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This study aims to determine the effect of using animated video media through 
problem-based learning settings on learning outcomes to make fashion patterns. 
The type of research used is a quasi-experimental design with a non-equivalent 
control group design. Variables consist of independent variables and dependent 
variables. The independent variables are the use of animated video media with 
problem-based learning model settings and the use of PowerPoint media with 
problem-based learning model settings. The dependent variable is the result of 
learning to make fashion patterns. The population of this study was all students 
of class X Fashion Design for the 2021/2022 academic year in Buleleng Regency, 
which consisted of 34 people at SMK Negeri 2 Singaraja and SMK Negeri 1 Seririt. 
The sampling technique uses saturated sampling that is using the entire 
population. Data were collected by using multiple choice and rubric test 
techniques. The multiple-choice test instrument has been tested with item 
validity tests, reliability tests, item difficulty tests, and different power tests. The 
skill assessment rubric is tested with expert validation. Prerequisites for data 
analysis in the form of a homogeneity test and normality test. While the analysis 
of hypothesis testing was carried out using the t-test. The results showed that 
there was a significant difference in learning outcome to make patterns between 
students who studied using animated videos through problem-based learning 
settings and students who studied using PowerPoint media with problem-based 
learning settings. So it can be concluded that the use of animation media with 
problem-based learning settings influences learning outcomes to make fashion 
patterns for Vocational High School students. 
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1   Introduction 
 

Government Regulation Number 19 of 2005 concerning National Education Standards states that learning must 
take place interactively, inspiring, fun, and challenging, motivating students to participate actively, and 
providing sufficient space for the initiative, creativity, and independence following talents, interests, and 
developments of physical and psychological learners. To achieve the criteria for the learning process, the means 
that can help are appropriate learning media. The use of media in the learning process will be able to generate 
new desires and interests, generate motivation and stimulation of learning activities, and bring psychological 
effects on students. 

Teachers are required to be creative and innovative in doing learning and one of them is by changing the 
methods, methods, and media so that learning is no longer monotonous and conservative (Iswara et al., 2021; 
Liansari & Azizah, 2021). There are many methods and learning strategies that can be used by teachers. 
Teachers are also required to make an innovation or a learning development to further increase students' 
interest and motivation in learning. Teachers in improving the quality of learning by using learning media so 
that students can increase the achievement of learning objectives. By using appropriate learning media, 
teachers can assist students in mastering the subject matter provided (Ghory & Ghafory, 2021; Szymkowiak et 
al., 2021). The need for learning media for students is not only able to overcome the limitations of their 
experience. The media can also produce uniformity of observations, arouse desire, and learning activities, instil 
correct, concrete, and realistic basic concepts related to their understanding, and provide a comprehensive 
experience. Teachers are expected to have the ability to utilize modern technology as a medium to assist the 
teaching and learning process and improve the quality of learning (Agustien et al., 2018; Sudarsana et al., 2019). 

Pattern Making is a class X subject at the Vocational High School (SMK) for the Fashion Design expertise 
program. This subject learns the basics of pattern making and breaking fashion patterns. The material studied 
includes making the basic pattern of an adult woman's body according to body size with a practical system, 
making the basic pattern of an adult woman's body according to body size with a practical system, children's 
clothing patterns, distinguishing various kinds of children's clothing according to the occasion, basic skirt 
patterns, distinguishing various types of clothing. kinds of skirts according to the shape of the skirt, planning 
the use of tools and materials and making the basic pattern of the skirt according to the design. In the 2013 
curriculum, the subject of Pattern Making aims to provide basic knowledge about making patterns of clothing. 
If students are competent in pattern making, then students can move on to the next competency section. The 
subject of Pattern Making is the initial stage of the process of making a dress. Pattern-making consists of several 
processes, namely taking measurements, drawing patterns, breaking patterns, and designing materials (Raz et 
al., 2006; Carpenter et al., 1991). 

