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A B S T R A K 

Perubahan dan pergeseran paradigma belajar turut berkontribusi terhadap proses 

belajar seperti misalnya dalam hal pemanfaatan media pembelajaran. Mengikuti 

perubahan paradigma pembelajaran media dan bahan ajar sudah seharusnya 

terintegrasi dengan perkembangan teknologi. Modul elektronik atau E-Modul 

menjadi salah satu media yang dapat diakses setiap saat oleh siswa dengan bantuan 

perangkat teknologi. Penelitian ini bertujuan untuk mengidentifikasi berbagai 

manfaat modul elektronik (E-modul) menurut pandangan dari siswa. Penelitian ini 

termasuk dalam penelitian deskriptif kualitatif, dengan subjek penelitian yakni siswa 

jurusan Pariwisata kelas XII Sekolah Menengah Kejuruan dengan jumlah siswa 

sebanyak 140. Teknik pengumpulan data dalam penelitian ini adalah survey dan 

wawancara, instrument yang digunakan adalah angket serta pedoman wawancara. 

Hasil penelitian kemudian dianalisis menggunakan analisis interaktif yang melalui 

empat tahap yaitu pengumpulan data, reduksi data, penyajian data dan penarikan 

kesimpulan. Secara keseluruhan hasil penelitian ini menunjukkan bahwa terdapat 

manfaat yang besar dari penggunaan modul elektronik berbasis experiential 

learning, dimana sejumlah 94% siswa telah menggunakan e-modul, hal ini 

dikarenakan pada elektronik modul dapat ditayangkan video praktik pembelajaran. 

Melalui hasil penelitian ini diharapkan dapat menjadi acuan bagi guru agar dapat 

mengembangkan media elektronik yang sejenis. 

 

A B S T R A C T 

Changes in the learning paradigm also contribute to the learning process, such as the use of learning media. Learning media 

and teaching materials should be integrated with technological developments. Electronic modules or E-Modules are one of 

the media that can be accessed at any time by students with the help of technological devices. This study aims to identify the 

various benefits of electronic modules (E-modules) according to the views of students. This research is included in 

descriptive qualitative research, with research subjects namely students majoring in Tourism class XII Vocational High 

School with a total of 140 students. Data collection techniques were surveys and interviews, the instruments were 

questionnaires and interview guidelines. The results of the study were then analyzed using interactive analysis which went 

through four stages, namely data collection, data reduction, data presentation and drawing conclusions. The results of this 

study indicate that there are benefits from the use of experiential learning-based electronic modules, where 94% of students 

have used e-modules, students are interested because the electronic modules can show learning practice videos. Through the 

results of this study, it is hoped that it can be a reference for teachers to be able to develop similar electronic media. 

This is an open access article under the CC BY-SA license. 
Copyright © 2022 by Author. Published by Universitas Pendidikan Ganesha. 

 
 

1. INTRODUCTION 

The vision of national education is that by 2025, the National Education System aspires to produce: 

Smart and Competitive Indonesian Personnel. Intelligence includes spiritual intelligence, emotional & social 

intelligence, intellectual intelligence and kinetic intelligence (Astuti et al., 2019; Nurhayati et al., 2021). 

Competitive is defined as having a superior personality and passionate about excellence, high fighting spirit, 

independent, unyielding, network builder and builder, friendly to change, innovative and an agent of change, 

productive, quality conscious, globally oriented, and lifelong learner (Astuti et al., 2019; Malik, 2018; Yildiz, 

2019). This vision implies that the process of producing intelligent and competitive human resources depends on 

education. The progress of a nation and state cannot be separated from the progress of the education sector. 

Education is an integral part that cannot be separated from the process of preparing quality, tough and skilled 

human resources (Ramdani, 2018; Sutrisno & Siswanto, 2016). The essence of education is basically a 

communication process which includes the transformation of knowledge, values and skills, inside and outside 
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school that lasts a lifetime (life long process), from generation to generation (Kreijins, 2018; Malik, 2018). 

Based on this, there are two things that need to be considered, namely the management of the implementation of 

vocational education and the use of technology in the learning process (Kartowagiran et al., 2017; Makarova & 

Makarova, 2018; Valtonen et al., 2019; Widianingrum et al., 2020). Learning is currently being developed to be 

student-centered or student-centered which involves student activity and directs students to explore the potential 

that exists within themselves (Piriyasurawong, 2019; Williams & Lombrozo, 2013). One of the productive 

materials in class XII Hospitality Vocational School is the Concierge material.  

Concierge material is a productive material, one of which is learning about skills in the service sector 

which focuses on handling guest luggage (Ariani et al., 2019; Nemzer & Neymotin, 2020). This material not 

only requires appropriate learning models to spur students to master concepts but also requires effective and 

interactive teaching materials so that concepts and applications of concierge materials can be more easily 

understood (Motamedi, 2019; Syaputra & Hasanah, 2022). Based on this, concierge learning which focuses more 

on learning on practical experience in the form of approaches from concrete experiences that can be done by way 

of playing, role playing, simulations, group discussions which are expected to occur in a combination of 

listening, seeing and experiencing, so it must be packaged in an interesting learning and can also make students 

more active in concierge learning (Badzińska, 2019; Lantu et al., 2022; Nofriansyah et al., 2020). To help 

teachers make students more active and independent, teaching materials can be used in the form of electronic 

modules based on Experiential Learning that can be accessed by students via smartphone or computer media 

without having to be connected continuously (Albana & Sujarwo, 2021; Rahayu & Sukardi, 2021). The impact 

of limited material or learning media resulted in teachers being only able to give assignments without the support 

of learning media, so students tended to be late in understanding the material. Teachers have not been able to 

maximize the use of smartphones to support students' abilities in exploring learning materials (Fitria & Suminah, 

