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Abstract. The purpose of this business development is to optimize the position
of state university of Malang as one of the existing education meccas in Indone-
sia, which can provide standardization and optimization of vocational education
and higher education, so that the direct impact of this goal is the commercializa-
tion of business in the field of specialization, namely education management and
becoming income-generating which exists as a supporter of the status of PTNBH
State University of Malang. The urgency of this business development in the long
term is to increase and develop the capabilities of prospective workers in order
to compete according to the needs in the industrial world, and also the need to
create a sustainable education environment that can be in accordance with the
needs of the times. The stages of business development are Ideating, Concepting,
Committing, Validating, Scaling, Establishing. The results of this study are in the
form of a website that is integrated with office practicum material as a learning
KIT and improving the quality of learning as a role to improve the competence of
prospective workers.
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1 Introduction

Learning in Indonesia at the upper middle to tertiary level adheres to a major system
in accordance with the interests and abilities of students [1]. In Indonesia there are
29,413 higher education study programs and majors at SMK, with 21% in the field of
education, statistics is also divided into 18% are sciences in engineering and 15% in
the fields of social sciences, the rest are in the fields of health, economics, agriculture,
mathematics, humanities, and arts [2]. Based on these data, more than 70% have their own
specialization in science and carry out various practicums in their learning activities [3].
However, this is inversely proportional to the quality of practicum learning in Indonesia,
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based on existing data, the quality of practicums and laboratories in Indonesia is still quite
lagging behind the development of its own industry [4], case examples in agricultural
learning that still use traditional learning practicum [5], the field of business management
that still uses case studies and learning that is not in accordance with the implementation
practicum in Industry [6], the field of engineering in the Informatics curriculum that
is not in accordance with the current needs of the industry [7]. If this problem is not
addressed immediately, there will be a mismatch of educational output with future needs,
which has a long-term impact on unemployment [8].

The impact of this is proven based on data from BPS, the unemployment rate of
VOCATIONAL SCHOOLS is the highest reaching 11.13% [2]. Another data released
by Willis Tower Watson, in Indonesia 8 out of 10 companies have difficulty finding
university graduates who match their capabilities, this is because university graduates
do not have the fit and suitable skills needed by the company [9]. The solution provided
at the high school level is in the form of media development from academics [10] which
still has many shortcomings, such as limited resources, and media that cannot develop
up to date with the rapid development of the times and the absence of standardization
of industrial development [11].

Based on this, researchers have carried out product development in the previous
year through KBK research on the researcher’s focus area on business and management
learning, especially in the Office Management department. The results of the research
were continued in the form of a business process of learning to user vocational schools
and were successfully carried out at the SMK and Higher Education levels commercially
which were already used by 300 users in East Java. Based on these problems, researchers
see opportunities for developing the education and technology business in the field of
learning practicum in SMK and Higher Education more broadly in various fields in
collaboration with experts in their fields.

The purpose of this business development is to optimize the position of State Univer-
sity of Malang as one of the existing educational meccas in Indonesia, which can provide
standardization and optimization of vocational education and higher education, so that
the direct impact of this goal is the commercialization of business in the field of special-
ization, namely education management and becoming an existing income-generating
as a support for the status of PTNBH State University of Malang. The urgency of this
business development in the long term is the improvement and development of the capa-
bilities of prospective workers [12] in order to compete according to the needs in the
industrial world [13], and also the need to create a sustainable education environment
that can suit the needs of the times [14].

2 Literature Review

2.1 Digital Practicam Development

The development of practicum and digital learning has been widely carried out in various
researches and various fields of education. Research in the field of mathematics and
natural sciences is carried out in the development of a digital practicum module based
on the nature of science with the results of research on the application of basic chemistry
practicum with excellent categories at the higher order thinking skills level [15]. The
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development of digital practicum in the field of engineering and education is research on
the development of digital modules of computer graphics practicum, with the results of
the development of digital textbooks based on digital practicum in the theme of graphic
techniques on digital imaging with the results of validation of expert assessments in the
media [16]. Research on the development of digital practicum in the field of physics,
one of which is the creation of a digital practicum of Free Fall motion with the results
of research 86% of students agreed that learning is more interesting [17].