https://creativecommons.org/licenses/by-nc-nd/4.0/
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Based on the results of observations on the subject of Pattern Making in Class X at State Vocational Schools 
in Buleleng Regency, shows that student learning outcomes are still low. This can be seen from the results of 
the score of 70% of the 42 students who have not reached the KKM with a score of 80. Learning is considered 
successful if 80% of the students achieve the minimum completeness criteria score (KKM SMKN in Buleleng). 
Many factors cause low student learning outcomes that were found after observation. Many students are not 
responsive so they are slow and have difficulty doing assignments. Some students did not look well prepared 
because they did not bring complete equipment for drawing patterns. In addition to factors from students, it is 
also caused by a lack of media and less variety of learning models used. Teachers in learning use media in the 
form of PowerPoint and teaching materials in the form of modules. The subject matter is delivered using lecture, 
question and answer methods and practicum (Murtonen et al., 2017; Bakkenes et al., 2010). Less use of media 
in learning affects the learning process and affects student learning outcomes. Learning outcomes in the form 
of pattern-making skills are not something that can be taught through descriptions or explanations alone. 
Students do not acquire pattern-making skills just by sitting, listening to the teacher's explanations and noting 
what they hear (Atifah, 2022). 

Learning outcomes are often used as a measure to find out how far someone has mastered the material that 
has been taught. Julhadi (2021), states that learning outcomes are certain competencies or abilities both 
cognitive, affective and psychomotor that are achieved or mastered by students after participating in the 
teaching and learning process. The learning domain can be categorized as a cognitive domain (knowledge), 
psychomotor domain (skills) and affective domain (attitude) (Anderson et al., 2001; Hoque, 2016). 

If such a situation is allowed to drag on, then the quality of student learning will be concerning and learning 
outcomes and learning activities will be low, this will make students bored with pattern-making lessons and 
consider this lesson a difficult lesson. Pattern-making is a knowledge and skill that must be mastered by those 
who work in the field of clothing, especially pattern construction (Hidayah & Yasnidawati, 2019). So here it is 
necessary to increase the professional ability of teachers to manage the learning process that can stimulate 
student learning activities and can maximize student learning outcomes. 

Based on this, it is necessary to immediately improve learning to improve student learning outcomes by 
using innovative and appropriate learning media so that students easily understand the material and can also 
learn independently. Currently, the development of learning media is increasingly innovative with the existence 
of interactive learning media based on information technology. The use of information technology is an effective 
and efficient way of conveying information. Media refers to anything that carries information between a source 
and a receiver (Smaldino et al., 2012). The six basic categories of media are text, audio-visual, video, engineer 
and people (Smaldino et al., 2012). Media is an intermediary or tool that is used to help achieve goals in learning 
and learning. 

Learning media is an intermediary that can support the learning and teaching process to be better and 
perfect by clarifying the meaning of delivering messages and clarifying the meaning of the messages conveyed. 
The material, objectives, methods and conditions of students with learning media are things that must be 
considered and become the center of attention of teachers in the selection and use of media that are following 
the learning process carried out in the classroom. This is also related to the effectiveness and efficiency in 
achieving learning outcomes (Chang, 2016; Celik et al., 2011). Learning media must also be adapted to the 
characteristics of students, because not all learning media are suitable for all situations, especially for students, 
the level of student education, to attract students' interest, and so on (Asrial et al., 2020). The media chosen 
should be able to motivate students in learning so that there is a stronger interest in learning independently 
and actively (Mandalika & Syahril, 2020). 

One of the learning media that has three main elements is learning video media. Video media is a tool used 
by teachers to stimulate students' feelings, thoughts and desires by displaying audiovisual ideas, ideas, 
messages and information (Wisada et al., 2019; Sudarma & Sukmana, 2022). Video is a very effective medium 
to help the learning process. Video is rich in information and complete because it reaches students directly 
(Daryanto, 2013). Videos add a new dimension to history learning. Because videos can present moving images 
and sound to students. Video's ability to visualize material is very effective in helping educators deliver dynamic 
material. 

The use of instructional video media can stimulate students' motivation to learn because there is student's 
curiosity about the videos displayed so they can increase students' understanding of the material provided 
(Lytvyn et al., 2021). The majority of educators consider that learning video media is effective during the COVID-
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19 pandemic, which can help educators to teach difficult materials and materials that require practical activities. 
The use of learning videos during the COVID-19 pandemic is very important (Wibawa & Muhidin, 2021; Utami 
et al., 2021). The use of video media is also favoured by students because it can help students learn at home, 
and motivate students to learn. Video media also stimulates educators in finding or making creative videos and 
can help students while studying during the COVID-19 pandemic (Herani, 2021). The results of the study 
Mu'minah (2021), state that video-based learning media can be used in the online learning process and is a 
utilization of learning technology according to the times with efforts to improve the quality of education. 

