
172 

Journal International Inspire Education Technology (JIIET), 3(2) - August 2024 172-179 

 
E-Learning is Effectively Used for Management for IT Service 

Courses  

Ilham Tri Maulana*1, Ambiyar2, Fahmi Rizal3, Enjang Suhaedin4 

1 Universitas Metamedia, Indonesia  

 Ilhamtm@metamedia.ac.id  
2 Universitas Negeri Padang, Indoensia 

ambiyar@gmail.com 
3 Universitas Negeri Padang, Indoensia 

fahmirizal@gmail.com 
4 SMK N 17 Batam, Indoensia 

enjangsuhaedin@gmail.com  

 
 

Corresponding author: Ilhamtm@Metamedia.ac.id  

 

 

Abstract— This development research ailems to develop learning media (E-Learning) for employee class in management 

for IT service courses at Metamedia University. E-Learning is designed to improve student learning outcomes, so 

students can fully understand the material provided. This study uses the Instructional Development Institute 

development method. IDI procedures are defining, developing, and evaluating. The type of data is primary data where 

the data obtained from media experts, lecturers and students. Data were analysed using Descriptive Data Analysis 

Techniques which describe the validity, practicality, and effectiveness of using E-Learning. The results obtained from 

this research and development are as follows; (1) The validity of E-Learning is stated to be very valid in terms of content 

and interest with a total validity value of 84%, while the design aspect is stated to be valid with a total value of 85% (2) 

The practicality of E-Learning is based on the lecturer's response after through validation is stated to be practical with a 

total score of 87.5%, while the practicality of E-learning based on student responses after going through validation is 

stated to be practical with a total score of 80% (3) The results obtained from this study are E-Learning is effectively 

used by employee class students with a graduation rate of 48 student or 89% of 54 students. Based on the findings of this 

study, it was concluded that E-Learning is valid, practical and effective for use as a learning medium. 

 
Keywords—Effectiveness, E-learning, Practicality 

 
Manuscript received 14 July. 2024; revised 31 July. 2024; accepted 31 July. 2024. Date of publication 31 July. 2024. 

Journal International Inspire Education Technology (JIIET) is licensed under a Creative Commons Attribution-Share Alike 4.0 International License. 

 
How to cite: Maulana, T, I., Ambiyar, Ambiyah., Rizal, F & Suhaedin, E. (2024). E E-Learning is Effectively Used for 

Management for IT Service Courses. Journal International Inspire Education Technology (JIIET), 3(2), 172–

179.  https://doi.org/10.55849/jiiet.v3i2.689 

Published by:  Sekolah Tinggi Agama Islam Al-Hikmah Pariangan Batusangkar 

 

I. INTRODUCTION 

Education is an important part of a country's 

progress (Ali dkk., 2023; Nasir dkk., 2024; Yu dkk., 

2023).Today, the national education system aims to 

ensure the global competitiveness of learners. 

Several factors determine the achievement of 

student learning outcomes in educational 

institutions. They are internal and external factors. 

Internal factors consist of students' motivation, 

interests, and talents; meanwhile, external factors 

consist of curriculum, lecturer, learning methods, 

costs, facilities and infrastructure, and the 

environment. If these factors are maximized, it will 
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expedite the learning process and support optimal 

learning outcomes (Khabbali, Seghroucheni, & Ziti, 

2023; Lei dkk., 2022; Yar, Henna, McAfee, & 

Gharbia, 2023). Learning outcomes are generally 

used as a measure of learning success. Learning 

outcomes can be measured using a series of tests or 

evaluations. Learning outcomes indicate the quality 

of educational programs obtained through the 

learning process.  

The industrial revolution 4.0 in education has 

been influenced by the development of digital 

technology. This development raises new ideas in 

learning. It resulted in a paradigm shift that was 

originally more passive for students or teacher-

centered learning (TCL) to become more active for 

students or student-centered learning (SCL). 

Students have changed from passive recipients of 

knowledge to positive knowledge seekers, thereby 

realizing fundamental educational reforms. In 

addition, the current COVID-19 pandemic leaves 

educational institutions with no choice but to adopt 

virtual learning media to promote safety and 

comply with social distancing protocols. 

In Padang City, Metamedia University is a 

private university in great demand by the public. 

