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ABSTRACT 

In the era of the industrial revolution 4.0, digitalization is developing rapidly. It impacts industries in the field of make-

up and fashion models. The emergence of various information technology devices in the form of software applications 

causes beauty study program students in tertiary institutions to be required to have skills in using them. Application 

software can make it easier to make digital-based make-up design products and fashion models. Therefore, by 

implementing the Project Based Learning (PjBL) Learning Model and CLO 3D application software, students can have 

the skills to make these products. This study uses a qualitative experimental research method by explaining how the 

experimental process implements the learning model and uses the application in a sample. The study results by applying 

the PjBL learning model for beauty students can make three types of digital-based make-up and clothing models. The 

level of effectiveness in using the CLO 3D application software is 77%. 

Keywords: PjBL Learning Model, Facial Make-up, Fashion Model, 3D CLO Application.

1. INTRODUCTION 

The era of the industrial revolution 4.0 has impacted 

the digitalization process, which is developing rapidly. 

So, it has an impact on industrial activities, especially in 

the field of digital-based make-up and fashion models. 

Indonesia has tremendous and dynamic potential in both 

fields [1] [2]. The development of Information 

Technology (IT) in software and hardware is a supporting 

factor in making digital-based make-up products and 

fashion models. Conditions in the garment and textile 

industry already use software and hardware-based 

machine tools [3]. All industrial activities are based on 

automation and digitalization, so it is essential to have 

skills in using IT tools. 

Various application software can make digital-based 

make-up products and fashion models. The Marvelous 

Designer 5 application software can effectively simplify 

designing three-dimensional clothes [4]. Three-

dimensional hexagon application software can also be 

used as a medium in making shirt designs [5]. In addition, 

there is CLO 3 software which can also make digital-

based make-up products and fashion models. Its 

manufacture has been used extensively in industrial 

environments [6]. 

The impact of IT developments in make-up and 

digital fashion models gave rise to Virtual Reality (VR). 

VR is useful as a learning medium for understanding the 

concept of three-dimensional make-up and fashion 

models [7]. The use of VR technology can also explore 

skills in aspects of creativity and innovation in making 

digital-based design products [8]. So skills in making VR 

products in make-up and fashion models are needed now. 

Creativity and innovation skills are supporting factors 

in designing make-up and fashion models in educational 

settings [9]. Creativity and innovation are the ability to 
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create a new product based on an idea obtained. Besides 

these factors, digital skills are also a supporting factor in 

making products using IT tools [10]. Therefore, digital 

skills are also needed in making make-up products and 

fashion models. 

Based on this description, skills such as: (1) 

creativity; (2) innovation; and (3) digital must be owned 

by beauty students. The development of IT has become a 

demand and necessity for beauty students to have these 

skills through learning activities on campus. Training 

skills in learning required a learning model as support. 

The PjBL learning model can provide student learning 

experiences in producing work through solving work 

problems, organizing work, applying technology, and 

managing work time [11]. 

The PjBL learning model can increase student 

learning activity and productive competence to get real 

learning experiences according to problems and needs 

[12]. The PjBL learning model can positively affect 

knowledge aspects for project design and production 

topics [13]. The PjBL model can help improve teamwork 

skills, responsibilities, understand the conditions of 

group members, communicate ideas, and manage time 

[14]. Therefore, this study will discuss the results of 

implementing the PjBL learning model for beauty 

students in designing digital-based make-up and fashion 

models using the CLO 3D application software. 

2. RESEARCH METHOD 

The type of research used is qualitative research with 

data collection techniques using observation during 

lecture process activities in making digital-based make-

up products and fashion models [15]. In addition, data 

collection is also carried out by analyzing the final results 

of the lecture process in the form of products made for 

each student [16]. The research method used is the 

experimental method. According to [17], by means of 

experiments, the researcher deliberately raises the 

emergence of an event or situation, then examines the 

consequences. An experiment is a way to look for a 

causal relationship between two factors deliberately 

generated by researchers by eliminating, reducing, or 

setting aside other disturbing factors. In the experimental 

research activities, researchers tested using the CLO 3D 

application software as a medium for making digital-

based make-up products and fashion models. 