2020; Lestari et al., 2019; Ngabekti et al., 2019).  However, the importance of the skills contained in concierge 

learning still cannot be optimized. This can be seen through the observation activities carried out for three 

meetings in the learning process in the classroom. Through observation, information was obtained that during 

the learning process the teacher only focused on delivering the material orally, then continued with giving 

assignments according to the material presented. Furthermore, students are asked to submit assignments to the 

teacher in the form of scientific papers without being given guidance in doing assignments, and there is no 

variation in assignments that make students consider the assignments from the teacher to be just a formality, 

without knowing that there is potential to improve skills through assignments and learning on the material 

concierge. These learning activities make students less enthusiastic and motivated in participating in learning 

activities, even though skill abilities can be embedded in students if students are enthusiastic and directly 

involved in various learning activities in class.  During the observation activities, the teacher still did not use the 

latest technology to deliver the subject matter. For example, on the first day of observation, the teacher only uses 

books that are still limited to all students. On the second and third day, the teacher uses PowerPoint as a learning 

medium to deliver the material, but the process of delivering the material is still dominated by teachers who tend 

to be one-way, so that students cannot be maximally involved in various activities in learning, both discussion 

and question and answer.  

Therefore, the identification of a learning innovation, one of which can be circumvented through the use 

of technology in the learning process, such as the use of smartphones, the use of computers, and the use of the 

internet, becomes very basic and important points to be implemented (Anderson & Rivera-Vargas, 2020; 

Koehler et al., 2013; Roemintoyo & Budiarto, 2021). The current learning process must be able to see various 

opportunities for using digital technology, besides that students also look very familiar with the use of 

technology, both smartphones and computers (Hakim, 2021; Lavrenova et al., 2020; Sari et al., 2020). The 

learning system in schools is expected to develop students' abilities that do not only focus on preparing for 

academic exams, but also students' critical thinking skills (Bai, 2018; Changwong et al., 2018; Rahmati et al., 

2018). Holistically, vocational high schools need to help prepare students to be productive in their skills areas, 

resilient and insightful learners, creative problem solvers, and active members of their communities. Various 

skills and abilities to utilize technology optimally are considered important to face the digital era that requires 

humans to think critically in filtering information dissemination (Halili, 2019; Kumar et al., 2019). Educational 

policymakers have developed curricula to help students develop collaboration skills, critical thinking, analysis, 

and problem solving (Andarwulan et al., 2021; Nofriansyah et al., 2020). However, the development of this skill 

strategy depends on the teacher's teaching scenario. Some experts recommend that a curriculum that can 

integrate technology and authentic experiences can support student participation, motivation, and knowledge of 

the subject matter to be taught to students (Ivanović et al., 2018; (Miranda et al., 2021; Ratheeswari, 2018). 

Thus, teachers have the opportunity to develop learning media through the use of technology in the digital era 

such as electronic modules that can be accessed via smartphones and computers so that the learning process 

provides maximum results (Budiarto et al., 2020; Qodr et al., 2021) From various identification results ranging 

from education policies, where students are required to be able to master 21st century skills, but it is not 



Anita Winandari1,Leo Agung Sutimin2,Triana Rejekiningsih3 (2022). Journal of Education Technology. Vol. 6(4) PP. 568-577 

 

 
p-ISSN : 2549-4856, e-ISSN : 2549-8290                 570 

supported by field facts which show that the learning process that has been taking place is normal, such as 

learning methods that are dominated by Lecture activities and the use of learning media which tend to be 

conventional do not use technology. As research conducted by various researchers where they succeeded in 

identifying the positive impact of the presence of ICT-based learning media on improving student academic 

achievement. (Kursch, 2021; Rahiem, 2020; Som, 2021). Therefore, it can be seen that learning media 

innovation is still an obstacle for teachers, the tasks and administrative functions attached to the teacher then 

become one of the factors that contribute to the inhibition of teachers in making learning media innovations. 

Needs analysis research as an effort to see the potential benefits of electronic products that will be developed is 

certainly important as is this research, this research is important considering that so far the focus of needs 

analysis has only been on knowing the use of media, in this study we will identify the benefits of module-based 

electronic media (e-module) used in learning activities by vocational students, where of course vocational 

students are closely related to mastery of skills or practice. So it will be able to see the extent of the potential 

utilization or benefits of e-modules for vocational students. This research is important compared to previous 

studies, considering that this research will focus on the research subject, namely vocational high school students, 

who actively need assistance for mastery of practice, not only theoretically as in subjects at other equivalent 

levels of education. The electronic module can be one of the innovations in using ICT-based media that is able to 

accommodate the transfer of knowledge that contains both theory and practice. It certainly cannot be denied that 

later this e-module will also be able to have a good impact on the achievement of students' theoretical and 

practical competencies. Therefore, this study aims to identify the potential benefits of e-modules as long as they 

are used as learning media by vocational high school students. 

