aspect, it 
obtained 86.7% in the very good category. From these three aspects, the average 
assessment obtained 88.6% in the very good category. Suggestions from both materials in 
an effort to obtain material quality that is in accordance with the objectives and competencies 
are that the material must be limited so that it is not too much and focused, the material is 
clarified with additional images, the learning sequence must be in accordance with the 
concept map and clarify images and videos with tension. Based on the suggestions from the 
two material experts, it becomes the basis for improving web-based media. From the 
assessment of the two material experts, it shows that the material used in the media is 
appropriate and can be used in children's fashionlearning. 

Media Expert Validation was conducted by two learning media experts. Media 
validation was conducted to determine the feasibility of the web-based media that had been 
developed. The aspects assessed were the feasibility of media content, Media Presentation, 
and Media Usefulness. 

Table 4. Media Expert Assessment Results 
 
 
 
 
 
 
From the table above, it can be seen that the assessment of media experts on the 

aspect of media content feasibility obtained 88.33%, on the aspect of media presentation 
obtained 90% and on the aspect of media usefulness obtained 90%. The total results of the 
media expert assessment on average obtained 89.5% in the very good category. Some 

Aspect   Average (∑) Percentage (P) 
Learning 22,5 90% 

Presentation of Material 26,5 88,33% 
Linguistics   13 86,7% 

Overall Percentage 88,6% 

Aspect   Average (∑) Percentage (P) 
Media content suitability 26,5 88,33% 
Media presentation 22,5 90% 
Usefulness   18 90% 
Overall Percentage 89,5% 
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suggestions from media experts such as adding several colors and children's characters to 
the web, the background is adjusted to the child's concept, and several layouts and writing 
must be in accordance with the characteristics of students. Suggestions from media experts 
are the basis for improvements to the media. The overall assessment results from media 
experts indicate that the media developed is suitable for use in children's fashion learning. 

The implementation stage begins with the small group, medium group and large group 
trial stages. The small group trial was conducted by 9 students, the medium group trial was 
conducted by 18 students and the large group trial was conducted by 32 students. The 
results of the small group trial obtained 81% in the very good category, the medium group trial 
obtained 85% in the very good category and the large group trial obtained 87% in the very good 
category. Based on the results of the validation and media trials, it can be concluded that Web-
based media through the project-based learning approach developed is very feasible to be used 
as a learning medium in children's fashion learning. The development of Web-based media can 
facilitate the delivery of material and students are more interested in repeating learning so that 
they can improve students' understanding of making the children fashion 

 
Table 5. Results of small, medium, and large group tests on web-based media 

No Indicator Small 
Scale 

Medium 
Scale 

Large 
Scale 

1 Children's fashion material on web media is in 
accordance with learning objectives 

35 80 152 

2 The material is explained in detail and clearly. 39 82 154 
3 The material on web-based media is easy to 

understand. 
35 75 146 

4 The image quality contained in web-based 
media is very clear. 

33 73 140 

5 Learning Videos help students in making 
children's clothing 

38 76 140 

6 The grammar used is easy to understand 33 72 135 
7 Assignments on web-based media can help 

improve competence in making children's 
clothing. 

37 72 134 

8 Quizzes on web-based media can help improve 
children's fashion knowledge. 

39 80 150 

9 The use of WEB-based media helps students 
work on children's clothing making projects. 

35 76 140 

10 Media based media display is very attractive 40 86 157 
11 Web-based media display motivates students to 

learn children's fashion 
35 75 137 

12 Web-based media can help independent 
learning easily 

38 75 138 

Total  437 922 1723 
Percentage 81% 85% 87% 
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The results of the small group trial obtained 81% in the good category, the medium 
group trial obtained 85% in the good category, and the large group trial obtained 87% in the 
Very Good category. These trial results indicate that Web-based media through a project-
based learning approach is suitable for use in children's fashion learning. 

An effectiveness test was conducted to assess the effectiveness of web-based media 
through a project-based learning approach. The effectiveness test was conducted on 26 
second- and even-semester students of the Fashion Design Study Program. The pre-test 
results for students obtained a lowest score of 29.86, a highest score of 56.72, mean 44.29 
with a standard deviation of 6.9. 
 