This video media packaging is combined with animation. Animation is an activity to animate and move 
stationary objects. A stationary object is given a boost of strength, enthusiasm and emotion to come alive and 
move or just seem alive. So animation is a still object that is projected into a moving image that seems to live 
according to the character made from several sets of images that change regularly and alternately according to 
the design so that the video displayed is more varied with attractive and colorful images that can increase power 
attract student learning. Learning using animated video media is effectively applied to learning students' 
persuasive text-writing skills. Video media is effective in increasing knowledge of COVID-19 prevention after 
travelling (Rahmah et al., 2021). Learning video media is effective during the COVID-19 pandemic because it 
makes it easier for educators to teach material and makes it easier for students to understand learning material 
(Ridha et al., 2021). Animated video learning media can be used as an alternative option that can be used to 
make it easier for teachers to deliver learning materials and help children better understand the learning 
materials delivered by teachers (Cipta & Pamungkas, 2019). The use of animated video learning media can 
increase interest in learning mathematics and this can be seen from the high enthusiasm of students when 
learning activities take place (Masuri & Budiyono, 2020). 

Animated video media was chosen because animated videos have several advantages, according to Rusman 
(2017), namely: (1) giving messages that can be received more evenly by students, (2) very good for explaining 
a process, (3) overcoming space limitations and time, (4) more realistic, can be repeated and stopped as needed, 
(5) gives a deep impression that can affect student attitudes. The use of animated video media of practical 
system archetypes in the fashion pattern construction course to improve learning outcomes of making patterns 
for students of Ganesha Education University. 

In addition to using animated videos in the learning process, teacher skills are also needed in using learning 
models that are following the characteristics of the subjects and materials. One of the appropriate learning 
models used in Pattern Making subjects is the Problem Based Learning Model (PBM). The PBM approach is an 
innovative teaching and learning method, that stands to provide greater challenge and motivation by utilizing 
realistic scenarios to engage and interact with students by building on their prior knowledge, increasing their 
understanding of basic concepts, and shaping the acquired knowledge to build structures complex yet complex 
and well-integrated knowledge source. 

The knowledge structure created helps in learning, as it integrates and concretizes theoretical knowledge 
with its clinical relevance. Furthermore, carefully crafted problems can promote active and deep learning (as 
students interact with learning materials and link concepts to everyday activities), and improve 
comprehension, knowledge retention, and the development of lifelong learning skills (Virk, 2022). The results 
showed that there was an increase in students' mathematics learning outcomes after using problem-based 
learning in learning (Malmia et al., 2019). The PBM model affects learning outcomes, responses and also student 
motivation (Timor et al., 2021). Student learning outcomes using problem-based learning models are 
significantly higher than student learning outcomes using direct learning models (Reinsini et al., 2021). There 
is a significant effect of the application of problem-based learning models on student learning outcomes. (Putra 
et al., 2022). PBM improves students' critical thinking skills (Dayu et al., 2022). PBM stands out as one of the 
most effective and radical methods of pedagogical innovation. While the implementation of PBM means a great 
opportunity to achieve better educational performance (Santos et al., 2022). Pattern-making skills increase 
after using the learning model (Atifah, 2022). 

Based on the descriptions that have been disclosed that it is very important to design and implement a lesson 
that can improve student learning outcomes. So it is necessary to research the effect of using animated video 
media through problem-based learning settings on learning outcomes of Fashion Pattern Making. 
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2   Materials and Methods 
 

The type of research used in this research is quasi-experimental. Quasi-experimental research is a way to test 
cause and effect, in which treatment is given to certain subjects to find out the effect. The design of this study 
was a non-equivalent control group design. The research design is shown in Table 1. 
 
 

Table 1 
Research design 

 
Class Pretest Treatment Posttest 

Experiment 
Control  

O1 

O3 

X1 

X2 

O2 

O4 

 
The variables in this study consisted of independent variables in the form of using animated video media with 
problem-based learning model settings and using PowerPoint media with problem-based learning model 
settings. The dependent variable is the result of learning to make fashion patterns. 

