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ABSTRACT 

This study aims to evaluate the application of Motorcycle Technology Instructional Media. The evaluation focuses on 

three aspects, namely (1) content aspect, (2) display aspect, and (3) programming aspect. Respondents in this study were 

students of Mechanical Engineering education department, FT UNG who had used Motorcycle Technology Instructional 

Media as many as 33 students. Data were obtained using a questionnaire and analyzed using descriptive statistics. Based 

on the results of data processing using descriptive statistics and categorization, it can be concluded that the content 

aspect, display aspect, and programming aspect have a good category. In addition, in detail the 3 aspects are translated 

into 15 indicators. Based on the results of descriptive statistics, there are 14 indicators with good scores, and 1 indicator 

with very good scores. 
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1. INTRODUCTION 

According to the Law of the Republic of Indonesia 

Number 20 of 2003 concerning the National Education 

System, learning is a process of interaction between 

students and educators as well as learning resources in 

a learning environment. This learning process aims to 

achieve predetermined learning objectives. These goals 

are the minimum competencies that must be mastered 

by students after completing the learning process. To 

make the learning process more effective, it needs to be 

supported by good learning media. According to 

Rayandra Asyhar [1], good learning media is learning 

media that functions as an instrument to help educators 

convey material to students, so that learning becomes 

effective and efficient. This will have a positive effect 

on increasing learning motivation [2]so that it will have 

an impact on improving student learning outcomes[3] 

Good learning media is an important tool in creating 

an effective and meaningful learning experience. In the 

era of increasingly advanced information and 

communication technology, the use of instructional 

media has become increasingly relevant in the 

educational context. 

Currently, the modern education community has 

utilized technology-based learning media. Reyna [4] 

identified the 3 types of media that are commonly used, 

namely electronic learning (e-learning), mobile 

learning (m-learning), and digital learning (d-learning). 

According to him, students will easily obtain teaching 

materials provided by educators, but in this case 

students and education require technological 

knowledge and skills to maximize the utilization of e-

learning, m-learning, and d-learning so that their use is 

correct and does not overlap. so that the results are 

maximized. 

Motorcycle Technology Instructional Media is a 

type of d-learning media that displays images and 

animations of motorcycle technology. d-learning is 

currently considered as an educational medium capable 

of transforming the learning process and continues to 

spread widely and gain popularity day by day in the 

digital world [5]. 

Several studies related to the positive impact of 

using instructional media on learning include those by 

Agusti, Herayanti, Sampoerna, Suliastiningsih and 

Suratman [6]–[10]. These impacts can be in the form of 

increasing learning motivation, increasing learning 

outcomes and so on. 
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To develop quality learning media, systematic 

stages are needed. Through the development approach 

adapted from Richey & Klein, [11] there are three 

stages that are analytical from start to finish which 

include planning, production, and evaluation. The 

evaluation stage is a very important stage which can be 

used as a basis for assessing the quality of the media as 

well as the basis for developing further learning media. 

The purpose of evaluating instructional media is to 

select instructional media to be used in class, to see 

procedures for using media, to check whether the 

objectives for using the media have been achieved, to 

assess the teacher's ability to use media, to provide 

information for administrative purposes and to improve 

the media itself [12]. 

According to Warsita, [13] the evaluation stage is 

carried out to ensure that the learning media developed 

are guaranteed to be of good quality and can fulfill their 

functions to achieve learning objectives. Evaluation of 

learning media is a process of assessing learning media 

based on criteria. There are three main criteria for 

evaluating instructional media, namely: (1) quality of 

content and goals, (2) instructional quality, and (3) 

technical quality. 

Media evaluation according to the Directorate 

General of Elementary and Secondary Education 

(1988/1989) [14] states that media evaluation has the 

following objectives: 

1. Provide guidelines to government agencies in 

providing quality educational media. 

2. Provide guidance to teachers in making quality 

educational media 

3. Provide guidelines to producers in producing 

quality educational media. 

4. Protect schools from the use of educational media 

that cannot be accounted for from an educational 

technical perspective. 
Evaluation of educational media can be grouped 

into two types, namely formative evaluation and 

summative evaluation. Formative evaluation is a 

process intended to collect data on the effectiveness and 

efficiency of media to achieve stated goals. The data is 

intended to improve and perfect the media in question 

to make it more effective and efficient. 

2. METHODS 

Evaluation of Motorcycle Technology learning 

media uses a survey approach. The data were obtained 

from 33 students of the FT UNG mechanical 

engineering education department as users of 

Motorcycle Technology learning media. 

Data collection was carried out using a 

questionnaire using a Likert scale and consisting of 3 

aspects, namely (1) material/content aspects, (2) 

display aspects, and (3) programming aspects [15]. The 

collected data is processed using descriptive statistics 

consisting of mean, mode, mode, and standard 

deviation. Furthermore, the results of descriptive 

statistics are divided into 3 categories with the 

following conditions [16]: 

Table 1. Categories 

Categories rates 

very good X ≥ Mi + 1SDi 

good Mi – 1SDi ≤ X < Mi + SDi 

Not great X < Mi - 1 SDi 

3. DISCUSSION RESULTS 

Evaluation of the Motorcycle Technology learning 

media is carried out in 3 aspects as follows: 

3.1. Content Aspect 

The material/content aspect consists of 3 indicators 

namely (1) clarity of material, (2) language quality, (3) 

display quality. Material/content aspects are evaluated 

to measure the extent to which the superiority/quality of 

learning media is in conveying the message of the 

material presented. The description of the data obtained 

on the material/content aspect is as follows: 