Table 6. Frequency Distribution of Students' Pretest Scores 
Value Range  Frequency Percentage  

29 – 33 2 7.7 
34 – 38 3 11.5 
39 – 43 6 23.1 
44 – 48 8 30.8 
49 – 53 5 19.2 
54 - 59 2 7.7 
Total  26 100 

 
Furthermore, the results of the post-test given to students who used web-based media 

through the project-based learning approach obtained the lowest score of 66.50, the highest 
score of 89.82, mean of 78.27 and the standard deviation of 5.43. 

  
Table 7. Frequency Distribution of Pretest Scores of Students Who Were Taught Using 

Web-Based Media Through a Project-Based Learning Approach 
Value Range  Frequency Percentage  

66 – 70 2 7.7 
71 – 75 3 11.5 
76 – 80 7 26.9 
81 – 85 8 30.8 
86 – 90 6 23.1 
Total  26 100 

 
Pretest and posttest results showed improved learning outcomes for students taught 

using web-based media through the Project-Based Learning approach. The average pretest 
score of 44.29 increased to 78.27 in the posttest. This indicates improved learning outcomes 
after implementing the developed learning media. 

Furthermore, to determine the effectiveness of improving student learning outcomes 
after implementing web-based learning media through the Project-Based Learning approach, 
an N-Gain analysis was conducted. This analysis measures the magnitude of learning 
improvement based on the difference between pretest and posttest scores, taking into 
account the maximum possible score. 

The calculation results show that the average pretest score of 44.29 increased to 78.27 
in the posttest. The N-Gain calculation yielded a score of 0.61. This score falls within the 
moderate category, indicating that the developed web-based learning media has a moderate 



Jurnal Asimilasi Pendidikan Volume 4 Nomor 2 Tahun 2026 
 

 

125 
 

level of effectiveness in improving student learning outcomes in the Children's Fashion 
course. 

Therefore, it can be concluded that the use of web-based learning media through the 
Project-Based Learning approach has made a positive contribution to improving student 
learning outcomes. Although the improvement is still moderate, there is still room for further 
optimization in the development of the learning media. 
 
Discussion  

The paradigm shift in higher education demands a learning system oriented toward 
learning outcomes (Outcome-Based Education/OBE). OBE is a curriculum approach that 
emphasizes the systematically measurable achievement of graduate competencies, so that all 
learning activities are designed to achieve the desired graduate profile (Spady, 1994). In this 
context, the role of innovative and relevant learning media is crucial in supporting the 
achievement of learning outcomes. 

The development of web-based media is a strategic solution to support the 
implementation of OBE. Web-based media allows flexibility of time and place, broad access to 
information, and multimedia integration, which can increase motivation and learning 
effectiveness (Suartama et al., 2020). Web-based learning also supports self-directed learning, a 
key principle of OBE. 

The Project-Based Learning (PjBL) approach was chosen in developing this media 
because it has characteristics that align with the OBE principles, namely student-centered 
learning, oriented towards tangible results, and encouraging 21st-century skills such as critical 
thinking, collaboration, and communication (Thomas, 2000). In this context, the developed web-
based media provides structured projects that students must complete to achieve certain 
learning outcomes. 
This development research follows the ADDIE (Analysis, Design, Development, Implementation, 
Evaluation) model, which allows for systematic, needs-based media development. In the analysis 
stage, the learning outcomes (CPL) that students must achieve in a specific course are identified. 
The results of this analysis serve as the basis for designing the project and features of the web-
based media being developed. The initial stage of this research began with a needs analysis to 
identify the urgency of media development. The analysis showed that 92.5% of lecturers stated a 
strong need for web-based learning media to support effective learning, particularly in 
strengthening practice-based learning outcomes. Meanwhile, 89.27% of students also stated a 
strong need for interactive, flexible, and easily accessible learning media. These results align 
with research by Azmi et al. (2020), which found that digital-based learning media can increase 
student interest and understanding and support independent learning. 

During the design phase, development was carried out using Google Sites as the primary 
platform for website creation. Google Sites was chosen based on its practicality, accessibility, 
and easy integration with Google accounts, making it highly suitable for use in higher education 
(Lestari & Nurdin, 2021). The interface design was created using graphics software such as 
Canva, CorelDRAW, and Adobe Photoshop to create engaging and educational illustrations and 
visual materials.  

During the development stage, validation was conducted by material experts and media 
experts. The material expert validation obtained a score of 88.6%, categorized as very good. 
This indicates that the developed content aligns with the targeted competencies in children's 
fashion learning. It is important to deliver material on children's fashion systematically, as it is 
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closely related to the development of fashion design and the needs of the children's fashion 
market (Purwaningrum, 2019). The media expert validation gave a score of 89.5%, categorized 
as very good, indicating that the media's navigation, visual appearance, and functionality were 
optimal and user-friendly. This finding aligns with the opinion of Sutopo and Wahyudin (2020), 
who stated that good learning media must have an intuitive interface, attractive visuals, and easy 
access to increase the effectiveness of online learning. 