This research was conducted in a state vocational high school which has a fashion program in Buleleng 
Regency. The population of this study were all students of class X fashion at SMK Negeri 2 Singaraja and SMK 
Negeri 1 Seririt, totalling 34 people. The sampling technique uses saturated sampling. The sample in this study 
were all students of Fashion Design Expertise at SMK Negeri 2 Singaraja and SMK Negeri 1 Seririt for the 
academic year 2021/2022, totalling 15 people and 19 people. The learning implementation is carried out for 4 
weeks starting from August 24, 2021, to September 13, 2021. 

Collecting data using a test technique in the form of multiple choice as many as 20 questions to measure 
learning outcomes in the form of knowledge and 5 rubrics for assessing pattern-making skills. The multiple-
choice test instrument has been tested with item validity tests, reliability tests, item difficulty tests, and different 
power tests. The validity test uses the product moment correlation formula while the reliability of the questions 
is measured using the KR-20 formula. The difficulty level of the questions was analyzed using a difficulty index. 
The discriminatory power of the questions is determined by calculating the difference in the proportion of 
correct answers between two groups of students. The skill assessment rubric is tested with expert validation. 

Before animated videos are applied to students, animated videos are validated by experts in their respective 
fields. The validators were asked to assess the animated video that was developed based on the criteria of 
content, appearance and language by filling out the validation questionnaire sheet that had been provided. 
Animated video assessment is carried out by experts by responding with very valid, valid, moderately valid, 
invalid and very valid criteria. For data analysis validation of animated videos and student responses, the same 
calculation is used, namely using descriptive statistics of rating results. The results of the development of 
animated videos are as follows: learning material experts with a score of 96.5, learning media experts with a 
score of 96.67, student trials with a score of 95.56, and teacher trials with a score of 92 are included in the very 
good category so that this basic system animation video learning media is practically feasible to use in pattern-
making learning in SMK and students can further improve their learning outcomes and study independently 
(Angendari & Mayuni, 2022). 

The prerequisite for data analysis is a homogeneity test using the Kolmogorov-Smirnov test and the Shapiro-
Wilk test. A homogeneity test was carried out to obtain the assumption that the two sample classes had the 
same initial conditions. The normality test was conducted to determine the distribution of test result data from 
the two sample classes. Normality test with Levene's Test of Equality of Error Variances. Hypothesis test 
analysis was conducted using a t-test. Hypothesis testing was conducted to determine the difference in learning 
outcomes to make fashion patterns between groups of students who studied with animated video media 
through PBM settings and groups of students who studied with PowerPoint media through PBM settings. 
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3   Results and Discussions 
 

3.1 Results 
 
The general description of the research results describes the frequency distribution, comparison of the mean 
(mean), and standard deviation (SD) of the use of animated video media and PowerPoint media through 
problem-based learning settings given to each treatment group. The object of this research is the difference in 
learning outcomes to make fashion patterns as a result of treatment between the use of animated video media 
and PowerPoint media through problem-based learning settings. This study used a two-group treatment design. 
In the group using animated video media through problem-based learning settings, 15 subjects were assigned 
as units of analysis and the use of PowerPoint media through problem-based learning settings was 19 subjects 
so the overall unit of analysis was 34. Student data were given the use of animated video media through 
problem-based learning settings and the use of PowerPoint media through problem-based learning settings for 
each unit of analysis 15 and 19. 

 
General description of the frequency of learning outcomes making fashion patterns by using animated video media 
and PowerPoint media through problem-based learning settings 
 
The general description of the gains-score results revealed consists of the distribution of the average value ( ) 
and standard deviation (SD) based on the use of animated video media and PowerPoint media through problem-
based learning settings given to each treatment group. Calculation of the central measure (mean), and the size 
of the data spread (standard deviation, variance can be seen in Table 2. 
 

Table 2  
Recapitulation of gains calculation results-scores of student learning outcomes making clothing patterns 

 
                  Data 
Statistics A1 A2 

Mean  22,33 15,00 
Median  22,0 15,00 
Std. Deviation 6,586 9,012 
Variant 43,381 81,222 
Minimum Value 10 1 
Maximum Value 34 33 
Range 24 32 
Amount 335 285 

 
Information: 
A1 = Learning Outcomes of Making Clothing Patterns for students who take part in learning with animated video 

media through PBM settings 
A2 = Learning Outcomes of Making Clothing Patterns for students who take part in learning with PowerPoint 

media via PBM settings 
 
Based on Table 2, descriptive statistics can be stated that the learning outcomes of making fashion patterns for 
students who take part in learning with animated video media are better than students who take lessons with 
PowerPoint media through problem-based learning settings. Frequency distribution graphs, and learning 
outcomes to make fashion patterns for students who take lessons with animated video media and students who 
take lessons with PowerPoint media through problem-based learning settings in the form of histograms are 
presented in Figure 1. 
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Figure 1. Distribution Graph of Learning Outcomes to Make Clothing Patterns 

 
Hypothesis prerequisite test 
 
A prerequisite test was conducted to check the distribution of data, and variance between groups. The first 
prerequisite test that was carried out was the normality test of the data distribution, the second was the 
homogeneity test of variance between groups. 