The research was conducted at the Cosmetology 

Study Program, Faculty of Engineering, Universitas 

Negeri Semarang. The choice of this location is because 

researchers can carry out experimental research with the 

maximum in terms of the supply of equipment such as 

computer equipment that has the qualifications to be able 

to be installed by the CLO 3D application software and 

in sufficient quantity. The subjects in this study were 

make-up products and fashion models using the CLO 3D 

application software. Meanwhile, the object of this study 

were students of the Beauty Study Program, Faculty of 

Engineering, Universitas Negeri Semarang, with a total 

of fifty-five. 

3. RESULTS AND DISCUSSION 

3.1 Results 

The results of this study are from experiments on 

applying the PjBL learning model to make digital-based 

make-up and fashion products using the CLO 3D 

application software. The stages of the lecture process in 

the experimental class included: 

(1) Preparing Project Assignments 

In this part of the phase, the lecturer makes a project 

assignment kit for making digital-based make-up 

products and fashion models using the CLO 3D 

application software. In the assignment device, there is a 

project work procedure that each student must do. 

Students use this device as a guide in working on projects 

the lecturer has determined. 

(2) Make a Project Planning Design 

At this stage, the lecturer determines the design in 

planning the project. Project planning design helps 

determine how the technique is used in completing 

projects to make digital-based make-up products and 

fashion models using the CLO 3D application software 

carried out by students. 

(3) Compile the Project Work Implementation Schedule 

In this part of the stage, the lecturer makes a project work 

schedule according to the assignment given. In making 

the lecturer's schedule, consider aspects of the average 

student's ability to work on a project to make digital-

based make-up products and fashion models using the 

CLO 3D application software. 

(4) Monitoring Project Activities and Development 

In this part of the stage, the lecturer conducts observation 

monitoring activities on students regarding the results of 

developments in the manufacture of digital-based make-

up products and fashion models using the CLO 3D 

application software. During the lecture, monitoring 

activities are carried out in working on projects according 

to predetermined schedules and procedures. 

(5) Make Project Activity Reporting Results 

In this part of the stage, each student will present the final 

results of working on a digital-based make-up and 

fashion product project using the CLO 3D application 

software. Students explain the process of making it from 

the first to the last. Furthermore, the lecturer will give 
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some questions to assess student understanding in 

completing the project. 

The results of implementing the PjBL learning model 

allowed each student to complete three digital-based 

make-up and fashion modeling products using the CLO 

3D application software. The product form is as follows: 

 

Figure 1 First Product Model of Digital-Based Make-up 

and Clothing Models 

 

Figure 2 Second Product Model of Digital-Based 

Make-up and Clothing Models 

 

Figure 3 Third Product Model of Digital-Based Make-

up and Clothing Models 

Based on the results of three digital-based make-up 

and fashion models, all 55 students of the Cosmetology 

Education Study Program, Faculty of Engineering, 

Semarang State University, can create using the CLO 3D 

application software on their laptops/computers. 

However, the assessment results vary according to the 

assessment indicators in Table 1. 

Table 1. Results of Assessment of Digital-Based Make-

up and Clothing Model Products 

Types of 

Product 

Assessment Category  

Very 

Good 

Good Above 

Average 

Average 

First 25 10 5 15 

Second 18 15 2 20 

Third 27 20 5 3 

Based on Table 1, it can be analyzed the three digital-

based make-up products and clothing models. On 

average, all students can work on and complete projects 

in very good and good categories. Based on the level of 

effectiveness test, it was stated that the effectiveness of 

using the CLO 3D application software in learning using 

the PjBL learning model in making digital-based make-

up products and fashion models was 81.09%. The 

statement is based on the following calculations: 