Table 2. Descriptive Statistics of Content Aspect 

Descriptive Statistics 

Means 44.42 

Standard Error 0.80 

Median 45.00 

Mode 48.00 

Standard Deviations 4.57 

Sample Variance 20.88 

kurtosis 0.00 

Skewness -0.80 

Range 17.00 

Minimum 33.00 

Maximum 50.00 

sum 1466.00 

Count 33.00 

Confidence Level (95.0%) 1.62 

Based on the data above, it can be categorized as 

follows: 

Table 3. Category of Content Aspect 

Categories rates 

very good X ≥ 48.99337 

good 39.85512≤ X < 48.99337 

Not great X < 39.85512 

 

The mean value of the material/content aspect 

descriptive data collected is 44.42 which is included in 

the good category, which is between 39.85512 and 

48.99337. Thus the material/content aspect is in the 

good category 
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3.2.  Display Aspects 

The display aspect consists of 8 indicators namely (1) 

Text Readability, (2) Image Quality, (3) Color 

compatibility, (4) Audio Quality, (5) Layout, (6) 

Animation, (7) Animation the workings of the 

components and systems that exist on the motorcycle 

(8) transition. The display aspect is evaluated to 

measure the extent to which the superiority/quality of 

the appearance of learning media makes it easy and 

attractive for users. The description of the data obtained 

on the display aspect is as follows: 

Table 4. Descriptive Statistics of Display Aspect. 

Descriptive Statistics 

Means 96.06 

Standard Error 2.20 

Median 99.00 

Mode 110.00 

Standard Deviations 12.62 

Sample Variances 159.31 

kurtosis -0.19 

Skewness -0.77 

Range 44.00 

Minimum 66.00 

Maximum 110.00 

sum 3170.00 

Count 33.00 

Confidence Level (95.0%) 4.48 

Based on these data table 4, it can be categorized as 

follows: 

Table 5. Category of Display Aspect. 

Categories rates 

very good X ≥ 108.6823616 

good 83.43885055 ≤ X < 108.6823616 

Not great X < 83.43885055 

The mean value in the display aspect descriptive 

data collected is 96.06 which is included in the good 

category, which is between 83.43885055 and 

108.6823616. Thus the display aspect is in the good 

category 

3.3 Programming Aspects 

The programming aspect consists of 4 indicators 

namely (1) Programming, (2) Interaction, (3) 

Navigation, (4) Efficiency. The programming aspect is 

evaluated to measure the extent to which the 

excellence/quality of learning media is in terms of ease 

of use, and efficiency in conveying the message of the 

material presented. The description of the data obtained 

on the programming aspect is as follows: 

Table 6. Descriptive Statistics of Programming Aspect 

Descriptive Statistics 

Means 80.76 

Standard Error 1.72 

Median 81.00 

Mode 90.00 

Standard Deviations 9.89 

Sample Variances 97.88 

kurtosis 3.44 

Skewness -1.24 

Range 51.00 

Minimum 46.00 

Maximum 97.00 

sum 2665.00 

Count 33.00 

Confidence Level (95.0%) 3.51 

Based on the data above, it can be categorized as 

follows: 

Table 7. Category of Programming Aspect 

Categories rates 

very good X ≥ 90.65085 

good 70.8643 ≤ X < 90.65085 

Not great X < 70.8643 

The mean value of the descriptive programming 

aspect data collected is 80.76 which is included in the 

good category, which is between 70.8643 and 90.65085. 

Thus the programming aspect is in the good category. 

Overall, there are 15 indicators that are measured 

and compiled in 3 aspects. Descriptive statistics and 

categorization results can be seen in table 8. Based on 

table 8, it can be argued that there are 14 indicators that 

fall into the good category, namely (1) Clarity of 

Material, (2) Language Quality, (3) Visual Quality, (4) 

Text Readability , (5) Color compatibility, (6) Audio 

Quality, (7) Layout (lay out), (8) Animation, (9) 

Animation of how components and systems work on 

motorbikes, (10) Transitions, (11 ) Programming, (12) 

Interaction, (13) Navigas, (14) Efficiency. There is 1 

indicator that is in a very good category, namely the 

image quality indicator. 

4. CONCLUSION 

Based on the results and discussion, it can be 

concluded that the Instructional media for Motorcycle 

Technology is a learning medium that is suitable for 

use. This can be seen from the results of measurements 

on the content aspect, display aspect, and programming 

aspect yielding good grades. In addition, in detail the 3 

aspects which are translated into 15 indicators based on 

the results of descriptive statistics, there are 14 

indicators with good scores, and 1 indicator with very 

good scores. 
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Open Access This chapter is licensed under the terms of the Creative Commons Attribution-NonCommercial 4.0 International License
(http://creativecommons.org/licenses/by-nc/4.0/), which permits any noncommercial use, sharing, adaptation, distribution and
reproduction in any medium or format, as long as you give appropriate credit to the original author(s) and the source, provide a link to
the Creative Commons license and indicate if changes were made.
        The images or other third party material in this chapter are included in the chapter's Creative Commons license, unless indicated
otherwise in a credit line to the material. If material is not included in the chapter's Creative Commons license and your intended use is
not permitted by statutory regulation or exceeds the permitted use, you will need to obtain permission directly from the copyright
holder.
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