  

2. METHOD 

 This research is a qualitative descriptive study (Sugiyono, 2018). The subjects of this study were 

students majoring in tourism class XII of the State Vocational High School 1 Magetan, totaling 108 students that 

randomly selected. The object of the research is the use of experiential learning-based electronic modules by 

students of Vocational High School 1 Magetan. Data collection methods used in this study were surveys and 

interviews. Data analysis was carried out descriptively with percentages (Qodr et al., 2021; Widoyoko, 2018) to 

identify the benefits of using experiential learning-based electronic modules to facilitate students in learning 

Concierge Materials. This research focuses on finding and identifying the benefits of using experiential learning-

based electronic modules for students in the learning process that can be described more clearly and in depth. 

This research procedure begins with preliminary observation activities, then at the next meeting all students are 

given a questionnaire about the potential and benefits of e-module. The analysis was carried out in four stages, 

namely data collection, data reduction, data presentation, and drawing conclusions. Data collection used two 

research instruments, namely questionnaires and interview guidelines (Miles et al., 2016). Data reduction in this 

study was carried out to filter or select data that focused on the data or the core findings obtained in the field. 

The presentation of data is done to display descriptive data from the results of distributing questionnaires. The 

conclusion stage is the final stage of research to answer how much benefit the use of experiential learning-based 

electronic modules to make it easier for students to learn concierge. The instrument used is a questionnaire 

consisting of 3 indicators spread in 10 questions which adopted from (Sofyan et al., 2019; Wulandari et al., 

2021). These indicators are student responses to the description of learning using experiential learning-based 

electronic modules, the causes of student interest in using Experiential learning-based electronic modules and the 

effectiveness of using experiential learning-based electronic modules in learning process. The instrument validity 

technique uses expert judgment (McKim, 2017), where it evaluates and validates the descriptive questionnaire 

that has been developed, before being distributed to research subjects. The following are the instruments used 

showed in Table 1.  

 

Table 1. Student Needs Analysis Instrument 

No. Indicator Question / Statement 

1 Learning process Learning Difficulties in the Learning Process 

  Student Interest in Material 

  Learning Methods Used 

2 Use of Learning Media Teaching Materials Used 

  Use of E-Modules 

  Frequency of Use of E-Module 

3 Interest in E-Modules Interested in E-Module Development 

  Interested in Learning by Using E-Module 

http://u.lipi.go.id/1486478977
http://u.lipi.go.id/1488121543


Anita Winandari1,Leo Agung Sutimin2,Triana Rejekiningsih3 (2022). Journal of Education Technology. Vol. 6(4) PP. 568-577 

  
 

Benefits of Using Experiential Learning Based Electronic Modules to Facilitate Students Concierge 
Learning in Vocational High Schools     571 

3. RESULT AND DISCUSSION 

Result 

This research was conducted by involving 140 respondents of State Vocational High School 1 Magetan. 

The results show that there are various benefits of using experiential learning-based electronic modules in the 

learning process, especially to make it easier for students to learn concierge at Vocational High Schools. The 

benefits that arise cannot be separated from the effectiveness of the experiential learning-based electronic 

module. In supporting learning, one of the things that students must have is computer and smartphone devices 

because through computers and smartphones students can apply this experiential learning-based electronic 

module. The use of experiential learning-based electronic modules affects how much benefit is obtained in the 

learning process. The Use of Experiential Learning Based Electronic Modules By Students showed in Table 1.  

 

 

Figure 1. The Use of Experiential Learning Based Electronic Modules By Students 

 

Based on Figure 1 related the use of experiential learning-based electronic modules as a learning 

resource by Vocational High School students can be presented in Figure 1. Based on Figure 1 it is known that 

94.00% of Vocational High School 1 Magetan students use experiential learning-based electronic modules as 

learning resources that help them in completing various tasks. This experiential learning-based electronic module 

that uses technological devices is quite flexible because it is easy to carry anywhere and can be studied at any 

time by students, anytime and anywhere without having to be continuously connected to the internet. 

Furthermore, researchers have identified the causes of student interest in using experiential learning-based 

electronic modules when viewed from the content contained in experiential learning-based electronic modules. 

This is intended to find out how students use experiential learning-based electronic modules in learning 

activities. The use of experiential learning-based electronic modules by students of the State Vocational High 

School 1 Magetan in more detail can be seen in Figure 2.  

 

 

Figure 2. Students Interest in the use of Experiential Learning Based Electronic Modules By Students 

Figure 2 showed that 63% of State Vocational High School 1 Magetan students use experiential 

learning-based electronic modules to view and study practice videos. Then 35% of students use experiential 

learning-based electronic modules to listen to audio. The number of students who used experiential learning-
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based electronic modules for pictures reached 21%. Meanwhile, the remaining 21% use experiential learning-

based electronic modules to read texts. This condition shows that students are happier and more optimizing 

learning through learning videos contained in an electronic module. Based on these data related to the content 

presented in this experiential learning-based electronic module, it is necessary to have better creativity in making 

electronic modules whose contents can be tailored to the needs of students, one example is the need for 

electronic modules, vocational high school students are certainly different from For other educational level 

needs, electronic modules for vocational high school students can be made by loading more practice videos that 

are presented in accordance with the material to be conveyed. In the next section, the data displayed is the result 

of a questionnaire regarding the tendency of students to use learning media showed in Figure 3.  

 

 

Figure 3. Student Tendency in the Use of Learning Media 

 

Based on the figure, it is known that the use of learning resources from other teaching materials such as 

sources of information from the internet by students has the least amount, which is 10%. Then the use of printed 

modules learning resources reached 25%. While the benefits of using experiential learning-based electronic 

modules have the highest number, which is 65%. This condition showed that the level of usefulness and 

effectiveness of experiential learning-based electronic modules for students of Vocational High School 1 

Magetan is higher than using teaching materials or other learning resources. This results indicated that e-module 

had a benefit and can be used for learning activities in schools. Therefore, researchers want to design an 

electronic module based on experiential learning on concierge materials for Vocational High Schools to support 

the learning process. 