2.2 Industrial Learning in Schools

Research on school learning carried out and developed industry-based has been carried
out a lot, preliminary research has been carried out on changes made by educational
institutions in responding to the challenges of industry 4.0 with the results of research
on the development of very high soft skills skills, global thinking, media and information
literacy is very important and the development of STEM curricula and refers to ICT-
based learning, big data, and entrepreneurship [21]. Industrial learning today is closely
related to the technology developed, research on mobile learning teaching materials in
technology learning in facing industrial challenges is carried out with technology-based
learning outcomes that are able to improve student learning achievement in Indonesian
subjects that are adapted to industrial practice [22].

Other industrial learning development research is the development of jobsheets based
on industrial practices in the field of engineering with the results of research on the high
validity of work practices carried out and the increase in value and media that have high
effectiveness in accordance with the industrial world [23]. There are a lot of industry-
based learning developments that have been carried out in various fields of education, but
the focus of learning is only to improve technical skills from the use of learning media
[24], not yet focusing on practicums that are directly related to industry that are needed
in future learning development [25]. The current need is the development of learning
media that can adapt to the needs of the industry in the field, not only changes in terms
of technology in media but also in the fundamentals of existing learning.

2.3 Edutech Startup Development in the Field of Practicum

Educational business development focuses on 3 main things in the field of education,
namely cognitive, affective, and psychomotor [26]. In practicum education based on
the psychomotor abilities of users, there are many businesses that have been developed,
such as the Institution owned by Sertifik asiku [27], which is an institution that provides
paid training with the target of people who will carry out official professional certifi-
cation programs from BNSP, from various fields ranging from engineering, social, to
professional at an advanced level. Another institution in the development of personal
skill-based education is the Skill Academy from Ruangguru [28] which is the business
development of the parent Ruangguru, the Skill Academy focuses on developing skills
in general and can be chosen by users in developing skills according to interests and
abilities, this institution is trusted by the government in managing Pre-Employment Card
training on an ongoing basis [29].
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Other business developments that have been carried out are in institutions such
as Hacktiv, Purwadhika, Dibimbing, and Dicoding, all of these institutions focus on
developing soft-skills and hard-skills in the field of programming with industry-based
curricula such as Google, Tokopedia, and Gojek [30]. The development of skills and
skills by adjusting to the current industrial era 4.0 is certainly very good and indeed
in accordance with the needs, but there are many obstacles in reaching the training,
especially in the lower middle segment which cannot reach these costs. In addition, the
existing skills are still in the focus of the scope of technology and some social skills.

2.4 Previous Research by Researchers

Researchers have conducted research on the development of digital practicum learning
media, the author’s research includes the development of cloud learning in office admin-
istration practicum learning during the pandemic to support industrial world output [31],
and similar research on the development of cloud learning-based integrated components
in smk practicum learning that are successfully applied and increase industrial-scale
understanding in students [32], The results of this study were successfully commer-
cialized by the development team in the Even Semester 2 school year in 2021-2022 in
several schools and colleges with more than 300 users.

Another research that has been carried out is the development of a website-based
practicum on business learning and management with the results of research on the
management of digital business correspondence can improve learning outcomes and
increase the effectiveness of the learning process [33]. Another previous research is to
develop a digital model practicum in the supply management learning process, with
the results of research digital practicum modules can improve learning outcomes and be
able to help the learning process become more effective [34]. Based on previous research
conducted by researchers, it shows the development needs and business opportunities
that exist in the field of improving the quality of vocational and vocational education
through increasing standardization in direct cooperation with educational institutions
and the government.

3 Method

3.1 Business Implementation Methods

In the business development process carried out by developers using the startup devel-
opment phases system [35], the stages of business development that will be used are in
Fig. 1.

