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This development research is using the ADDIE model (analysis, 

design, development, implementation, evaluation) with a 

quantitative approach. The discussion of the research results is 

limited to the development stage until the product feasibility 

validation test. The data collection instrument of this research 

is a questionnaire with a Likert scale (1-4). The development of 

3D drawing video tutorial media using the ADDIE model 

provides good feasibility test results. This can be proven 

through the results of product validity tests on media experts 

with a percentage of 94.44% which means very feasible, on 

material experts with a percentage of 88.75% which means very 

feasible, and validity tests based on small-scale student 

responses with a percentage of 85% which means very feasible. 

These results indicate that the development of this 3D drawing 

video tutorial can be used in learning. Based on the overall 

percentage gain from the results of the product feasibility 

validity test, it can be said that the 3D drawing video tutorial 

media displayed through the utilization of the google sites 

platform is considered feasible to use in learning. 
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INTRODUCTION 

Education plays an important role for humans to be able to develop and prepare themselves 

when facing a problem (Alvianto et al., 2022). One of the education providers is a vocational high school 

(SMK). The implementation of education in SMK certainly continues to develop along with 

technological advances (Patmasari, et al., 2023). The involvement of technological advances is realized 

through digitization in the learning process (Andika et al., 2022). 

The use of innovative learning media in computer aided design (CAD) learning in SMK is 

considered to make a positive contribution in supporting the digitalization of learning. Innovative 

learning media video tutorials are considered as a tool packaged by teachers or instructors as a form of 

new ideas in improving the acquisition of student learning outcomes (Nursyafti & Sukmawati, 2022). 

mailto:ambarazizah8e@gmail.com


  

 

 

 

Jurnal Dinamika Vokasional Teknik Mesin, Volume.09 No.1, April 2024|   69 

The application of video tutorials in CAD learning in SMK is also considered as an effort to create 

conducive but not boring learning (Sawitri et al., 2023). 

One of the CAD software used in machining engineering vocational schools is Autodesk 

Inventor. Autodesk Inventor is one of the software used for engineering design and drawing purposes 

(Wahyudi, et al., 2015). In Autodesk Inventor software, terminology contains several components, 

namely sketches or sketches, dimensions or dimensions, constraints or limits, basic features, and three-

dimensional (3D) drawing features. 

Based on the results of preliminary observations at one of the vocational schools, it was found 

that digitalization has not been fully utilized in CAD learning by students. Students tend to still use cell 

phones to access other things outside of learning material which has an impact on the acquisition of final 

achievement scores. This is certainly a special concern considering that CAD is a basic skill for 

vocational students that needs to be trained and developed comprehensively (Iswanda et al., 2020). 

However, CAD variables are still general and do not specifically explain the core aspects of the 

material to be discussed in the study. Three-dimensional (3D) CAD drawing material becomes the core 

material in the focus of this research. The existence of three-dimensional (3D) CAD drawing learning 

with video tutorials packaged through google sites is considered to provide learning information quickly 

and easily accessible (Pratama et al., 2022). Learning through video tutorials packaged on google sites 

is also considered to make students more interested in learning (Suryana et al., 2023). In addition, 

learning CAD video tutorials through google sites can make it easier for students to repeat and listen to 

material independently (Zain et al., 2021). Therefore, this research focuses on developing a video tutorial 

learning media for three-dimensional (3D) CAD drawings integrated with google sites to improve the 

final grade achievement of grade XI students in CAD subjects. 

METHOD  

This research is a development research using the ADDIE model (analysis, design, 

development, implementation, evaluation) with a quantitative approach (Sugiyono, 2011). This research 

was conducted at SMK Negeri 1 Blitar in the competency of machining engineering expertise. The 

subjects of this study were students of class XI TPM SMKN 1 Blitar with a population of 68 students 

and a sample of 33 students. The data collection instrument for this research was a questionnaire. The 

questionnaire contains an assessment of the feasibility of video tutorials from material experts, media 

experts, and student responses using a Likert scale assessment guide containing 4 alternative answers, 

namely Very Good (4), Good (3), Less Good (2), and Not Good (1). The data obtained from the 

validation results by material experts, media experts, and student responses were then analyzed and 

calculated the percentage of feasibility using the following formula (Pratama et al, 2022): 

Percentage = 
𝑆𝑐𝑜𝑟𝑒 𝑂𝑏𝑡𝑎𝑖𝑛𝑒𝑑

𝑀𝑎𝑥𝑖𝑚𝑢𝑚 𝑆𝑐𝑜𝑟𝑒
𝑥 100 
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After determining the percentage of feasibility, the value of product feasibility is determined 

through several criteria as shown in Table 1.  