 

Discussion 

In Rapid technological developments encourage the replacement of print technology with computer 

technology in learning activities. The module, which was originally a printed learning media, was transformed 

into an electronic form, giving birth to a new term, namely electronic module or better known as e-module 

(Hastuti et al., 2020; Riyanto et al., 2020). In this modern era, technology plays an important role in human life. 

Likewise with the world of education. The education sector is considered quite important considering its role in 

developing the capabilities and potential of human resources (Ratheeswari, 2018; Roemintoyo & Budiarto, 

2021). The integration between technology and education will be able to provide various positive impacts and 

can quickly increase the capacity and quality of human resources (Nithyanantham et al., 2019; Roemintoyo et 

al., 2022). Seen a lot of benefits from using experiential learning-based electronic modules in the learning 

process, especially concierge materials in Vocational High Schools. The developed electronic module must have 

the necessary characteristics in order to be able to produce a module that is able to increase the motivation of its 

users (Okocha, 2020; Susanti et al., 2020). One example is through smartphone technology that can have a 

positive impact on the learning process, such as making it easier for students to learn, increasing learning 

motivation, learning outcomes and student skills (Fahmi et al., 2021; Mahdi, 2018; Suryanda et al., 2019). The 

results of this study indicate that 94.60% of students have been able to feel the benefits of experiential learning-

based electronic modules on the learning process. The level of students' willingness to use experiential learning-

based electronic modules for learning activities has quite a positive impact. This is known from the results of the 

questionnaire which shows that the use of experiential learning-based electronic modules which are more 

dominant in showing practice videos for the learning process ranks the highest at 32.90%. If it is associated with 

the level of effectiveness that arises from the use of experiential learning-based electronic modules in the 

learning process, these results can be utilized by educators to develop more innovative and creative learning 
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media (Ivanović et al., 2018). This opportunity cannot be separated from the combination of electronic modules 

as learning resources that can be filled with experiential learning-based learning applications that focus more on 

learning on practical experience in the form of approaches from concrete experiences that can be done by means 

of playing, role playing, simulations, group discussions so that there is a combination of hearing, seeing and 

experiencing. The mention of the term experiential learning is done to emphasize that experience plays an 

important role in the learning process and distinguishes it from other learning theories such as cognitive learning 

theory or behaviorism (Khalil & Elkhider, 2016; Shawa, 2020). Electronic modules or e-modules are defined as 

learning media using computers that display text, images, graphics, audio, animation and video in the learning 

process (Agusta, 2018; Hastuti et al., 2020; Meliana, 2020). 

The results of this study also indicate that students tend to choose to use e-modules, because it contains 

material other than text, but videos, animations and others that make it easier for students to carry out practical 

activities. Optimizing the use of ICT will be able to contribute positively to the learning process and outcomes 

(Alobaid, 2020; Munje & Jita, 2020). Through the results of this study, it can be seen that e-modules have a lot 

of potential and benefits in providing convenience to students in the learning process (Saraswati et al., 2019; 

Wulandari et al., 2021). The magnitude of the benefits that e-modules have for learning activities raises 

opportunities and assumptions for the design and development of e-modules to be used routinely for learning in 

vocational schools. Electronic modules are learning tools or means which contains materials, methods, 

limitations and methods of evaluating that are designed in a systematic and attractive manner to achieve the 

expected competencies according to their level of complexity electronically (Imansari & Sunaryantiningsih, 

2017; Sutama et al., 2021). If applied to concierge materials, experiential learning-based electronic modules can 

be used as alternative learning resources that make it easier for students to learn and get rid of learning 

conditions that tend to be boring. Given that so far teachers only use printed books, slide presentation media, and 

worksheets as a means of supporting the learning process in the classroom so that it has an impact on decreasing 

interest in learning and student achievement. Experiential learning-based electronic module teaching materials 

are expected to make it easier for students to learn concierge at Vocational High Schools because learning 

materials can be delivered more easily in a way that encourages student activity and creativity in learning. 

Through the use of technology, it is expected to create a dynamic, fun, and active learning environment 

(Blanchard et al., 2016; Hendi et al., 2020; Qohar et al., 2021). 

Overall, experiential learning-based electronic modules can be teaching materials or innovative learning 

resources according to ongoing technological developments. This is intended to facilitate students in the learning 

process as an effort to form superior and competitive human resources. The use of experiential learning-based 

electronic modules for the learning process has an important role in being able to create a conducive learning 

atmosphere so that students will feel helped and motivated in participating in learning activities. Other 

researchers can use this research as a basis for exploring the development and utilization of products in the form 

of experiential learning-based electronic module learning resources for other subjects. Considering that this 

research is limited to knowing the benefits of using e-modules for learning activities in vocational high schools. 

 

4. CONCLUSION 

The results of the research conducted indicate that the benefits of using electronic modules based on 

learning experiences are very large in the learning process, especially concierge materials in vocational high 

schools. most students who prefer to use electronic modules based on experiential learning can be used by 

teachers as opportunities in developing teaching materials as a source of learning. The effectiveness of the 

experiential learning-based electronic module can make it easier for students to learn more actively, creatively, 

and innovatively in order to improve the quality of learning in the educational environment. 