 
Normality test 
 
The normality test is intended to test whether the existing data comes from data that is normally distributed or 
not. The normality test was carried out using the Kolmogorov-Smirnov test and the Shapiro-Wilk test. The test 
criteria are that the data has a normal distribution if the significance number obtained is greater than 0.05 and 
in other cases, the distribution is not normally distributed. The summary results of the normality test of learning 
outcomes to make fashion patterns are shown in Table 3. 
 

Table 3 
Summary of the Normality test of learning outcomes to make clothing patterns 

 
 

MP 
Kolmogorov-Smirnov a Shapiro-Wilk 

 Statistic df Sig. Statistic df Sig. 
HB MPBM with Animated Videos 0,162 15 0,200* 0,943 15 0,427 

MPBM with PPT 0,097 19 0,200* 0,973 19 0,826 
 
Based on Table 3 above, it is known that for the data on learning outcomes to make fashion patterns, all the 
significance levels are above 0.05 so the data on learning outcomes to make student clothing patterns, both at 
Kolmogorov-Smirnov and Shapiro-Wilk have a significance above 0.05 so The data on learning outcomes to 
make student clothing patterns is data that comes from a normal distribution. 
 
Variant Homogeneity test 
 
A homogeneity test was conducted to determine whether the existing variants were homogeneous. The 
homogeneity test of the variance of learning outcomes for students fashion patterns was carried out using 
Levene's Test of Equality of Error Variances. If the significance level of the variance is greater than 0.05, then 
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the variance is homogeneous. The summary of the results of the homogeneity test of the variance of learning 
outcomes to make students' clothing patterns is shown in Table 4. 

 
Table 4 

Summary of homogeneity test results variants of learning outcomes making clothing patterns 
 

 Levene Statistic df1 df2 Sig. 
HB Based on Mean 2,318 1 32 0,138 

Based on Median 2,343 1 32 0,136 
Based on Median and with adjusted df 2,343 1 31,461 0,136 
Based on trimmed mean 2,343 1 32 0,136 

 
Based on Table 4, it is known that the results of learning to make student clothing patterns have a significance 
greater than 0.05. This shows that the null hypothesis which states "the variance between groups of students 
who take learning with animated video media through problem-based learning settings and groups of students 
who take lessons with PowerPoint media through problem-based learning settings is not different", is accepted. 
In other words, the variance between groups using animated video media and PowerPoint through problem-
based learning settings is homogeneous. Based on the results of the prerequisite tests, namely the normality 
test, and the homogeneity test, it can be concluded that the data from all groups are normally distributed, and 
homogeneous. Therefore, hypothesis testing with a t-test can be continued. 

 
Hypothesis testing 
 
Hypothesis testing is done by t-test. Hypothesis testing was conducted to show whether there were differences 
in learning outcomes to make fashion patterns between groups of students who studied using animated video 
media and PowerPoint media through problem-based learning settings. The conclusion of this hypothesis test 
is drawn based on the analysis of the t-value or significance value (sig.) in the t-test table. t value with a 
significance of less than 0.05, then H0 is rejected and H1 is accepted. The summary of the results of the t-test is 
shown in Table 5. 
 

Table 5 
Summary of t-test results 

 

 

Levene's Test 
for Equality of 

Variances 
t-test for Equality of Means 

F Sig. t df 
Sig. (2-
tailed) 

Mean 
Difference 

Std. Error 
Difference 

95% Confidence 
Interval of the 

Difference 
Lower Upper 

HB Equal 
variances 
assumed 

2,318 0,138 2,640 32 0,013 7,333 2,778 1,676 12,991 

Equal 
variances not 
assumed 

  2,739 31,851 0,010 7,333 2,677 1,879 12,787 

 
Based on Table 5, it is known that the value of t = 2.640 with a significance level of less than 0.05. Thus, a decision 
can be made for the proposed hypothesis as follows. 
 