That is due to the high quality of Metamedia 

University compared to other institutions in Padang 

City. Metamedia University pays close attention to 

all matters, such as student and lecturer discipline, 

facilities and infrastructures, and syllabus 

achievements in all courses (Chen dkk., 2023; Du, 

Yao, Li, & Liu, 2022; Liu, Zhang, Ding, & He, 

2023). Higher education has been transformed in 

recent times in response to major changes, 

including digital technology, interactive design, and 

delivery. 

Employee class students are those who are 

already working full-time or have time constraints 

that make it difficult for them to attend college full-

time. They follow a higher education program 

specifically designed to allow them to develop their 

careers while still working. The main difference 

between employee classes and regular classes lies 

in the course schedule and tuition fees. Nonetheless, 

the academic rights obtained by students in both 

types of classes remain the same. The employee 

class program has been endorsed by the 

Government in the Law of the Republic of 

Indonesia Number 20 on the National Education 

System, which affirms the principle of an open and 

flexible education system. Employee class lecture 

schedules are usually scheduled after working hours, 

usually between 16:20 and 21:00. 

Of the many courses at Metamedia University, 

Management for IT Service is a course that must be 

mastered by students, because the Management for 

IT Service course teaches how to enable students to 

plan, design, manage, and improve information 

technology services in organizations/companies 

(Lai, 2023; Levy, Maman, Shabtai, & Elovici, 2024; 

L. Zhang, Wang, Shen, & Nie, 2023). Some of the 

main topics discussed in this course include service 

strategy, service design, service transition, service 

operations, continuous service improvement.  

This method made the students unable to 

explore their potential, and the learning process 

became boring. Integrating the vision of the 

students and the teaching team allows for 

customization of experiences that support the 

students' learning processes (Ferrer & Elipane, 2024; 

Luo, Lu, Yin, Lu, & Weng, 2023; Zhu dkk., 2024). 

Table 1. Total number of employee classes 

attending IT service management and computer 

network management design courses even semester 

2023/2024. 

Tabel 1. Percentage of Learning Outcomes 

for mid semester for the academic 

year 2023/2024 

Class 
Total 

Students 
> 70 

Total 

Students 
< 70 

Total 

Students 

2 SI T 29 62.07% 18 37.93% 11 

2 SI M 25 80% 20 20% 5 

       Source: Academic Office  
From Table 1 it can be seen that the learning 

outcomes of students in classes 2 SI T and 2 SI M 

at Metamedia University in the course of 

management for IT Service are classified as 

moderate. In class 2 SI T there are still 11 students, 

and 2 SI M 5 students who are still below the 

Minimum Completion Criteria (KKM) standard set 

at 75 

II. METHOD 

A. Research Methods  

The research method used is the development 

research method. The type of development method 

chosen is the IDI (Instructional Development 

Institute) method. The IDI method applies 

development principles that are suitable for learning 

media development (Huang, 2023; Lu & Ji, 2024; 

Santos, Pedro, Carvalho, & Ferreira, 2023). The IDI 

method applies a design and development process 
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consisting of 3 stages, needs analysis, system 

development and system development evaluation. 

B. Data collection instruments 

Validity 

The first instrument is a validity instrument. 

The validity instrument was used to determine the 

validity of the E-learning. E-learning was validated 

by experts and lecturers. The validated aspects are 

content and design aspects of E-learning. The 

validity instrument uses a Likert scale. On a Likert 

scale, the variables will be measured and explained 

into variable indicators. 

 

Practicality 

The second instrument is the practicality 

instrument (Dahal dkk., 2023; Khoiri dkk., 2024; 

Oktavia & Zaim, 2024). Practicality instrument is 

used to determine the practicality of E-Learning. 

Practicality of E-Learning is tested through lecturer 

and student responses. Practicality instrument uses 

Likert scale. On a Likert scale, the variables will be 

measured and explained into variable indicators. 

 

Effectiveness 

The third instrument is the effectiveness 

instrument. The effectiveness of E-learning is seen 

from the number of students who pass / learning 

outcomes in learning to all course at Metamedia 

University. Learning outcomes are obtained by 

giving tests to students who have been given using 

E-learning that has been valid and practical. The 

passing standard uses Minimum Mastery Criteria 

with a score of >75. 

C. Test Subjects 

This study uses the descriptive data analysis 

technique to explain the valid, practical, and 

effective learning level using E-learning 

implemented in management for IT service course 

at Metamedia University. Analysis of the validity 

level. 