 

5. REFERENCES 

Agusta, E. (2018). Feasibility Study Of The Development Of Scientific-Based Self-Regulated Learning Model 

Oriented Interactive Flash. Cakrawala Pendidikan, 37(1), 151–160. 

https://doi.org/10.21831/cp.v37i1.17926. 

Albana, L. F. A. N. F., & Sujarwo, S. (2021). An interactive e-module develompent to increase the self-regulated 

learning of basic graphic design. Jurnal Kependidikan: Penelitian Inovasi Pembelajaran, 5(2). 

https://doi.org/10.21831/jk.v5i2.33278. 

Alobaid, A. (2020). Smart multimedia learning of ICT: role and impact on language learners’ writing fluency— 

YouTube online English learning resources as an example. Smart Learning Environments, 7(1). 

https://doi.org/10.1186/s40561-020-00134-7. 

Andarwulan, T., Al Fajri, T. A., & Damayanti, G. (2021). Elementary teachers’ readiness toward the online 



Anita Winandari1,Leo Agung Sutimin2,Triana Rejekiningsih3 (2022). Journal of Education Technology. Vol. 6(4) PP. 568-577 

 

 
p-ISSN : 2549-4856, e-ISSN : 2549-8290                 574 

learning policy in the new normal era during Covid-19. International Journal of Instruction, 14(3), 

771–786. https://doi.org/10.29333/iji.2021.14345a. 

Anderson, T., & Rivera-Vargas, P. (2020). A Critical look at Educational Technology from a Distance Education 

Perspective. Digital Education Review, 37, 208–229. https://doi.org/10.1344/der.2020.37.208-229. 

Ariani, S., Setianingsih, T., Qomariyah, S. S., Nafisah, B. Z., & Hanan, A. (2019). Pelatihan Pemandu Wisata 

Bagi Siswa Jurusan Pariwisata Di SMKN 1 Batulayar Lombok Barat. Lumbung Inovasi: Jurnal 

Pengabdian kepada Masyarakat, 4(2), 61. https://doi.org/10.36312/linov.v4i2.456. 

Astuti, R., Sugiharto, B., & Kurniawan, A. (2019). Pengaruh Locus of Control, Ethical Sensitivity, Kecerdasan 

Intelektual, Kecerdasan Emosional, Kecerdasan Spiritual dan Tingkat Pendidikan Terhadap Perilaku 

Etis. Jurnal Aset (Akutansi Riset), 11(2). https://doi.org/10.17509/jaset.v11i2.19921. 

Badzińska, E. (2019). Knowledge Acquisition and Business Modeling Using Experiental Learning Approach to 

Entrepreneurship. European Journal of Social Science Education and Research, 6(2), 48. 

https://doi.org/10.26417/ejser.v6i2.p48-56. 

Bai, Y. (2018). On Modern Computer Assisted Language Learning Facilities and its Integrated Teaching. 

International Journal of Emerging Technologies in Learning (iJET), 13(11), 225. 

https://doi.org/10.3991/ijet.v13i11.8542. 

Blanchard, M. R., LePrevost, C. E., Tolin, A. D., & Gutierrez, K. S. (2016). Investigating Technology-Enhanced 

Teacher Professional Development in Rural, High-Poverty Middle Schools. Educational Researcher, 

45(3), 207–220. https://doi.org/10.3102/0013189X16644602. 

Budiarto, M. K., Joebagio, H., & Sudiyanto, S. (2020). Student’s View of Using Digital Learning Media in 

Classroom Activities: A Case of Public Senior High School in Cirebon, Indonesia. Jurnal Pendidikan 

Progresif, 10(1), 47–54. https://doi.org/10.23960/jpp.v10.i1.202006. 

Changwong, K., Sukkamart, A., & Sisan, B. (2018). Critical thinking skill development: Analysis of a new 

learning management model for Thai high schools. Journal of International Studies, 11(2), 37–48. 

https://doi.org/10.14254/2071-8330.2018/11-2/3. 

Fahmi, A. N., Yusuf, M., & Muchtarom, M. (2021). Integration of Technology in Learning Activities: E-Module 

on Islamic Religious Education Learning for Vocational High School Students. Journal of Education 

Technology, 5(2), 282–290. https://doi.org/10.23887/jet.v5i2.35313. 

Fitria, H., & Suminah, S. (2020). Role of Teachers in Digital Instructional Era. Journal of Social Work and 

Science Education, 1(1), 70–77. https://doi.org/10.52690/jswse.v1i1.11. 

Hakim, B. (2021). Role of ICT in the process of EFL teaching and learning in an Arab context. Humanities and 

Social Sciences Letters, 9(1), 58–71. https://doi.org/10.18488/JOURNAL.73.2021.91.58.71. 

Halili, S. H. (2019). Technological Advancements in Education 4.0. The Online Journal of Distance Education 

and e-Learning, 7(1), 63–69. https://doi.org/10.18844/cerj.v9i3.4269. 

Hastuti, P., Thohiri, R., & Panggabean, Y. (2020). Pengembangan E-Module Berbasis Problem Based Learning 

Mata Pelajaran Ekonomi Kelas X SMA Negeri 1 Percut Sei Tuan Tahun Ajaran 2018/2019. 

PEMBELAJAR: Jurnal Ilmu Pendidikan, Keguruan, dan Pembelajaran, 4(2), 60. 

https://doi.org/10.26858/pembelajar.v4i2.13559. 