Table 1. Product Feasibility Assessment Criteria 

Achievement (%) Feasibility Classification 

81-100 Very Feasble 

61-80 Feasible 

41-60 Moderately Feasible 

0-41 Not Feasible 

Sumber: Nabar et al, (2023) 

 

RESULTS AND DISCUSSION 

Results of Video Tutorial Media Development 

In this study, the discussion is limited to the development stage until the product feasibility 

validation test. This is due to the limited time for product implementation and evaluation. The following 

are the stages to the results of video tutorial development using the ADDIE model. The analysis stage, 

namely: (1) analysis of student characteristics, (2) analysis of learning, and (3) analysis of facilities or 

environment at school. Based on the results of interviews with teachers in related schools: (1) student 

characteristics, the results show that students' abilities tend to be standard and tend to have learning 

styles that are mostly almost the same (visual and kinesthetic); (2) learning analysis shows that students 

have digitized in the learning process, but have not fully utilized technology according to learning needs. 

This can be seen when students are given an explanation of the material, students still tend to use 

cellphones to access other things that directly lead to video tutorials; (3) analysis of facilities or the 

environment at school found that it already has adequate facilities and also meets the aspects of 

digitalization, it's just that it is still not optimal in its application.  

The activities carried out at this design stage include making learning scenarios and video 

tutorial scenarios which are used as guidelines in making products at the development stage. Then at 

this stage the selection of software used to develop the product is also carried out. The software used to 

develop material in video tutorial content is Autodesk Inventor. Combining media such as subject 

matter, animation, text, narration, audio and so on with the help of movie maker software so that the 

video tutorial becomes a complete media. The development stage, after the video tutorial has been 

made, the video will be used in learning through the google sites platform this activity is in the 

development process, the video content is combined into a unified whole according to the material, 

animation, text, narration, and audio. The results of media development are presented in Figure 1. 

 

 

 

 

 



  

 

 

 

Jurnal Dinamika Vokasional Teknik Mesin, Volume.09 No.1, April 2024|   71 

 

 

 

 

 

 

 

      Google Sites display         Video cover display 

  

 

 

 

 

 

     display of video content     display of video content 

Figure 1. Media Development Results 

The implementation stage, activities at this stage include: (1) video tutorial media validation 

test based on aspects of design feasibility by learning media design experts (2); video tutorial material 

validation test based on material aspects and learning content by learning material experts; (3) small-

scale student response trials, which aim to determine the level of feasibility and quality of the video 

tutorial media developed. The following are the results of the validity test to determine the level of 

product feasibility as shown in Table 2.  

Table 2. Product Feasibility Assessment Results 

Expert Media Expert  Material Expert  Student Response 

Total Score 68  71  170 

Max Score 72  80  200 

Percentage 94,44%  88,75%  85% 

Criteria very feasible  very feasible  very feasible 

 

Based on the results of the product validity test given by media experts, the percentage obtained 

was 94.44% with very feasible criteria. Based on the results of the product validity test given by material 

experts, the percentage obtained was 88.75% with very feasible criteria. Based on the results of the 

product validity test by student responses on a small scale, the percentage obtained was 85% with very 

feasible criteria. The overall percentage obtained from the results of the product feasibility validity test, 

it can be indicated that the 3D drawing video tutorial media displayed through the utilization of the 

google sites platform is suitable for use in learning.  
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Discussion of Video Tutorial Media Development Results 

The video tutorial packs the content of one meeting material into a video show that contains 

several sub-materials (not separate). The tutorial shown in this video is also more specific and directly 

refers to working on three-dimensional drawings according to the learning objectives. The content in 

this video is made relatively short but still conveys the core of the learning material. After the video 

content is created, the video is displayed on the google sites platform to make it more flexible to access. 

Based on the results of the product feasibility validity test in the previous discussion, it can be 

stated that the 3D drawing video tutorial media through the google sites platform is feasible to use in 

learning. This is due to several factors, namely as follows. First, the development of 3D drawing video 

tutorial media with the ADDIE model is in accordance with the results of the analysis of learning media 

needs. The process of developing 3D drawing video tutorial media through the google sites platform 

with the ADDIE model also analyzes the feasibility level of 3D drawing video tutorial media products 

resulting from the development process. Siddiq et al. (2020) also explained that video media 

development using the ADDIE model is considered effective and able to assist the learning process of 

students and teachers. 