The startup development phases consist of 6 main stages, which will be explained
as follows:

A. Ideating, at this stage the process of identifying market needs and identifying existing
solutions and product market fit in the early stages is carried out to find process needs
market analysts that can be used in the formulation of business ideas and at this stage
is expected to produce an operational design seminar that will be used in business
planning, this stage is carried out in the first month of program implementation [35].
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Startup Development Phases

Fig. 1. Startup development phases

Concepting, at this stage the product will be updated in accordance with market
conditions and the existing product will be developed and can produce an initial
stage MVP product that will be carried out by a market fit product [35] and from
these results a marketing strategy planning process will be carried out. The mar-
keting strategy used consists of 3 large stages starting from explore consisting of
segmenting, targeting, and positioning, with the second stage being engage by uti-
lizing sales actions, marketing mix, and product and market differentiation [37]. In
the third stage of the marketing strategy used, namely the execute stage where at
this stage the optimization of brand, service, and process [38], this stage is carried
out in the first month of program implementation [39].

Committing, is the third stage in the development of business implementation, the
formation of a professional team commitment will be carried out, and at this stage
the product will be prepared to be able to scale up the product, this stage is expected
to produce a marketing team, publication team, sustainable business partnerships,
social media, and exhibitions in preparation for promotion and further market val-
idation of the product [39]. At this stage, the development of the digital marketing
team. In the formation of a digital-based marketing team, the team consists of sev-
eral divisions such as content marketing managers, inbound marketing managers,
search engine marketers, SEO Specialists, and social media managers [40]. It is
hoped that the formation of this marketing team can help prepare for product scale
up at various stages next.

In the fourth stage, namely validating, this stage is a stage of business develop-
ment that has increased, with production carried out on the scale of market demand,
validation of final-stage market fit products, and early stage commercialization car-
ried out, with the hope of producing massive production outputs, validation of final
stage market fit products, product sales, and feasibility study documents can be pro-
duced and digital product certified standardized from product certification bodies
international [41] can be carried out in the 3—6 months of program implementation.
Scaling, at this stage is the stage after large-scale and fast business growth has been
carried out, at this stage a small-scale market size marketing process is carried out,
and product updates according to user inputs are carried out, at this stage further
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production is carried out according to the market [42], marketing expansion, and
product promotional videos will be carried out at this stage which will be carried
out in months 6-8.

F. Establishing, at this stage the expansion of the market will be carried out and target
the target of getting pre-seed funding investment to seed funding, at this stage an
evaluation of business development with a business incubator [43] is carried out and
article publication and final report are also carried out.

3.2 Data Collector Instruments

The data collection instrument is taken from an assessment questionnaire by material
experts and media experts. Referring to the Likert Scale, there is a score range of 1-5
for assessment at the time of the validation stage.

Score 5, if the learning medium is very appropriate, very appropriate, and very easy.
Score 4, if the learning media is appropriate, appropriate, and easy.

Score 3, if the learning media is not right, not suitable, and not easy.

Score 2, if the learning media is inappropriate, inappropriate, and not easy.

Score 1, if the learning media is very inappropriate, very inappropriate, and very not
easy.

oo oe

4 Results and Discussion

The following are findings and discussions that comprehensively cover the essence
of the current study in response to two research problems, namely (1) increasing and
developing the capabilities of prospective workers in order to compete with the needs of
the industrial world and (2) creating a sustainable education environment that can suit
the needs of the times.

4.1 Result

4.1.1 Integrated Office Practicuam Website

Based on the development of integrated office practicum website carried out to solve
problems in this study, the following is the appearance of the developed website.

A. Homepage

The homepage display of modern vocational learning development products can be
accessed through the website that has been developed (Fig. 2).

B. Content Learning Menu

Learning content menu display that presents several areas, namely, accounting, devel-
opment economics, and introduction to management. The field of learning presented in



Development of Edutech Startup Learning Kit 197

Pembelajaran
Kejuruan Modern!
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Pembelajaran
Terpadu
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Fig. 2. Homepage display

Dapatkan langsung Bigital Transformation
Vocational Platform Kamu

B Lar's Chotl

Fig. 3. Conten learning menu

the scope of business and management is in accordance with the upgraded SMK cur-
riculum. The types of learning content in it such as digital books, learning videos, and
e-assessments are in the form of case studies that can be completed to support learning
outcomes (Fig. 3).