Hendi, A., Caswita, C., & Haenilah, E. Y. (2020). Pengembangan Media Pembelajaran Interaktif Berbasis 

Strategi Metakognitif untuk Meningkatkan Kemampuan Berpikir Kritis siswa. Jurnal Cendekia : Jurnal 

Pendidikan Matematika, 4(2), 823–834. https://doi.org/10.31004/cendekia.v4i2.310. 

Imansari, N., & Sunaryantiningsih, I. (2017). Pengaruh Penggunaan E-Modul Interaktif Terhadap Hasil Belajar 

Mahasiswa Pada Materi Kesehatan dan Keselamatan Kerja. VOLT : Jurnal Ilmiah Pendidikan Teknik 

Elektro, 2(1), 11–16. https://doi.org/10.30870/volt.v2i1.1478. 

Ivanović, M., Milićević, A. K., Aleksić, V., Bratić, B., & Mandić, M. (2018). Experiences and perspectives of 

Technology-enhanced learning and teaching in higher education – Serbian case. Procedia Computer 

Science, 126, 1351–1359. https://doi.org/10.1016/j.procs.2018.08.086. 

Kartowagiran, B., Retnawati, H., Sutopo, & Musyadad, F. (2017). Evaluation of the implementation of 

curriculum 2013 vocational. International Conference on Education, Research and Innovation (ICERI 

2017). 

Khalil, M. K., & Elkhider, I. A. (2016). Applying learning theories and instructional design models for effective 

instruction. Advances in Physiology Education, 40(2), 147–156. 

https://doi.org/10.1152/advan.00138.2015. 

Koehler, M. J., Mishra, P., & Cain, W. (2013). What is Technological Pedagogical Content Knowledge 

(TPACK)? Journal of Education, 193(3), 13–19. https://doi.org/10.1177/002205741319300303. 

Kreijins, K. (2018). Lifelong Technology-Enhanced Learning. In V. Pammer-Schindler, M. Pérez-Sanagustín, H. 

Drachsler, R. Elferink, & M. Scheffel (Reds), Lifelong Technology-Enhanced Learning (Vol 11082). 

Springer International Publishing. https://doi.org/10.1007/978-3-319-98572-5. 

Kumar, S., Tiwari, P., & Zymbler, M. (2019). Internet of Things is a revolutionary approach for future 

http://u.lipi.go.id/1486478977
http://u.lipi.go.id/1488121543


Anita Winandari1,Leo Agung Sutimin2,Triana Rejekiningsih3 (2022). Journal of Education Technology. Vol. 6(4) PP. 568-577 

  
 

Benefits of Using Experiential Learning Based Electronic Modules to Facilitate Students Concierge 
Learning in Vocational High Schools     575 

technology enhancement: a review. Journal of Big Data, 6(1), 111. https://doi.org/10.1186/s40537-019-

0268-2. 

Kursch, M. (2021). Impact of a one-off demonstration on the use of ict in the teaching of andragogy students on 

their change of attitude towards the use of ict in education. International Journal of Cognitive Research 

in Science, Engineering and Education, 9(1), 121–134. https://doi.org/10.23947/2334-8496-2021-9-1-

121-134. 

Lantu, D. C., Suharto, Y., Fachira, I., Permatasari, A., & Anggadwita, G. (2022). Experiential learning model: 

improving entrepreneurial values through internship program at start-ups. Higher Education, Skills and 

Work-based Learning, 12(1), 107–125. https://doi.org/10.1108/HESWBL-01-2021-0014. 

Lavrenova, M., Lalak, N. V., & Molnar, T. I. (2020). Preparation of Future Teachers for Use of ICT in Primary 

School. Revista Romaneasca pentru Educatie Multidimensionala, 12(1Sup1), 185–195. 

https://doi.org/10.18662/rrem/12.1sup1/230. 

Lestari, I., Maksum, A., & Kustandi, C. (2019). Mobile learning design models for State University of Jakarta, 

Indonesia. International Journal of Interactive Mobile Technologies, 13(9). 

https://doi.org/10.3991/ijim.v13i09.10987. 

Mahdi, H. S. (2018). Effectiveness of Mobile Devices on Vocabulary Learning: A Meta-Analysis. Journal of 

Educational Computing Research, 56(1), 134–154. https://doi.org/10.1177/0735633117698826. 

Makarova, E. A., & Makarova, E. L. (2018). Blending pedagogy and digital technology to transform educational 

environment. International Journal of Cognitive Research in Science, Engineering and Education, 6(2), 

57–65. https://doi.org/10.5937/ijcrsee1802057M. 

Malik, R. S. (2018). Educational challenges in 21st century and sustainable development. Journal of Sustainable 

Development Education and Research, 2(1), 9–20. https://doi.org/10.17509/jsder.v2i1.12266. 

McKim, C. A. (2017). The Value of Mixed Methods Research: A Mixed Methods Study. Journal of Mixed 

Methods Research, 11(2). https://doi.org/10.1177/1558689815607096. 

Meliana, W. (2020). Pengembangan E-Modul Format EPUB untuk Pembelajaran Matematika Kelas X pada 

Materi Trigonometri. Jurnal PTK dan Pendidikan, 6(1). https://doi.org/10.18592/ptk.v6i1.3778. 

Miles, M. B., Huberman, A. M., & Saldana, J. (2016). Qualitative Data Analysis A Methods Sourcebook Edition 

3. In SAGE Journal (Vol 30, Number 25). 

Miranda, J., Navarrete, C., Noguez, J., Molina-Espinosa, J. M., Ramírez-Montoya, M. S., Navarro-Tuch, S. A., 

Bustamante-Bello, M. R., Rosas-Fernández, J. B., & Molina, A. (2021). The core components of 

education 4.0 in higher education: Three case studies in engineering education. Computers and 

Electrical Engineering, 93. https://doi.org/10.1016/j.compeleceng.2021.107278. 