The validity analysis stages:  

The validator provides answers with a choice of 

criteria: 

• 5 = highly valid, 4 = valid, 3 = quite valid, 2 

= less valid, 1 = not valid. 

• Calculating validator scores on each 

question indicator. 

• The percentage formula for analyzing 

validity data uses:  

 

percentage = Score of each item Ideal score item x 

100% 

 
 

Table 2 explains the level of achievement and 

categories of validity data analysis. 

 

Table 2. Level of acquisition of validity (Maulana, 

Firdian, & Rahmelina, 2021). 

 
Gain Rate (%)         Group 

90 – 100 highly valid 

80 – 89 Valid 

65 – 79 Quite Valid 

55 – 64 Less Valid 

0 – 54 Not valid 

 

Analysis of the Practicality level.  

The validity analysis stages:  

The validator provides answers with a choice of 

criteria: 

• 5 = highly valid, 4 = valid, 3 = quite valid, 2 

= less valid, 1 = not valid. 

• Calculating validator scores on each 

question indicator. 

• The percentage formula of practicality data 

analysis is:  

 

 
 

Table 3 explains the level of achievement and 

categories of practicality data analysis. 

 

Table 3. Practicality Gain Gate (Maulana & Firdian, 

2019). 
Gain Rate (%) Group 

90 – 100 Highly practical 

80 – 89 practical 

65 – 79 Quite Practical 

55 – 64 Less practical 

0 – 54 Not practical 

 

Table 4 describes the level of achievement and 

the categories of effective data analysis. 

 

Table 4. Effectiveness gain rate (Maulana & 

Firdian, 2020) 
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Gain Rate (%) Group 

90 – 100 Very effective 

80 – 89 Effective 

65 – 79 Quite Effective 

55 – 64 Less Effective 

0 – 54 Not Effective 

 

The standard applied as an indicator of success in 

learning outcomes is Minimum Mastery Criteria, 70 

(source of academic policy).  
 

III. RESULT AND DISCUSSION 

A. Result  

Validity Acquisition Data 

Validity acquisition data can be seen in Table 5: 

 

Table 5. The acquisition of validity test from 

experts 

 
Validation 

Aspect 

Total 

Score 

Validity 

Value (%) 

       Criteria 

E-Learning 

Content 46 84 Valid 

 E-Learning 

Design 
55 85 Valid 

Total 

Score/Value 

Validity/Category 

101 84.50 Valid 

 

Table 5 shows the result of the learning validity 

test using E-learning in the management for IT 

service Course. E-learning content gets a validity 

value 84% and E-learning design gets a validity 

value 85% (Mulya & Juwita, 2022; Siswanto, 

Harjanta, Suminar, & Suyidno, 2022; Y. Zhang, 

Duan, & Wei, 2024). On average, all online 

learning validation result using E-learning for 

content and design with valid values 84.50%. 

Learning design of all course using E-learning is 

declared valid as a learning media.  

Practicality Acquisition Data 

Practicality data based on educator responses can 

be seen in Table 6 as follows: 

 

Table 6. Acquisition practicality data based on 

educator responses 

R1 = Lecturer 1 R2 = Lecturer 2 

R3 = Lecturer 3 

 
Measurement  Sum Criteria 

Section 
            R1 Z            R2 R3 

Aver

age 

Easy to Operate 90 80 100 90 
  Highly 

Practical 

Time Effectiveness 80 65 85    76.66 Practical 

Media 

Interpretation 
90 75 90 85 Practical 

Equivalence 100 80 
86.6

6 
   88.88 Practical 

Average 90 75 
91.

66 
87.5 Practical 

 

Table 6 shows the results of Practicality test data 

for the use of E-learning for all courses from 

teaching staff. The practicality of using E-learning 

in the aspect of "Easy to Operate E-Learning" gets 

highly practical value 90%. The practicality of 

using E-learning in the aspect of "Time 

Effectiveness" gets practical value 76.66%. The 

practicality of using E-learning for "Media 

Interpretation" aspect gets practical value 85%. 

Practicality of E-learning from the aspect of 

equivalence with a practical value 88.88%. The 

average practicality of E-learning from 4 aspects is 

practical 87.5%. The use of E-learning for all 

courses is practical to use.  