𝑃𝐾 (𝑥) =  
𝑁𝑢𝑚𝑏𝑒𝑟 𝑜𝑓 𝐶𝑜𝑚𝑝𝑙𝑒𝑡𝑒𝑑 𝑠𝑡𝑢𝑑𝑒𝑛𝑡𝑠

𝑁𝑢𝑚𝑏𝑒𝑟 𝑜𝑓 𝑆𝑡𝑢𝑑𝑒𝑛𝑡𝑠
𝑋 100% 

𝑃𝐾(𝑝𝑟𝑜𝑑𝑢𝑐𝑡 𝑜𝑛𝑒 ) =  
40

55
𝑋 100% = 72,73 %  

𝑃𝐾(𝑝𝑟𝑜𝑑𝑢𝑐𝑡 𝑡𝑤𝑜) =  
35

55
𝑋 100% = 63,63 %  

𝑃𝐾(𝑝𝑟𝑜𝑑𝑢𝑐𝑡 𝑡ℎ𝑟𝑒𝑒) =  
52

55
𝑋 100% = 94,54 %  

𝑃𝐾(𝑎𝑣𝑒𝑟𝑎𝑔𝑒) =  
72,73 + 63,63 + 94,54

3
= 77 % 

3.2 Discussion 

Implementing the PjBL learning model influences the 

manufacture of digital-based make-up products and 

fashion models. Students can make products based on 

work steps according to the PjBL model learning syntax. 

Practicum learning activities will be successful using the 

PjBL learning model [18]. The implementation of the 

practicum-integrated PjBL model has a positive 

influence on learning outcomes [19]. Implementing the 

PjBL learning model also positively affects cognitive and 

psychomotor learning outcomes [20] [21]. In addition, 

the PjBL learning model also positively impacts student 

independence in working on a project [22]. The PjBL 

learning model is effectively applied to practicum 

courses to increase motivation and interest in learning 

and make it easier to understand the material [23]. 
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Based on table 1 it can be explained that the average 

student of the Cosmetology Education Study Program, 

Faculty of Engineering, Universitas Negeri Semarang 

can make make-up products and digital-based fashion 

models using the CLO 3D application software. Some 

students are familiar with the application, so they can 

easily make digital-based make-up products and fashion 

models. However, students who are new to or using the 

CLO 3D application software experience difficulties 

making products because they have to learn the basic 

menus in the application software first. 

The use of CLO 3D application software can assist 

students in designing and designing digital-based make-

up products and fashion models [24]. The CLO 3D 

application software is appropriate for use as a learning 

medium in making three-dimensional based fashion 

model designs [25]. CLO 3D is a design application 

software that can produce realistic 3D avatars/models 

from 2D clothing patterns [26]. 

The existence of modules/job sheets that lecturers 

have provided makes it easier for students to understand 

the procedures for working on digital-based make-up 

products and fashion model projects. In addition, the 

module/job sheet provides basic materials for using the 

CLO 3D application software. The effectiveness level of 

using the CLO 3D application software is based on an 

average effectiveness of 77%. It means the CLO 3D 

application software is quite effective in assisting 

students in making digital-based make-up products and 

fashion models. 

The use of job sheets in practicum courses has a 

significant effect on student learning outcomes [27]. Job 

sheets can help students understand practicum 

instructions that lecturers have planned. Students can also 

use job sheets as a guide in completing practicum 

assignments. Job sheets are very appropriate to be used 

in practicum-based courses [28]. The use of job sheets 

also supports the implementation of project-based 

learning models [29]. Therefore, job sheets can help 

students to make a product/project [30]. 

4.CONCLUSION 

Implementing the PjBL learning model influences the 

manufacture of digital-based make-up products and 

fashion models. Students can make these products based 

on work steps according to the PjBL model learning 

syntax. The CLO 3D application software can assist 

students in making these products with an average 

effectiveness of 77%. It means the CLO 3D application 

software is quite effective in assisting students in making 

digital-based make-up products and fashion models. 
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