Motamedi, V. (2019). The promises of presentational technology for teaching and learning. Journal of Education 

and Learning (EduLearn), 13(3), 416–419. https://doi.org/10.11591/edulearn.v13i3.13175. 

Munje, P. N., & Jita, T. (2020). The impact of the lack of ICT resources on teaching and learning in selected 

South African primary schools. International Journal of Learning, Teaching and Educational Research, 

19(7), 263–279. https://doi.org/10.26803/IJLTER.19.7.15. 

Nemzer, L. R., & Neymotin, F. (2020). Concierge care and patient reviews. Health Economics (United 

Kingdom), 29(8). https://doi.org/10.1002/hec.4028. 

Ngabekti, Prasetyo, Hardianti, & Teampanpong. (2019). The Development of STEM Mobile Learning Package 

Ekosistem. Jurnal Pendidikan IPA Indonesia, 8(1), 81–88. https://doi.org/10.15294/jpii.v8i1.16905. 

Nithyanantham, V., Paulmony, R., & Ramadan H., S. (2019). Self-Perspective of 21st Century Educators: A 

Challenge in The Globalised Educational World. International Journal of Educational Research 

Review, 4(3), 325–333. https://doi.org/10.24331/ijere.573869. 

Nofriansyah, D., Ganefri, & Ridwan. (2020). A new learning model of software engineering in vocational 

education. International Journal of Evaluation and Research in Education, 9(3), 572–582. 

https://doi.org/10.11591/ijere.v9i3.20482. 

Nurhayati, L., Maula, L. H., & Nurasiah, I. (2021). Kecerdasan Emosional dan Kemampuan Berpikir Kritis pada 

Materi Bangun Datar di Kelas Tinggi Sekolah Dasar. Mimbar Ilmu, 26(2). 

https://doi.org/10.23887/mi.v26i2.36919. 

Okocha, F. (2020). Determinants of the Adoption Academic Electronic Books by University Students in a 

Developing Country. International Journal of Information and Communication Technology Education, 

16(4), 111–121. https://doi.org/10.4018/IJICTE.2020100108. 

Piriyasurawong, P. (2019). Active learning using ARCS motivation on social cloud model to enhance 

communication skills in foreign language. TEM Journal, 8(1), 290–297. 

https://doi.org/10.18421/TEM81-40. 

Qodr, T. S., Efendi, A., & Musadad, A. A. (2021). Opportunities for Using Smartphones in the Digital Era to 

Facilitate Students in Learning Sociology in High Schools. Journal of Education Technology, 5(2), 

263–271. https://doi.org/10.23887/jet.v5i2.34806. 



Anita Winandari1,Leo Agung Sutimin2,Triana Rejekiningsih3 (2022). Journal of Education Technology. Vol. 6(4) PP. 568-577 

 

 
p-ISSN : 2549-4856, e-ISSN : 2549-8290                 576 

Qohar, A., Susiswo, Nasution, S. H., & Wahyuningsih, S. (2021). Development of Android-Based Mathematics 

Learning Game on the Topic of Congruence and Similarity. International Journal of Interactive Mobile 

Technologies, 15(9), 52–69. https://doi.org/10.3991/ijim.v15i09.20723. 

Rahayu, I., & Sukardi, S. (2021). The Development Of E-Modules Project Based Learning for Students of 

Computer and Basic Networks at Vocational School. Journal of Education Technology, 4(4), 398. 

https://doi.org/10.23887/jet.v4i4.29230. 

Rahiem, M. D. H. (2020). Technological Barriers and Challenges in the Use of ICT during the COVID-19 

Emergency Remote Learning. Universal Journal of Educational Research, 8(11B), 6124–6133. 

https://doi.org/10.13189/ujer.2020.082248. 

Rahmati, R., Yusrizal, Y., & Hasan, M. (2018). Critical thinking skills enhancement of students through inquiry 

learning model laboratory based on reflection of the light. Jurnal IPA & Pembelajaran IPA, 1(1). 

https://doi.org/10.24815/jipi.v1i1.9564. 

Ramdani, E. (2018). Model Pembelajaran Kontekstual Berbasis Kearifan Lokal sebagai Penguatan Pendidikan 

Karakter. JUPIIS: Jurnal Pendidikan Ilmu-Ilmu Sosial, 10(1), 1. 

https://doi.org/10.24114/jupiis.v10i1.8264. 

Ratheeswari, K. (2018). Information Communication Technology in Education. Journal of Applied and 

Advanced Research, 3(S1), 45. https://doi.org/10.21839/jaar.2018.v3iS1.169. 

Riyanto, R., Amin, M., Suwono, H., & Lestari, U. (2020). The New Face of Digital Books in Genetic Learning: 

A Preliminary Development Study for Students’ Critical Thinking. International Journal of Emerging 

Technologies in Learning (iJET), 15(10), 175. https://doi.org/10.3991/ijet.v15i10.14321. 

Roemintoyo, R., & Budiarto, M. K. (2021). Flipbook as Innovation of Digital Learning Media: Preparing 

Education for Facing and Facilitating 21st Century Learning. Journal of Education Technology, 5(1), 8. 

https://doi.org/10.23887/jet.v5i1.32362. 