H0 (1): there is no difference in learning outcomes to make fashion patterns between groups of students who 
learn using animated video media and PowerPoint media through problem-based learning settings are rejected. 
In other words 
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H1 (1): there are differences in learning outcomes to make fashion patterns between groups of students who 
learn by using animated video media and PowerPoint media through problem-based learning settings are 
accepted. 
So, there is a significant difference (p <0.05) in the variables of using animated video media and PowerPoint 
media through problem-based learning settings on student learning outcomes to make fashion patterns. 
 
3.2 Discussion 
 
Based on the results of the compacted study, the results showed that there were significant differences between 
students who studied using animated videos through PBM settings and students who studied using PowerPoint 
media through PBM settings. Where students who study using animated video media with PBM settings have 
better learning outcomes compared to students who learn with PowerPoint media through PBM settings. Agree 
with the research results Syamsul & Kharnolis, (2022); Fatonah & Rohana (2022), that the use of video as a 
learning medium can make it easier for students to understand, remember and practice the material. Video 
media allows students to repeat learning materials to facilitate independent learning. Likewise, the results of 
research Famela (2021), that the application of animated video media in learning is effective in students' writing 
skills of persuasive texts. The use of animated video media makes students interested in learning, from those 
who pay attention to videos and are active in the classroom then affect students' grades, so it has a good impact 
on increasing interest in learning, increasing learning outcomes from before and very helpful in distance 
learning that makes it easier to share material learning and can be used anytime when needed (Sunami & Aslam, 
2021; Kusumawati, 2022). The use of learning videos is effective in improving student learning outcomes, the 
use of animated video media is one of the right media to improve students' affective and cognitive learning 
outcomes (Ferry et al., 2019); this video tutorial learning media is effectively used to improve student learning 
outcomes (Sari, 2021; Linggarsari, 2021; Mashudi et al., 2021; Arimadona et al., 2022). 

The use of video tutorials is effectively used in vocational skills and teachers are expected to be able to use 
video tutorials in learning vocational skills (Wlanda & Armaini, 2021). The use of video media can improve 
learning activities and student learning outcomes (Taufikurachman et al., 2018; Febriani et al., 2022). Animated 
video media is very well used in learning and can build a mindset so that it can motivate students in learning 
(Rahayu et al., 2021; Capuno et al., 2019; Syaparuddin & Elihami, 2020). The use of animated video media also 
makes the learning process more enjoyable for students (Robi'atutsani, 2021). 

Furthermore, to encourage an effective and efficient learning process, learning media must function as a 
communication tool used to convey messages so that they can stimulate students' thoughts, feelings and 
abilities. The use of appropriate media can help students master the lecture material given. Especially now that 
the practical learning process takes place online. This requires every student to be able to learn more 
independently as a consequence of online learning. Maximum utilization of learning media can support students 
in achieving learning goals (Damopolii et al., 2019). Video learning is a medium used to stimulate the thoughts, 
feelings, and willingness of students to learn through displaying ideas or ideas, messages and information in an 
audio-visual way. With the audio-visual media, students can see firsthand the real actions of what is contained 
in the media, this can stimulate student learning motivation and increase student learning activities. Learning 
media is appropriate to be used as a study guide for students independently (Erni & Farihah, 2021; Permatasari 
et al., 2019). Audio-visual learning media can be used as an alternative for vocational teachers in carrying out 
learning during the COVID-19 pandemic (Suryana, 2021). There is a significant difference in the effect of using 
interactive videos in improving students' abilities (Rosmaya et al., 2019). Through the use of interactive 
learning videos, most students have an interest, where animated learning videos to help study at home 
(Prehanto et al., 2021). Interesting two-dimensional animated video learning media is used during the learning 
process (Agustien et al., 2018). Animated video media can replace the teacher's role in online learning, 
especially in explaining material (Rahmawati et al., 2021). Animated video media is declared feasible, effective, 
and practical to be used as learning media in schools, especially when online (Fisabilillah & Sakti, 2021). 