Practicality Test Data Based on Students' 

Responses 

Practicality test acquisition data from students 

can be seen in Table 7 as follows: 

 

Table 7. Recap assessment from students 

Measurement 

Section 

Sum Criteria 

The simplicity of 

Using E-Learning 

83.71 Practical 

Time effectiveness 

of E-Learning 

usage 

78.09 Practical 

The attractivity of 

using E-Learning 

78.2 Practical 

Average    80 Practical 

 

Table 7 indicates the results of the practicality 

test using E-learning for all course based on 

students' responses. The practicality of using E-

learning for each aspect of simplicity, effectiveness, 

and attractiveness gets practical value 83.71%, 

78.09%, 78.2%. The average of all learning 

validation results using E-learning for the three 

aspects gets practical value 80%. It can be 

concluded that using E-learning for all course is 
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practical as the learning media based on student 

assessments.  

Effectiveness  

The result of total graduated and non-graduated 

students can be seen in table 8:  

 

Table 8. The Effectiveness Result 
No Class Graduated Non 

Graduated 

1 2 SI T 25 (86%) 4 (14%) 

2 2 SI M 23 (92%) 2 (8%) 

 

Table 7 data on students who passed and did not 

pass all courses at Metamedia University using E-

Learning. The number of students who pass the 2 SI 

T Class is 86% and 14% who fail. The number of 

students who graduated in the 2 SI M Class was 

92% and those who did not graduated were 2%. 

After combining the number of students who have 

graduated in each study program, the percentage 

that has passed is 89% (effective) (Ni dkk., 2023; 

Tambak, Hamzah, Purwati, Irawan, & Umam, 2022; 

Yanto, Kabatiah, Sardi, & Zaswita, 2024). The use 

of E-learning in management for IT Service at 

Metamedia University is effective. 

 

B. Discussion 

Validity test results discussion  

Validity is the accuracy in performing the 

measurement function (Abuhmaid, 2020). The 

aspects of E-learning that are measured for validity 

are content aspects and design aspects. Before 

measuring the validity of the content aspects and 

design aspects, an indicator validation is carried out 

on each statement used. The results of the 

questionnaire validation from experts for each 

question item on the content aspect were declared 

valid by getting a score of (85%). Based on the 

results of the expert's assessment, the validation 

questionnaire for the content aspect is valid to use. 

The results of the questionnaire validation from 

experts for each question item on the design aspect 

were declared very valid by getting a score of 

(90%). Based on the results of the expert's 

assessment, the validation questionnaire for the 

content aspect is very valid to use. Based on the 

results above, it can be concluded that the 

questionnaire to measure the validity of E-learning 

from the aspects of content and design is very 

appropriate to be used by respondents. 

The questionnaire instrument that has been 

valid from the content aspect is then given to the E-

learning expert for assessment. The questionnaire 

instrument for this aspect is divided into 2 parts, 

namely the E-learning content and interest in using 

E-learning. The number of statements assessed by 

the expert amounted to 11 statements. From the 

content part, the expert assessed that the E-learning 

developed refers to the curriculum, teaching 

materials in accordance with the curriculum, clear 

learning objectives, supports understanding of 

concepts, uses simple sentences and is easy to 

understand. In the interest group, experts assessed 

the characteristics and increased student interest in 

learning using E-learning.  

Based on the assessment that has been done 

by the expert, from the content aspect, it gets a 

valid score (84%). This means that the E-learning 

developed has referred to the curriculum, teaching 

materials are in accordance with the curriculum, 

learning objectives are clear, have supported 

understanding of concepts, use simple sentences 

and are easy to understand. Based on the 

assessment that has been done by the expert, from 

the interest aspect, it gets a very valid score (90%) 

(Bhola & Kumar, 2024; Cheng & Fur, 2023; Singh 

dkk., 2024). This means that the development of E-

learning is very suitable for the characteristics of 

students and greatly increases student interest in 

learning. The average value of the validity of E-

learning learning media from the content and 

interest aspects is valid with a value of (85%). 

The questionnaire instrument that has been 

valid from the design aspect is then given to the E-

learning expert for assessment. The questionnaire 

instrument for this aspect is divided into 2 parts, 

namely the E-learning display section and the lingo 

in E-learning (Kumar & Koul, 2024; Yaniawati, 

Maat, Supianti, & Fisher, 2022; Yusuf & 

Widyaningsih, 2022). The number of statements 

assessed by the expert amounted to 12 statements. 

