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Abstract 

This research aims to determine the effectiveness of E-Learning Media using 

the Blended Learning Model in the Class XII Network System 

Administration Subject, TKJ major at Vocational High Schools (SMK). The 

research subjects were 69 people based on Purposive Sampling selection. 

The type of research used is Research and Development (R & D) with the 

ADDIE development model. There are three tests carried out in this research, 

namely: Validity Test, Practicality Test and Effectiveness Test. In these three 

tests, researchers conducted research for the effectiveness test, where the 

results of the overall effectiveness assessment of the E-Learning Media with 

the Blended Learning Model using Google Classroom were 95.82% so that 

the level of effectiveness can be interpreted as very effective when used in 

accordance with Ngalim Purwanto's statement where the range is 86%-100% 

in the Very Effective category. Based on this, it can be concluded that the 

assessment along with expert input and the results of field trials of E-

Learning Media with the Blended Learning Model as a learning medium 

have been tested for its feasibility, effectiveness, and can be used in the 

learning process in the Class XII Network Systems Administration subject in 

the TKJ School department. Vocational Middle School (SMK). 
 

Keywords: Media, E-Learning, Blended Learning, Google Classroom, 

Network System Administration 
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INTRODUCTION 

Rapid Development of ICT ( Information, 

Communication and Technology ) has an 

impact on all fields including education. 

ICT is able to become a media and 

learning resource that can enable students 

to learn independently. This media will 

stimulate students' abilities and 

performance to the maximum so that 

ultimately it will give rise to learning that 

is electronic learning or what we often call 

e-learning.  E-learning is a learning media 

with several learning methods and models 

such as blended learning , mobile learning, 

web-based learning, virtual learning, 

internet learning, networked learning, 

distance learning. Utilization of e-learning 

media as a learning technology needs to be 

done in order to carry out effective 

learning, and improve student learning 

outcomes in achieving learning goals. 

According to Rini Sefriani & Rina 

Sepriana (2020) " Using online media as a 

means of assisting tools in the learning 

process will provide variation in the 

learning process. This also has a positive 

impact on students, namely being able to 

improve student learning outcomes and 

hone students' digital literacy skills. One 

of the Learning Management System 

applications (LMS ) which is not paid is a 

schoology application”. One use of e-

learning in learning is using the Blended 

learning model. Blended learning is 

learning that combines learning delivery 

strategies using face-to-face activities, 

computer-based learning ( offline ), online 

(internet and mobile learning) (Dwiyogo, 

2018). The main aim of blended learning 

is to provide opportunities for various 

student characteristics so that they can 

learn independently, sustainably, and not 

only in the classroom. 

The application of learning in Blended 

learning does not completely replace face-

to-face learning in online classes . The 

composition can be determined by the 

institution as a user according to needs. 

Blended learning is used as a learning 

medium to complement and overcome 

material that has not been conveyed in 

learning when students study in class. 

Basically, there are three basic stages in 

the blended learning model which refers to 

ICT-based learning, as proposed by Grant 

Ramsay (in Tao, 2011), namely: (1) 

seeking of information , (2) acquisition of 

information , and (3) synthesizing of 

knowledge. 

 

 
Figure 1. Basic diagram in the blended 

learning model which refers to ICT -based 

learning 

 

Several efforts have been made to 

overcome obstacles in learning using the 

blended learning model , especially in 

increasing student motivation, lack of 

student enthusiasm in learning, so it is 

necessary to develop learning methods that 

pay attention to students' learning styles 

and abilities, which can support 

independent and group learning. One 

alternative solution to the problem above 

is by utilizing e-learning media with a 

blended learning model using Google 

Classroom , so from this problem it is 

hoped that this e-learning media can help 

and make it easier for students and 

teachers in learning both online and 

offline. Based on these problems, 

researchers conducted research on the 

Effectiveness of E-Learning Media with 

Seeking of 
information 

Acquisition of 
information 

Synthesizing 

of knowledge 
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the Blended Learning Model using Google 

Classroom in Network System 

Administration Subjects. 

