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Abstract 
 

The application of blended learning at vocational high schools is one of the solutions to increase interest in learning to students. The 

preparation of software is easily accessible on gadgets, thus the delivery of material can be done online. Tasks and practices may be 

applied in class according to teacher's instruction. By data in the form of the amount of gadgets used by students reaching 100 percent, 

the delivery of material by video, voice recordings to learning materials can be received easily. The task and practice plan project is 

delivered at the beginning of lesson with targets determined in accordance with the applicable curriculum. By applying the blended 

learning method by utilizing gadgets, it can be one alternative for developing and increasing interest in learning to students. 
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1. Introduction 

For the last on decade, internet usage and internet-based gadgets 

are very common among students [1]. This process indirectly 

contributes to the development of children both in social life and 

education [2-10] . 

The use of mobile phones as one of the suggestions for learning to 

improve learning achievement has been developed by Rahmah 

[11]. In her study, increasingly sophisticated mobile technology 

can influence student’s behavior on education. However, the 

development of mobile technology can be used as a means of 

developing educational technology [12-17]. Zang et al. [18] stated 

teaching in conventional ways becomes increasingly unpopular in 

the 21st century. It will develop into mobile learning that can be 

easily accessed by students. 

Chia et. al [12] stated virtual learning developed is able to 

collaborate some activities both research and discussion from 

several teams among countries at one time. Thus, the utilization of 

virtual learning gives a positive aspect to cognitive aspect of 

students. However, crucial factors in education and the tools 

needed must be in accordance with the learning objectives of 

using mobile learning [19]. This is in line with the research 

conducted by Dessy Harisanti and Esty Putri Anugrah [20], where 

a manual learning model by reading in the library from textbooks 

has decreased in interested persons. From the facts found, library 

is even used as discussion or other purposes. This is different from 

the assumption that library is used to borrow books or read 

popular things. 

In Indonesia, the last few years have developed more vocational 

education compared to general types of education, this is in line 

with the government program that graduates from vocational 

education can be projected as graduates who are ready to work. 

The characteristics of vocational education at the middle level 

shows giving practice has a larger portion compared to theory. 

This applies to all existing lessons. This is in accordance with the 

analysis made by Suryo Hanrtano and Ratih Fordina [...] in 

researching the needs of high vocational education on chemistry 

subject. In their research, the chemistry curriculum for high 

vocational education has similarity compared to higher education 

(university) in general. Thus, with the demand that every graduate 

from vocational education is able to work and has a scientific 

foundation, the addition of practice portion must be enlarged 

compared to theoretical proportion, making certain difficulties for 

vocational education providers. 

According to Moodie [21], vocational education generally aims at: 

(1) creating productivity for graduates independently. This can be 

assumed to be able to create jobs independently, (2) self-

preparation to meet carrier demands in accordance with the field 

studied, (3) being able to develop and use technology in each 

vocational education graduate, (4) forming graduates' 

competencies in accordance with the needs of workforce and 

being able to compete with industry needs. 

From some of the above researches, the burden of vocational 

education both at junior and high levels of learning has become 

increasingly complex. Based on the fact that the use of gadgets is 

increasing and in accordance with the topic of computer subjects 

that interact more with technology, in this research the author 

provides an alternative using mobile phone to apply a learning 

model for blended learning on computer subject at vocational high 

school in Bengkulu. 

2. Method 

One of the criteria for success in the teaching and learning process 

is that it can be well-received and applied by students. In addition, 

the assessment result of the test provided also increases along with 

the increase in the knowledge of the student. Some methods have 

been implemented to increase students’ interest and learning 
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achievement in students, among others applying blended learning. 

However, this method must be supported by appropriate resources. 

The requirements for learning process using blended learning 

include 

1. supporting facilities, interactive room, internet, software 

(website) 

2. learning concept adapted to the blended learning method 

3. clear target learning achievement and student abilities in 

accessing communication media 

4. continuous evaluation 

In this study, the use of mobile phones as one of the learning 

media can be done with the following steps (figure 1) 

 

 
 

 

 
 

Fig. 1: Flow Chart of the research 

 

In this study, the application of this learning model is applied to 

one class as a pilot, with the number of students is 56 where 100% 

of them have android-based mobile phones. This data is the basis 

for the application of the blended learning model using hand 

phone as a suggestion for student learning. 

Next, the author collects data using hand phone for social 

interaction and which applications are favorite. The purpose of 

collecting this data is to find out the means of delivering subject in 

the form of theory before the class meeting is conducted (face to 

face). In order to find out the application that becomes the 

students’ favorite, the percentage of material delivery will be 

greater. 

After finding out the media often used by students, preparation of 

learning method by arranging face-to-face proportion and online 

material delivery can be done. This is also accompanied by 

material preparation and topics to be delivered to students. 

After the material and topics are adjusted to the curriculum on 

computer lesson for vocational high school, the material delivery 

by a face to face model is conducted for discussion topics, 

computer use practices, group discussion and evaluation. 

Meanwhile, virtual submission is done for theoretical material, 

individual assignments, general discussion and evaluation on 

material delivery. 

Study material delivered to students is adapted to the existing 

curriculum. Next, a part that requires a direct interaction between 

teachers and students (face to face) and the material that can use 

an online model with the students are selected. The social media 

commonly used by students are Facebook, Instagram and 

WhatsApp as support in the learning process. Uploading the 

syllabus and lesson material on websites, face-to-face schedules, 

group discussions and joint tasks are done in a structured manner. 