Implementation stage, the media was tested on three user groups, namely the small 
group: obtained a score of 81% (good category), the medium group: obtained a score of 85% 
(good category), and the large group: obtained a score of 87% (very good category). These 
results indicate that the developed web-based media is very suitable for use as a project-based 
children's fashion learning tool. 

The effectiveness of the media was also evident from the results of the students' pretest 
and posttest. The average pretest score was 44.29 and the average posttest score was 78.27. 
This data shows a 33.98-point increase, indicating a significant improvement in learning 
outcomes. Based on the N-Gain calculation, a value of 0.61 was obtained, which is considered 
moderate. This indicates that the developed web-based learning media is quite effective in 
improving student learning outcomes in the Children's Fashion course. These results are 
consistent with previous findings that a digital project-based learning approach can improve 
students' conceptual understanding and practical skills (Sari et al., 2021; Haryanto et al., 2022). 

Several previous studies support the effectiveness of combining PjBL and web-based 
media in supporting OBE learning. For example, research by Haryanto et al. (2022) showed that 
web-based media designed with a project approach improved students' conceptual 
understanding and problem-solving skills. Another study by Putra and Susilo (2021) found that 
implementing PjBL in a digital environment encouraged active student engagement and 
significantly improved learning outcomes. The development of this media also adhered to 
Universal Design for Learning (UDL) principles to ensure accessibility for all students. Intuitive 
interface design, content accessibility across multiple devices, and a diversity of learning 
resources (text, video, and audio) were all key considerations in the development process. 

Thus, the development of web-based learning media through a project-based learning 
approach has proven effective and relevant in supporting the implementation of OBE learning. 
This media serves not only as a learning aid but also as an active learning platform that fosters 
independence and creativity, and encourages the maximum achievement of graduate 
competencies 

 
CONCLUSION  

Based on the research results and discussion, it can be concluded that the web-
based learning media developed using the Project-Based Learning (PjBL) approach within 
the Outcome-Based Education (OBE) framework is feasible and effective for use in 
Children's Fashion learning. This is demonstrated by the validation results from material 
experts (88.6%) and media experts (89%), which fall into the very good category. User trials 
also showed a positive response, with small group trials achieving 81%, medium group trials 
achieving 85%, and large group trials achieving 87%, all of which fall into the good to very 
good category. Furthermore, the effectiveness analysis showed an improvement in student 
learning outcomes, with an average pretest score of 44.29 increasing to 78.27 in the 
posttest. The N-Gain calculation of 0.61 falls into the moderate category, indicating that the 
web-based learning media is quite effective in improving student learning outcomes. Thus, 
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the developed media is not only technically and pedagogically feasible but also contributes 
positively to improving student learning outcomes in Children's Fashion learning. 
 

REFERENCES  

Ahyanuardi, A., Hambali, H., & Krismadinata, K. (2018). Pengaruh Kompetensi Pedagogik 
Dan Profesional Guru Sekolah Menengah Kejuruan  

Al Syifa, S. Z., SP, V. R., & Suliyanthini, D. (2021). Penilaian Hiasan Sulam Sashiko Pada 
Busana Anak. Practice of Fashion and Textile Education Journal, 1(1), 23-29. 
DOI: https://doi.org/10.21009/pftej.v1i1.21497 

Arifin, P. (2020). Outcomes Based Education. Seminar Re-Orientasi Mutu Kurikulum 
Berbasis Outcomes, Universitas Padjadjaran Sabtu, 14 Nopember 2020 

Arsyad, Azhar. (2015).  Media Pembelajaran, Jakarta: PT. Rajagrafindo Persada. 
Azmi, N., Wahid, R., & Hasan, S. (2020). Pengaruh media digital terhadap motivasi dan hasil 

belajar mahasiswa. Jurnal Teknologi Pendidikan, 22(1), 54–63. 
Azmi, R. A., Rukun, K., & Maksum, H. (2020). Analisis Kebutuhan Pengembangan    Media    

Pembelajaran Berbasis Web Mata Pelajaran Administrasi Infrastruktur Jaringan. Jurnal 
Ilmiah Pendidikan dan Pembelajaran, 4(2), 303-314. 
https://doi.org/10.23887/jipp.v4i2.25840  

Branch, R. M. 2009. Instructional Design-The ADDIE Approach. New York: Springer 
Brundiers, K., & Wiek, A. (2013). Do we teach what we preach? An international comparison 

of problem- and project-based learning courses in sustainability. Sustainability, 5(4), 
1725–1746. https://doi.org/10.3390/su5041725 

Chatwattana, P., & Nilsook, P. (2017). A Web-based learning system using project-based 
learning and imagineering. Int. J. Emerg. Technol. Learn., 12(5), 4-22. 