The practical benefits of learning media in the teaching and learning process are as follows: (1) Learning 
media can clarify the presentation of messages and information so that they can facilitate and improve learning 
processes and outcomes. (2) Learning media can increase and direct children's attention so that it can lead to 
learning motivation, more direct interaction between students and their environment, and the possibility of 
students learning independently according to their abilities and interests. (3) Learning media can overcome the 
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limitations of the senses, space and time. d. Learning media can provide students with a common experience 
about events in their environment, and allow direct interaction with teachers, the community, and the 
environment, for example through field trips (Karo-Karo & Rohani, 2018). 

In addition to using the right media in the learning process, the selection of learning models must also be 
considered. There are many learning methods, teachers are expected to be able to choose the right method 
according to the characteristics of the subject and also the characteristics of the students. So that by using the 
right learning model the learning process will run well, motivate students to learn and also improve learning 
outcomes. In this study, the PBM model was used in each study group. The experimental class uses the PBM 
model with the help of animated videos and the control class uses the PBM model with the help of power points. 
That using the PBM model is suitable for use in learning pattern-making at the Vocational School of Fashion. 
The PBM model is a problem-based learning model that describes a view of education in which the school is 
seen as a mirror of society and the classroom becomes a place of investigation of everyday life problems 
(Richaed, 2012). Nilson (2016), defines problem-based learning as learning that results from the process of 
working towards an understanding of solving a problem. The problem is first encountered in the learning 
process (Barrows & Tamblyn, 1980). PBM is an approach to structuring a curriculum that involves confronting 
students with problems from practices that provide a stimulus for learning (Boud & Feletti, 1997). 

Agree with the research results (Mahyuddin, 2022; Yusufa et al., 2020; Rahmawati et al., 2022) that using 
the PBM model can improve student learning outcomes. There is an average difference between student 
learning outcomes who are taught using a problem-based learning model with other learning models (Atika, 
2021). Students' understanding increases after using the PBL model in the learning process (Torres et al., 2022). 
The PBM approach provides students with cognitive benefits (Hmelo, 1998). In addition to improving learning 
outcomes, the PBM model also improves students' independent learning abilities, which master theoretical 
knowledge and improve practical abilities (Gao et al., 2022). The PBM model also affects student literacy 
(Septiana, 2022). PBM has a positive effect on the level of critical thinking, during the problem-solving process, 
students clarify problems and formulate hypotheses, and consider solutions, as well as investigations (Purba et 
al., 2020). 

The media-assisted PBM model influences students' critical thinking skills and collaboration skills 
(Anggriani et al., 2022); metacognitive (Sutarto et al., 2022). The influence of PBM activities supported by 
technology has a positive effect on self-efficacy (Hursen, 2019; Suo et al., 2022). The PBM model with animation 
media in the experimental class significantly affects student learning outcomes more than conventional learning 
(Tanjung, 2022). 

 
 

4   Conclusion 
 

Based on the results of the research and discussion of testing from the data obtained, it can be concluded that 
there are significant differences in the learning outcomes of fashion pattern-making in the experimental class 
using animated video media with problem-based learning settings with control class learning outcomes using 
PowerPoint media with problem-based learning settings. This is shown from the average value of the 
experimental group which is 22.33 which is greater than the average of the control group and can be seen from 
the t-counting that the value is 15.00. This hypothesis test is drawn based on the analysis of the t-value or the 
significance value (sig.) in the t-test table. t value with a significance of less than 0.05, then H0 is rejected and 
H1 is accepted. The value of t = 2.640 with a significance level of less than 0.05. So that there are differences in 
learning outcomes for making fashion patterns between groups of students who study using animated video 
media and PowerPoint media through problem-based learning settings. The learning outcomes of making 
fashion patterns for students who study with animated video media with PBM settings are better than the 
learning outcomes of students who use PowerPoint media with PBM settings. 
 
Suggestions 
 
Suggestions that can be submitted based on the research that has been done are as follows. (1) Principals should 
participate in introducing and providing encouragement for teachers to apply the guided PBM learning model 
assisted by animated videos that can be used in improving the quality of learning so that students become more 
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active, 2) For teachers, in carrying out pattern-making learning to obtain the quality of learning outcomes is 
good, it is recommended to use or apply the PBM learning model assisted by animated videos (3) For students 
should be able to follow the learning process using the PBM model assisted by animated videos properly and 
actively in every learning activity, (4) For other researchers who will conduct research with the video-assisted 
PBM learning model should be studied in different classes with other variables and different subjects. 
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