To measure the success of the learning model applied to computer 

subject in vocational high school students in Bengkulu is done by 

summing up website visitors (students who have downloaded the 

subject, assignment material and discussion material on the 

website provided as learning tools).  

3. Result and Discussion 

In applying gadget-based blended learning, gadget user data is 

needed. When all students know and are familiar with the use of 

gadgets, the use of positive things are, among others, to facilitate 

the material delivery that is very useful. Although it cannot be 

avoided, there is a negative effect in the form of content that is 

irrelevant to the world of education.  

Evaluation: 

1. Material can be well-received 

2. Task can be distributed 

3. Duration for face to face is 

fulfilled 

4. Learning evaluation result 

 

Face to face: 

1. Task discussion 

2. Computer use practice 

3. Group discussion 

4. Evaluation 

Online: 

1. Material delivery 

2. Task delivery 

3. Discussion 

4. Evaluation result delivery 

start 

Statistic of using mobile phones 

Learning method preparation 

Learning topics preparation 

 

Media preparation for 

material delivery 

start 

conclusion 
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According to the data, of 56 students the average time needed for 

interaction with mobile phones and gadgets as a means of 

interacting with social media is as follows 

 
Fig. 2: Chart of time using mobile phones to interact by social media. 

 

Whereas based on the applications available on mobile phones 

(Table 1), the following are favorite applications accessed by 

students. 

 

Table 1. Favorite application accessed by mobile phone users 

No Name of application Accessed every day 

1 Whatsapp More than 30 times 

2 YouTube More than 10 times 

3 Facebook More than 10 times 
4 Music application More than 3 times 

5 Games More than 2 times 

6 Email Once 

 

From the above data, whatsapp is a social media that is very 

popular among students with daily access intensity of more than 

30 times per day. While YouTube and Facebook rank the second, 

accessed by more than 10 times per day and the following is music 

and games accessed by more than once at average per day. This 

presents a challenge for the application of blended learning which 

in fact requires an active interaction between students and the use 

of online media.  

Next, software (website) preparation for the blended learning 

method on computer subject can be done as shown in Figure 3. 

 

The students can download materials or topics, in the form of 

explanation, slides, videos and tutorials easily and be adjusted to 

the schedule. However, in practice, this process is not always 

linear with the students' interest in following and interacting with 

computer subjects. And it is proven by the lack of access to the 

website provided. 

To support the success of gadget-based blended learning, the 

distribution of Syncron and the Asyncron can be adapted to the 

curriculum for vocational schools, as presented in table 2 below 

 
Table 2.  the application of blended learning on computer subject 

no Learning 

Modality 
Syncron Asyncron 

1 Read Material  ✓ 

2 Hear Material  ✓ 

3 See Tutorial  ✓ 

4 Demonstration ✓  

5 Practice ✓  
6 Discussion ✓  

7 Review ✓ ✓ 

For the asyncron model, only relying on the student's willingness 

to the website provided does not guarantee the effectiveness of 

delivering the material, while by utilizing the applications on the 

mobile phone, information about the latest material, tutorials or 

tasks can be improved. The use of other applications can be seen 

as shown in the following Table 3. 

Table 3 The use of applications in mobile phones to deliver material and 

information on computer subject 

No  Curriculum Websit

e 

Whatsap

p 

Facebook Instagram 

1 Course 

Material 

✓ ✓   

2 Tutorial ✓ ✓ ✓ ✓ 

3 Practice ✓  ✓  
4 Task ✓    

5 Demonstration ✓ ✓ ✓ ✓ 

6 Discussion  ✓ ✓  

7 Examination ✓    

 

When the material has been delivered on the website, notice can 

be given by using Whatsapp or Facebook or other supporting 

media.  

When discussion is required to solve problems together, Facebook 

media can also be utilized (figure 4). 

 

 
Fig. 3 Website for computer subject. 
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Fig. 4 the use of Facebook media to support the delivery of computer subject information. 

 

Meanwhile, face to face method can be used as a medium for 

discussion and problem solving.  

After the material delivery and announcement through Whatsapp 

and Facebook media, Face to Face for discussion to solve 

problems and practices are also used to evaluate the effectiveness 

of the material delivery. By calculating the amount of access to the 

web provided, the announcement of the media on mobile phones 

increases the amount of access to the website on computer subject 

as shown in Figure 5 below. 

 
Fig. 5: The increase in the number of web access and material 
downloading 

 

There are 3 significant improvements in the student activities: the 

intensity of students downloading material as provided by the 

teacher on the website initially done without the use of mobile 

phone was 42%, but after the use of media, the result of the 

material downloading increased by 87%. Hence, they did the tasks 

given for computer subject. As for the discussion, the use of 

application on the handset becomes very helpful. When discussion 

is only done on the web provided, students are not enthusiastic to 

participate. Whereas when using application on mobile phone to 

encourage students, the level of participation in the discussion 

incerased up to 96%. 

 

4. Conclusion 

 
By applying blended learning supported by Mobile Technology, in 

vocational high schools it provides benefits to increase interest in 

learning. 30% theory and 70% practice to form vocational high 

school graduates who are ready to work can be done well.  

Students can actively find out the material, tasks and invitations to 

discuss something occured to the lesson. In addition, 

communication that occurs from students to teachers becomes 

more effective. 

The use of social media as a means of supporting learning in 

addition to the website already provided for computer subjects in 

vocational high schools in Bengkulu, is proven to increase 

students' learning skills shown by an increase in the number of 

theories delivered. The average character of vocational high 

school students provides a smaller portion of learning skills 

compared to their practices. 
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