Roemintoyo, R., Miyono, N., Murniati, N. A. N., & Budiarto, M. K. (2022). Optimising the utilisation of 

computer-based technology through interactive multimedia for entrepreneurship learning. Cypriot 

Journal of Educational Sciences, 17(1), 105–119. https://doi.org/10.18844/cjes.v17i1.6686. 

Saraswati, S., Linda, R., & Herdini, H. (2019). Development of Interactive E-Module Chemistry Magazine 

Based on Kvisoft Flipbook Maker for Thermochemistry Materials at Second Grade Senior High School. 

Journal of Science Learning, 3(1), 1–6. https://doi.org/10.17509/jsl.v3i1.18166. 

Sari, A. I., Suryani, N., Rochsantiningsih, D., & Suharno, S. (2020). Digital Learning, Smartphone Usage, and 

Digital Culture in Indonesia Education. Integration of Education, 24(1), 20–31. 

https://doi.org/10.15507/1991-9468.098.024.202001.020-031. 

Shawa, L. B. (2020). Advancing the scholarship of teaching and learning using learning theories and reflectivity. 

Center for Educational Policy Studies Journal, 10(1), 191–208. https://doi.org/10.26529/cepsj.298. 

Sofyan, H., Anggereini, E., & Saadiah, J. (2019). Development of E-Modules Based on Local Wisdom in 

Central Learning Model at Kindergartens in Jambi City. European Journal of Educational Research, 

8(4), 1137–1143. https://doi.org/10.12973/eu-jer.8.4.1137. 

Som, S. (2021). ICT In Education : Opportunities and Challenges. International Journal of Research, 7(1), 156–

163. 

Sugiyono. (2018). Metode penelitian kuatintatif , kualitatif dan R & D. In Bandung: Alfabeta. 

Suryanda, A., Sartono, N., & Sa’diyah, H. (2019). Developing smartphone-based laboratory manual as a learning 

media. Journal of Physics: Conference Series, 402. https://doi.org/10.1088/1742-6596/1402/7/077077. 

Susanti, N., Yennita, Y., & Azhar, A. (2020). Development of Contextual Based Electronic Global Warming 

Modules Using Flipbook Applications as Physics Learning Media in High Schools. Journal of 

Educational Sciences, 4(3), 541. https://doi.org/10.31258/jes.4.3.p.541-559. 

Sutama, I. W., Astuti, W., & Anisa, N. (2021). E-Modul Strategi Pembelajaran Anak Usia Dini Sebagai Sumber 

Belajar Digital. Jurnal Pendidikan Anak Usia Dini Undiksha, 9(3), 449. 

https://doi.org/10.23887/paud.v9i3.41385. 

Sutrisno, V. L. P., & Siswanto, B. T. (2016). Faktor-Faktor Yang Mempengaruhi Hasil Belajar Siswa Pada 

Pembelajaran Praktik Kelistrikan Otomotif Smk Di Kota Yogyakarta. Jurnal Pendidikan Vokasi. 

https://doi.org/10.21831/jpv.v6i1.8118. 

Syaputra, A., & Hasanah, E. (2022). Learning Strategies In The Digital Era. International Journal of 

Educational Management and Innovation, 3(1), 74–83. https://doi.org/10.12928/ijemi.v3i1.5507. 

Valtonen, T., Sointu, E., Kukkonen, J., Mäkitalo, K., Hoang, N., Häkkinen, P., Järvelä, S., Näykki, P., Virtanen, 

A., Pöntinen, S., Kostiainen, E., & Tondeur, J. (2019). Examining pre‐service teachers’ Technological 

Pedagogical Content Knowledge as evolving knowledge domains: A longitudinal approach. Journal of 

Computer Assisted Learning, 35(4), 491–502. https://doi.org/10.1111/jcal.12353. 

Widianingrum, R., Aw, S., Hermanto, F. Y., & Sholikah, M. (2020). Office Communication Competencies for 

Vocational High School in Industri 4.0. Dinamika Pendidikan, 15(1). 

http://u.lipi.go.id/1486478977
http://u.lipi.go.id/1488121543


Anita Winandari1,Leo Agung Sutimin2,Triana Rejekiningsih3 (2022). Journal of Education Technology. Vol. 6(4) PP. 568-577 

  
 

Benefits of Using Experiential Learning Based Electronic Modules to Facilitate Students Concierge 
Learning in Vocational High Schools     577 

https://doi.org/10.15294/dp.v15i1.24348. 

Widoyoko, E. P. (2018). Teknik Penyusunan Instrumen Penelitian Pendidikan Kimia. Yogyakarta: Pustaka 

Pelajar. 

Williams, J. J., & Lombrozo, T. (2013). Explanation and prior knowledge interact to guide learning. Cognitive 

Psychology, 66(1), 55–84. https://doi.org/10.1016/j.cogpsych.2012.09.002. 

Wulandari, F., Yogica, R., & Darussyamsu, R. (2021). Analisis Manfaat Penggunaan E-Modul Interaktif Sebagai 

Media Pembelajaran Jarak Jauh Di Masa Pandemi Covid-19. Khazanah Pendidikan, 15(2), 139–144. 

https://doi.org/10.30595/JKP.V15I2.10809. 

Yildiz, E. P. (2019). Research Trends in Educational Technology in Turkey: 2010-2018 Year Thesis and Meta-

Analysis of Articles. International Journal of Computer-Aided Technologies, 6(2), 01–16. 

https://doi.org/10.5121/ijcax.2019.6201. 

 

 

 

 

 

 

 

 

 