Chodiyah, (2010). Disain Busana Untuk SMTK/SMKK. Jakarta: Depdikbud 
Cholid, A. A., Elmunsyah, H., & Patmanthara, S. (2016). Pengembangan Model Web Besed 

Learning Pada Mata Pelajaran Jaringan Dasar Paket Keahlian TKJ Pada SMKN Se-
Kota Malang. Jurnal Pendidikan, 1(5), 961–970. 

Darussalam, A. (2015). Pengembangan Media Pembelajaran Berbasis Web Interaktif (Blog) 
Untuk Meningkatkan Motivasi Belajar Pada Mata Pelajaran Pemasaran Online Sub 
Kompetensi Dasar Merancang Website (Studi Pada Siswa Kelas X Tata Niaga SMK 
Negeri 2 Nganjuk). Jurnal Pendidikan Tata Niaga (JPTN), 3(2). Retrieved from 
https://jurnalmahasiswa.unesa.ac.id/index.php/jptn/article/download/12055/11237    

Dini, N., & Ekohariadi, E. (2024). Pengembangan Media Pembelajaran Berbasis Website 
Dengan Model Pembelajaran Problem Based Learning Untuk Meningkatkan 
Kompetensi Percabangan Dan Perulangan di Smk Negeri 2 Mojokerto. IT-Edu: Jurnal 
Information Technology and Education, 9(1), 8-16. Retrieved from 
https://ejournal.unesa.ac.id/index.php/it-edu/article/view/58274  

Divayana, D. G. H., Suyasa, P. W. A., & Sugihartini, N. (2016). Pengembangan media 
pembelajaran berbasis web untuk matakuliah kurikulum dan pengajaran di jurusan 
pendidikan teknik informatika Universitas Pendidikan Ganesha. Jurnal Nasional 
Pendidikan Teknik Informatika: JANAPATI, 5(3), 149-157. 

Djamarah, S. B.& Zain, A. (2011). Strategi Belajar Mengajar. Bandung: Pustaka Setia 
Emda, Amna. (2011). “Pemanfaatan Media dalam Pembelajaran Biologi di Sekolah”. Jurnal 

Ilmiah DIDAKTIKA, XII (1), 149-162. 
Hamid, M. A., et al. (2020). Media Pembelajaran. Yayasan Kita Menulis. Cetakan 1.  



Jurnal Asimilasi Pendidikan Volume 4 Nomor 2 Tahun 2026 
 

 

128 
 

Harsiwi, U. B., & Arini, L. D.D. (2020). Pengaruh Pembelajaran Menggunakan Media 
Pembelajarn Interaktif Terhadap Hasil Belajar Siswa di Sekolah Dasar. Jurnal 
Basicedu. Vol 4. No. 4. DOI: https://doi.org/10.31004/basicedu.v4i4.505 

Haryanto, D., Widodo, A., & Mulyana, A. (2022). Integrasi Project-Based Learning dalam 
Media Web Interaktif untuk Peningkatan Hasil Belajar. Jurnal Inovasi Teknologi 
Pendidikan, 9(1), 33–42. 

Herayanti, L., Fuaddunnazmi, M., & Habibi, H. (2017). Pengembangan media pembelajaran 
berbasis moodle pada mata kuliah fisika dasar. Jurnal Pendidikan Fisika dan 
Teknologi, 1(3), 205-209. 