C. About the Product

Integrated learning description display along with the range of research subjects in
various regions in Indonesia and the range of numbers regarding website visitors, expert
teachers, and others (Fig. 4).
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Table 1. Expert validation result recapitulation table
No. Indicators Media Expert Material Expert
Total Score Total Score
1 Ease 19 -
2 Serving 38 -
3. Uses - 24
4 Presentation of Material - 24
Sum (Xx) 57 48
Percentage (Xx/Xi x 100%) 95% 96 %
Information Very Valid/ Very Very Valid/ Very Worthy
Worthy

4.2 Expert Validation

The presentation of the table of validation results by material experts and media experts
is presented in the form of a recapitulation Table 1.

Based on the validation results of media experts, the percentage of feasibility and
validity of 95% is very feasible to be used in improving the quality of office management
learning. Likewise, for the validation results from material experts of 96% it is very
feasible.
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4.3 Comparison of Similar Research Results and Research Follow-Up

The results of the research by [16] are known to be very helpful for students’ under-
standing of practical material. Supported by the theory that the alignment of learning at
the level of practice adjusted to the curriculum construct is the first focus of completing
‘homework in the field of education. Curriculum Policy should elaborate learners’ abili-
ties on pedagogic dimensions, life skills, the ability to live together (collaboration), and
critical and creative thinking. Promoting ‘soft skills’ and ‘transverse skills’, life skills,
and skills that are not visibly related to a particular field of work and academia. However,
it is of widespread benefit to many job situations such as critical and innovative thinking
skills, interpersonal skills, globally-minded citizens, and existing media and information
literacy.

In accordance with the objectives of this development research, that the environ-
ment of sustainable education in accordance with the times is preceded by curriculum
improvement. The curriculum must refer to learning in information technology, the inter-
net of things, big data and computerization, as well as entrepreneurship and internships.
This needs to be a mandatory curriculum to produce skilled graduates in aspects of data
literacy, technological literacy and human literacy [21].

Indicators of the capabilities or abilities of prospective workers are seen from various
aspects, namely: 1) communication, 2) hard skills, 3) soft skills, and 4) leadership. These
aspects are obtained from school education, especially if SMK then more aspects will
be used for direct practice. Effective learning that can be used to achieve the goal of
capability development is learning by using media that is integrated with industry needs
according to the times.

The success of this research discovery is followed up in the next research process
plan, namely the implementation process, system upgrade and marketing of massive
dissemination of research products. In accordance with the limitations of this study
which focuses on certain subjects in SMK.

5 Conclusion

Research on the development of the edutech startup learning kit industry lab can produce
learning practicum website products that are integrated into integrated vocational learn-
ing based on the stages used starting from ideating, concepting, committing, validating,
scaling, and establishing. With the results of media and material validation carried out,
it is suitable for use on product targets, namely vocational schools and higher education.

The process of implementing commercialization activities in a small scope is carried
out in the scaling stage, where at this stage a small-scale market size marketing process
is carried out, and product updates are carried out according to user input, at this stage
further production is carried out according to the market [42], marketing expansion, and
video promotion product. The product promotional videos are published on mass media
such as You-Tube and TikTok.

The content in the promotional video includes an introduction to product develop-
ment to the distribution of several book products that have been marketed. This marketing
has gone through several stages both aimed at the SMK and tertiary segments according
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to the field being developed. In accordance with the purpose of this research as support-
ing the status of PTNBH State University of Malang, it has generated income-generating
from the research products that have been developed.

Suggestions for further research are to carry out marketing implementation on a
larger scale stage that leads to investor funding. In addition, the focus of the topic areas
developed for the product is also further expanded in several areas of vocational schools
and higher education.
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