From the display section, the expert assesses the 

menu, instructions, colours, buttons and icons of E-

learning. In the linguistic group, the expert assessed 

that the language is easy to understand and simple 

and is in accordance with good and correct 

language rules.  

Based on the assessment conducted by 

experts, the display aspect received a valid score 
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(84%). This means that the menu, instructions, 

colours, buttons and icons of the developed E-

learning are simple and easily understood by 

students. Based on the assessment that has been 

done by experts, from the language aspect it gets a 

very valid score (85%). This means that the 

development of E-learning is simple and very easy 

to understand and in accordance with good and 

correct language rules. The average value of the 

validity of E-learning learning media from the 

display and language aspects is valid with a value 

of (84.50%). 

 

Discussion of practicality test results 

Practicality is related to the application of E-

learning media during the learning and teaching 

process. The application of E-learning learning 

media is equipped with clear instructions that make 

it easier for lecturers and students to use it. The 

level of practicality of E-learning learning media is 

assessed by lecturers and students who take 

management for IT Service. The first step in 

assessing the practicality level of E-learning is to 

validate the practicality questionnaire for each 

statement item to the E-learning expert. This 

activity is carried out to determine the validity level 

of each statement item that will be asked to 

lecturers and students who have taken the course. 

The results of the validity assessment of the 

practicality questionnaire for each statement item 

conducted by E-Learning experts are valid 85%. 

Based on the results of the expert's assessment, the 

practicality questionnaire is valid and appropriate 

for use. After the practicality questionnaire is 

declared valid for use, the next step is to give the 

practicality questionnaire to lecturers and students 

who take the course. The process of filling out the 

practicality questionnaire to lecturers and students 

is done online using google form. The content of 

the practicality questionnaire is divided into 4 parts, 

the first is the ease of using E-learning, the second 

is the effectiveness of time to use E-learning, the 

third is the interpretation of E-learning and the last 

is the Equivalence of E-Learning. 

The results of the lecturer's assessment of the 

practicality of using E-learning for the equivalence 

section received a practical value 88.88%. Based on 

the results of the assessment, it means that the E-

learning developed can be aligned with other 

learning media such as power point, interactive 

multimedia, edmodo web-based learning, and 

others. The use of E-learning can be used as one of 

the variations of learning media that is effective and 

efficient to use. Based on the questionnaire 

statement items filled in by the lecturer, the lecturer 

also conducted an overall assessment of the use of 

E-learning for all courses. The results of the 

assessment of the lecturer on the overall practicality 

of the use of E-learning received a practical value 

87.5%. Based on this assessment, E-learning used 

by lecturers in all courses is practical to use. 

Practicality testing of the use of E-learning 

for all courses is also carried out to students through 

filling out questionnaires that have been valid at the 

previous stage. Practicality testing of the use of E-

learning for all courses is also carried out based on 

student experience in using E-learning. The 

contents of the questionnaire testing the practicality 

of using E-learning all courses are divided into 3 

parts. The first part asks about the ease of operation 

of using E-learning. The second asks about the 

effectiveness of using E-learning and the third is the 

attractiveness of E-learning. 

Discussion of effectiveness test results 

The effectiveness of using E-learning is seen 

from the ability of students to be actively involved 

in the learning process and make it easier to 

understand the learning material provided. The 

effectiveness of using E-learning in management 

for IT Servicer courses can be applied if the E-

learning used is valid and practical.  

 

IV. CONCLUSIONS 

After conducting research and analysis of the 

application of E-learning to the learning outcomes 

of 2023/2024 even semester students at Metamedia 

University. Several conclusions were found: 

1. The resulting learning media is E-learning. 

E-learning contains the arrangement of 

course material, availability of assignment 

menus, attendance lists, chat, discussion 

forums, glossaries, lessons, quizzes, surveys, 

URLs, wikis and workshops. 

2. The results obtained from this research and 

development are as follows; (1) The validity 

of E-Learning is stated to be very valid in 

terms of content and interest with a total 

validity score of 84%, while the design 

aspect is stated to be valid with a total score 

of 85% (2) Practicality of E-Learning based 

on lecturer responses after going through 
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validation it was stated to be practical with a 

total score of 87.5%, while the practicality 

of E-learning based on student responses 

after going through validation was stated to 

be practical with a total score of 80% (3) 

The effectiveness of E-Learning was 

effective in increasing student learning 

outcomes which was marked by the large 

number of students who passed was 89%. 
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