The results of the product validation test in this study indicate that the video tutorial media is 

considered feasible to use in learning. Pratama, et al. (2022) also supported this opinion by stating that 

video tutorial media can help the implementation of the learning process as a whole and obtained a very 

good percentage (80%). Other research results by Zain, et al. (2021) also explained that the video tutorial 

media in autocad learning obtained a percentage of student response of 84% which means it is very 

feasible. Ponza et al. (2018) also explained that video tutorials that are designed in full including the 

appearance of writing (text), color images, audio (sound), and animation in one unit are considered to 

be able to provide a special attraction for students to learn through audio-visual presentation of material. 

In addition, learning supported by the use of video tutorials is considered to improve student learning 

outcomes (Marufah, et al., 2023). 

Video tutorials that are packaged through google sites are considered to be able to facilitate 

students in gaining a good understanding of the material. The use of the google sites platform in 3D 

drawing material also makes students more able to maximize digitalization in learning. Patmasari et, al. 

(2023) also explained that the digitization of learning in SMK is important and is considered to be one 

way to create a pleasant learning atmosphere. The use of the google sites platform in learning is also 

considered to be able to help students to learn independently. Rosiyana (2021) in her research explained 

that the google sites platform is a practical tool because it can provide information that is easily 

accessible. In addition, the google sites platform can provide new colors to help students improve 

learning outcomes and make it easier for teachers to deliver learning (Yendrita & Syafitri, 2019). 
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CONCLUSION 

Based on the previous explanation, it can be stated that the development of 3D drawing video 

tutorial media using computer aided design (CAD) with the ADDIE model provides good feasibility test 

results. This can be proven through the results of product validity tests on media experts (94.44%) which 

means very feasible, on material experts (88.75%) which means very feasible, and validity tests based 

on small-scale student responses (85%) which means very feasible. These results indicate that the 

development of this 3D drawing video tutorial is considered feasible and can be used in learning. 

REFERENCES 

Alvianto, N., Nurcholish., Handoyono, A., & Ratnawati, D. (2022). Pengembangan Video Tutorial Pada 

Pembelajaran Sistem Starter di SMK Ma’arif 1 Nanggulan. Jurnal Dinamika Vokasional Teknik 

Mesin, 7 (2): 89-98. Dari https://journal.uny.ac.id/index.php/dynamika/issue/view/2373.  

Andika, Y., Refdinal., Nurdin, H., & Primawati. (2022). Penerapan Software Inventor untuk 

Meningkatkan Hasil Belajar pada Mata Diklat Gambar Teknik Manufaktur Kelas XI Smk 

Negeri 1 Bukittinggi. VOMEK, 4 (2): 97-102. E-ISSN: 2656-1697. 

Iswanda, A., Waskito., Aziz, A., & Sari, D. Y. (2020). Hubungan Antara Kemampuan Membaca 

Gambar Teknik Mesin dengan Kemampuan Kerja Pemesinan pada Siswa Kelas X Di SMK 

Negeri 2 Sawahlunto Tahun Pelajaran 2019/ 2020. Jurnal Vomek, 2 (4): 100-105. e-ISSN: 2656-

1697. 

Marufah, S., Atiqoh., & Suhari. 2023. Pengembangan Media Video Pembelajaran Menggunakan Model 

ADDIE pada Materi Aktivitas Gerak Ritmik Kelas XII. JIIP (Jurnal Ilmiah Ilmu Pendidikan), 

6 (12): 9835-9840.  

Nabar, R. J., Bouty, A. A., Yassin, R, M, T., & Dal, R. H. (2023). Pengembangan Media Pembelajaran 

Berbantuan Video Tutorial pada Praktek Administrasi Sistem Jaringan di SMK Negeri 1 

Suwawa. INVERTED: Journal of Information Technology Education, 3 (1): 61-72. Dari 

http://ejurnal.ung.ac.id/index.php/inverted. 