 

RESEARCH METHODS 
Development of E-Learning Media ¬Using 

the Blended Learning Model This uses 

research and development or what is 

usually called R&D ( research and 

development ), namely research methods 

used to produce certain products, and test 

the effectiveness of these products 

(Sugiyono 2014:297). 

 

The media development used refers to the 

ADDIE development type which consists 

of five stages, namely Analysis , Design , 

Develop , Implementation and Evaluation , 

which can be seen in Figure 2. 

 

 
Figure 2. ADDIE Development Model 

 

Determining the research subjects was 

carried out using a purposive sampling 

technique and the research subjects were 

69 students in class XII TKJ at SMK 

Negeri 6 Padang. Validity instruments are 

used to determine whether the E-Learning 

Media being developed is valid or not. In 

other words, all instruments that have been 

designed will be validated first to 

determine the level of validity of the 

instrument. The validation sheet in this 

research is validation carried out by the 

validator. 

 

Test data for the effectiveness of using E-

Learning Media with the Blended 

Learning Model were analyzed using a 

formula with percentage techniques stated 

by M. Ngalim. Purwanto (2010: 112) as 

follows: 

NP=
R

SM
 ×100 (1) 

 

Information : 

NP = The percent value sought or expected 

R = Raw score obtained by students 

SM = Ideal Maximum Score from the test 

in question 

100 = Fixed Number 

 

After the percentage is obtained, grouping 

is carried out according to the criteria in 

Table 1. 

 
No Average Value Rated aspect 

1 86% - 100% Very effective 

2 76% - 85% Effective 

3 60% - 75% Effective enough 

4 55% - 59% Less effective 

5 ≤55% Ineffective 

Table 1. Validity Assessment 

 

Then determine the validity frequency 

distribution value modified from Prof. Dr. 

H. Agus I. Irianto (2016) as follows: 

 
R= highest data – lowest data 

K = 1+3.3log n 

                 P=
R

K
                        (2) 

 

Where P is the length of the interval class, 

R is the calculated distance or range, and 

K is the number of classes. 
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RESULT 

E-Learning Media with a Blended 

Learning Model Based on Google 

Classroom is designed to make it easier for 

teachers in the teaching and learning 

process and make it easier for students to 

understand the subject matter of Network 

Systems Administration . This Network 

System Administration E-Module contains 

learning materials that are in accordance 

with KI/KD, just like a printed book but in 

electronic form. In the E-Module there are 

not only learning materials but there are 

also interesting pictures and practice 

questions, which can be seen in Figure 3 : 

 

Figure 3. Upload Tutorial Video on 

Google Classroom 

Material Summary 

Summary This material contains 

summaries (conclusions) in each chapter 

of the Network System Administration 

learning where the summary of this 

material is presented in the form of a photo 

(jpg/png) with the aim that later the 

summary of this material can be saved 

directly on a smartphone . We can see in 

Figure 4. 

 

Figure 4. Upload Material Summary on 

Google Classroom 

Effectiveness Test was carried out on 69 

students. The assessment of 69 students 

with a total of 25 questions showed an 

effectiveness value of 95.82 %. It can be 

said that the level of effectiveness of e-

learning media with the blended learning 

model is stated to be very effective in use 

in Figure 5. 

 

Figure 5. Effectiveness Test Histogram 

E-Learning Media with a Blended 

Learning Model has been developed and 

then validated to determine the suitability 

of the media. E-Learning Media with the 

Blended Learning Model is validated and 

then tested on students in the form of 

practicality trials and effectiveness trials. 

CONCLUSION 

E-Learning Media with the Blended 

Learning Model follows the procedures 

and development (Research and 

https://creativecommons.org/licenses/by/4.0/
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Development) Sugiyono (2014:298). 

Based on the description, data analysis and 

development of E-Learning Media with 

the Blended Learning Model , it can be 

concluded as follows: The effectiveness of 

the E-Learning Media with the Blended 

Learning Model is 95.82% so the level of 

effectiveness can be interpreted as very 

effective in use. 
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