Hwang, W. Y., Wang, C. Y., & Sharples, M. (2007). A study of multimedia annotation of Web-
based materials. Computers & Education, 48(4), 680-699. 
https://doi.org/10.1016/j.compedu.2005.04.020  

Indrayani, Sri Dewi. 2020. Pembuatan busana industri MAK/SMK kelas XI. Malang: PT 
Kuantum Buku Sejahtera. Hal 8 

Indriana, Dina. (2011).  Ragam Alat Bantu Media Pengajaran, Jakarta: PT. Diva Press.  
Jasrial., Sulastri., Saputra, A., & Kristiawan, M. (2022). Development of E-book Teaching 

Material in Improving Student Literacy. Educational Sciences: Theory & Practice. Vol 
22. No.1. DOI 10.12738/jestp.2022.1.0006 

Khadafi, S., Salim, A., Nopendri, Prabowo, R., & Anam, C. (2019). Rancang Bangun Website 
UKM Reviora Tanggulangin Sidoarjo Menggunakan Metode Waterfall Sebagai Media 
Pemasaran Online. Menuju Penerapan Teknologi Terbarukan Pada Industri 4.0: 
Perubahan Industri Dan Transformasi Pertumbuhan Digital, 705–710. Retrieved from 
http://ejurnal.itats.ac.id/sntekpan/a rticle/view/627 

Kim, B., Kim, T., Shin, S.W.  (2011). Understanding antecedents of continuance intention in 
social-networking services. Journal Of Behavior of Social Network, 14, 45-51. 
Amsterdam: Elsevier 

Komsiyah, I. (2021). Tantangan Implementasi Outcome Base Education Dalam Membangun 
Nilai Karakter Mahasiswa di Masa Pandemik Covid-19. In Angewandte Chemie 
International Edition, 6(11), 951–952.  

Krajcik, J. S., & Shin, N. (2014). Project-based learning. In R. K. Sawyer (Ed.). The 
Cambridge handbook of the learning sciences (pp. 275–297). (2nd ed.). 
https://doi.org/10.1017/CBO9781139519526.018  

Kumar, K. (Ed.). (2022). Engineering Pedagogy Towards Outcome-Based Education (1st 
ed.). CRC Press. https://doi.org/10.1201/9781003083160  

Kuswanto, J. (2018). Media pembelajaran berbasis web pada mata pelajaran biologi kelas 
x. Jurnal Perspektif Pendidikan, 12(2), 11-20. 
DOI: https://doi.org/10.31540/jpp.v12i2.203  

Lestari, A. & Nurdin, H. (2021). Efektivitas Google Sites sebagai Media Pembelajaran Digital 
di Masa Pandemi. Jurnal Pendidikan Teknologi dan Kejuruan, 28(1), 15–22. 

Meng, N., Dong, Y., Roehrs, D., & Luan, L. (2023). Tackle implementation challenges in 
project-based learning: a survey study of PBL e-learning platforms. Educational 
technology research and development, 1-29. 

Molenda, 2003. M. In search of the ellusive ADDIE model. Pervormance improvement, 42 
(5), 34-36. Submitted for publication in A. Kovalchick & K. Dawson, Ed’s, Educational 
Technologi: An Encyclopedia. Copyright by ABC- Clio, Santa Barbara, CA. 



Jurnal Asimilasi Pendidikan Volume 4 Nomor 2 Tahun 2026 
 

 

129 
 

Muchlis, E. E., Priatna, N., Herman, T., & Juandi, D. (2023). Geogebra-assisted inductive 
reasoning in project-based learning through a web-based system. Journal of 
Engineering, Science and Technology, 18, 224-238. 

Mulyatiningsih, E. 2011. Metode Penelitian Terapan Bidang Pendidikan. Yogyakarta: 
Alfabeta. 

Ngalimun. 2013. Strategi Dan Model Pembelajaran. Yogyakarta: AswajaPresindo 
Novita, R. & Harahap, S. Z. (2020). Pengembangan Media Pembelajaran Interaktif pada 

Mata Pelajaran Sistem di SMK. Informatika. Fakultas Sains & Teknologi Universitas 
Labuhanbatu. Vol.8. No. 1. DOI: https://doi.org/10.36987/informatika.v8i1.1532 

Nugraha, I. W. (2018). Perancangan Website Ecommerce Berbasis Wordpress Pada Butik 
Larasati Sragen. (Publikasi Ilmiah), Universitas Muhammadiyah Surakarta, Jawa 
Tengah. Retrieved from http://eprints.ums.ac.id/59963/  

Nurfiriyanti, Maya. (2016). Model Pembelajaran Project Based Learning Terhadap 
Kemampuan Pemecahan Masalah Matematika. Jurnal Formatif. Vol.6. no.2.  