Nursyafti, Y., & Sukmawati, M. (2022). Penggunaan Game Edukasi Kahoot! untuk Meningkatkan Hasil 

Belajar Siswa pada Mata Pelajaran Teknologi Dasar Otomotif Kelas X TKRO di SMK Negeri 

1 Sumatera Barat. Jurnal Vokasi Informatika. 2 (2): 94-98. E-ISSN: 2775-6807. 

Patmasari, L., Hidayati, D., Ndari, W., & Sardi, C. (2023). Digitalisasi Pembelajaran Yang Berpusat 

Pada Siswa Di Smk Pusat Keunggulan. Jurnal Ilmiah Mandala Education (JIME) 9 (1): 1-7. 

DOI: https://10.58258/jime.v9i1.3729/http://ejournal.mandalanursa.org/index.php/JIME.  

Ponza, P. J. R., Jampel, I. N., & Sudarma, I. K. (2018). Pengembangan Media Video Animasi pada 

Pembelajaran Siswa Kelas IV di Sekolah Dasar. Jurnal Edutech Undiksha, 6(1), 9–19. 

http://dx.doi.org/10.23887/jeu.v6i1.20257.  

https://journal.uny.ac.id/index.php/dynamika/issue/view/2373
http://ejurnal.ung.ac.id/index.php/inverted
https://10.0.227.146/jime.v9i1.3729/http:/ejournal.mandalanursa.org/index.php/JIME
http://dx.doi.org/10.23887/jeu.v6i1.20257


  

 

 

 

Jurnal Dinamika Vokasional Teknik Mesin, Volume.09 No.1, April 2024|   74 

Pratama, A. W., Nopriyanti., Kurniawan, E. D., & Harlin. (2022). Pengembangan Video Tutorial 

Menggambar Roda Gigi Kerucut Menggunakan Autocad. Jurnal Pendidikan Teknik Mesin, 9 

(2): 174-183. DOI: https://ejournal.unsri.ac.id/index.php/ptm/index.  

Rosiyana. (2021). Pemanfaatan Media Pembelajaran Google Sites dalam Pembelajaran Bahasa 

Indonesia Jarak Jauh Siswa Kelas VII SMP Islam Asy-Syuhada Kota Bogor. Jurnal Ilmiah 

Korpus, 5 (2). doi: https://doi.org/10.33369/jik.v5i2.13903.  

Sawitri, E., Suharno., & Habsya, C. (2023). Pengembangan Sintaks Pembelajaran Pola Berbasis CAD 

untuk Meningkatkan Hasil Belajar Siswa pada Mata Pelajaran Busana Industri. Edukatif: Jurnal 

Ilmu Pendidikan, 5 (1): 259-266. E-ISSN: 2656-8071. 

Siddiq, Y. I., Sudarma, I. K., & Simamora, A. H. (2020). Pengembangan Animasi Dua Dimensi pada 

Pembelajaran Tematik untuk Siswa Kelas III Sekolah Dasar. Jurnal Edutech Undiksha, 8(2), 49. 

https://doi.org/10.23887/jeu.v8i2.28928.  

Suyana, E., Prahasti., Iskandar, A. P., & Fransisca, Y. (2023). Pemanfaatan Google Site Sebagai Media 

Pembelajaran Siswa Pada SMKN 3 Kota Bengkulu. Jurnal Dehasen Untuk Negeri, Vol. 2 (1): 

85–88. e-ISSN: 2809-8684. 

Wahyudi., Sunardi., Anugrah, F., & Adi, R. H. 2015. Modul Praktikum CAD-Inventor. Fakultas Teknik, 

Universitas Muhammadiyah Yogyakarta.  

Yendrita, Y., & Syafitri, Y. (2019). Pengaruh Penggunaan Media Video Pembelajaran terhadap Hasil 

Belajar Biologi. BIOEDUSAINS: Jurnal Pendidikan Biologi Dan Sains, 2(1), 26–32. 

https://doi.org/10.31539/bioedusains.v2i1.620.  

Zain, W. A., & Gusmareta, Y. (2021). Penggunaan Video Tutorial untuk Mendukung Pembelajaran 

Autocad Daring di Masa Pandemi Virus Corona. Jurnal Applied Science in Civil Engineering, 

1 (1): 265-269. 

 

 

 

https://ejournal.unsri.ac.id/index.php/ptm/index
https://doi.org/10.33369/jik.v5i2.13903
https://doi.org/10.23887/jeu.v8i2.28928
https://doi.org/10.31539/bioedusains.v2i1.620