Prior, D.  D., Mazanov, J., Meacheam, D., Heaslip, G., & Hanson, J.  (2016).  Attitude, digital 
literacy and self-efficacy: Flow-on effects for online learning behavior.  The Internet and 
Higher Education, 29, 91-97.  

Purnomo, E. A., Nurmawati, N., Kadarwati, S., Sulistyaningsih, D., & Mawarsari, V. D. (2023, 
June). Didactic design for a mathematics course using web-based project-based 
learning. In AIP Conference Proceedings (Vol. 2614, No. 1). AIP Publishing 

Purwaningrum, H. (2019). Desain Busana Anak dan Perkembangannya dalam Industri 
Fashion. Jurnal Busana, 11(2), 87–95. 

Purwaningsih, T. (2020). Penerapan Outcome Based Education & Blended Learning Dalam 
Meningkatkan Kualitas Pembelajaran Menghadapi Era Industri 4.0 Pada Mata Kuliah 
Teknik Sampling. Refleksi Pembelajaran Inovatif, 2(1). DOI:10.20885/rpi.vol2.iss1.art3 

Putra, Y. A., & Susilo, H. (2021). Implementasi Project-Based Learning Berbasis Website 
dalam Pembelajaran Biologi untuk Mendukung Outcome-Based Education. Jurnal 
Pendidikan Sains Indonesia, 9(3), 410–418. 

Ralph, R. A. (2015). Post secondary project-based learning in science, technology, 
engineering and mathematics. Journal of Technology and Science Education, 6(1), 26–
35. https://doi.org/10.3926/jotse.155.  

Richardson, J. C., & Swan, K. (2003). Examining social presence in online courses in relation 
to students’ perceived learning and satisfaction. Journal of Asynchronous Learning 
Networks, 7(1), 68-88 

Rusman. 2013. Belajar dan Pembelajaran Berbasis Komputer. Bandung: Alfabeta 
Sari, D. P., Puspitasari, Y., & Ramadhani, S. (2021). Pengembangan media pembelajaran 

berbasis web pada mata kuliah Desain Mode. Jurnal Pendidikan Vokasi dan 
Kewirausahaan, 3(2), 98–105. 

Sari, R. T. & Angreni, S. (2018).  Penerapan Model Pembelajaran Prokect Based Learning 
(PjBL) Upaya Peningkatan Kreativitas Mahasiswa. Varia Pendidikan. Vol.30 No. 1.  

Sholihah, D. Z., Wardani, N. S., & Prasetyo, A. K. (2022). The Development of e-Book Based 
on Problem and Project Based Learning Assisted by Book Creators. JTP-Jurnal 
Teknologi Pendidikan, 24(2), 258-270. DOI: https://doi.org/10.21009/jtp.v24i2.28851 

Spady, W. G. (1994). Outcome-Based Education: Critical Issues and Answers. American 
Association of School Administrators. 



Jurnal Asimilasi Pendidikan Volume 4 Nomor 2 Tahun 2026 
 

 

130 
 

Suartama, I. K., Nyandra, I. K. A., & Suryawan, I. P. A. (2020). Pengembangan e-learning 
berbasis Moodle pada pembelajaran jarak jauh. Jurnal Pendidikan Teknologi dan 
Kejuruan, 27(2), 145-153. 

Sugiyono. (2016). Metode Penelitian Kuantitatif, Kualitatif dan R&D. Bandung: Alfabeta 
Sutopo, H., & Wahyudin, D. (2020). Desain Media Pembelajaran Interaktif Berbasis Web. 

Jurnal Teknologi Pendidikan, 22(2), 101–109. 
Thomas, J. W. (2000). A Review of Research on Project-Based Learning. The Autodesk 

Foundation. 
Uswatun Khasanah. (2011). Membuat Busana Anak. Bandung: PT Remaja Rosdakarya 
Wardina, U. V., Jalinus, N., & Asnur, L. (2019). Kurikulum Pendidikan Vokasi Pada Era 

Revolusi Industri 4.0. Jurnal Pendidikan, 20(1), 82–90. 
https://doi.org/10.33830/jp.v20i1.240.2019  

Wena. (2010). Strategi Pembelajaran Inovatif Kontemporer. Jakarta: Bumi Aksara 
Yanto, D. T. P. (2019). Praktikalitas Media Pembelajaran Interaktif pada Proses 

Pembelajaran Rangkaian Listrik. Invotek : Jurnal Inovas Vokasional dan Teknologi. 
Vol. 19. No. 1. DOI: https://10.24036/invotek.v19vi1.409 

 
 


