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Abstract — This need analysis research consists of observations and literature studies. This research aims to 1)
describe student learning outcomes in the learning process. 2) find the problems faced by students in Computer and Basic
Network subject. 3) find Evaluation media solutions needed in conducting the assessment. This research was a descriptive
quantitative research. The subjects of this research were 31 students of Grade X TKJ in Vocational High School 2 Lubuk
Basung. The data were obtained from questionnaires and analysis through the ADDIE model (Analyze, Design,
Development, Implementation, Evaluation) to get conclusions. The results of the research showed that: 1) There were still
many students who had not yet reached the Minimum Learning Standard. 2) The learning media used did not make it easy
for students to understand the material. 3) the evaluation media used took a long time to get results.
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I. INTRODUCTION Sumatra, Indonesia.  Researchers  conducted

Education is a conscious and planned effort to
create an atmosphere of learning and learning
process so that students actively develop their
potential to have spiritual strength, self-control,
personality, intelligence, noble character, and the
skills needed by themselves, society, nation and state
[1]. The problem that is often encountered in
education is low learning outcomes [2]. This
problem is faced by students who usually come from
students (internal factors) and outside students
(external factors) [3].

External factors that affect student learning
outcomes are learning media and evaluation media
used. The media is an intermediary or introduction
to the message from the sender to the recipient of the
message [4]. The effectiveness of the media in
learning will affect a student’s learning outcomes.
Besides the dominant evaluation media using a piece
of paper does not make students interested, they
want a creative evaluation media [5]. Evaluation is a
systematic assessment and assesses the relevance of
performance and effectiveness goals [6]. However,
in its implementation, there are still many evaluation
media that have not been good. In preliminary
observations, the researchers made at Vocational
High School 2 Lubuk Basung, Agam Regency, West
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observations of grade X Computer and Network
Engineering in Computer and Basic Networks
subject.

The use of evaluation media in Computer and
Basic Network subject is considered to be less
effective and efficient. This is because the evaluation
media used still use paper and pencil. In addition,
the evaluation results in paper form require a long
time to see the completeness of student learning
outcomes. This has an impact on the length of time
students know the report on the achievement of
learning outcomes, such as the results of evaluations
in the implementation of practicum making
improvements to the hardware in grade X TKJ 2
which can be seen in table 1.

Table. 1. Value of Completeness

Class Number of | Complete | Incomplete
Students
XTKJ2 |31 19 12

The results of the evaluation found were 61.29%
from the total of the students of grade X TKJ 2 that
were incomplete, so they had to do remedial by
doing repairs on computer hardware. This can be
seen from the results of the practicum they got
according to table 2.
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Table. 2. Value acquisition

Scores Number of Students
75 - 100 20

51-74 4

<50 7

The results of the percentage of operating system
installation practicum were 35.48% from 31 students
of grade X TKJ 2 that got scores below the
Minimum Learning Criteria (KBM = 75). Thus,
applying project-based learning media.is needed to
increase the learning outcomes of the students who
get low scores. The development of project-based
learning media is able to increase students’
‘understanding of computer hardware so that
learning outcomes can be improved with the support
of evaluation media that attract students' attention.
The quiz creator evaluation media is able to help
teachers to get concrete grades and get the humber
of values quickly.

Quiz Creator is a well-known software for
guestions, quizzes or online tests maker, it is easy to
use and does not require special expertise in
programming to run it. In its use which is very
familiar and easy to operate, so it does not require
programming skills that are difficult to operate.
There are 10 forms of quiz creator software in order
to attract students' attention to participate in the
evaluation, namely: true/false, multiple choices,
multiple responses, fill in the blank, matching,
sequence, word bank, click map, short essay, and the
blank page. In making the questions on the quiz
creator software, users can insert pictures, sounds,
videos, formulas, and several other features in order
to make it easier for the users to understand the work
on making questions. It is also equipped with
feedback facilities to find out the response of user
answers, test results, change the form of text, create
random questions, use user ID and password, and
also the attractive appearance. This software can be
run by using Adobe Flash Player Software after the
guestions are designed and stored or published in
various forms, namely web, LMS, Exe, Microsoft
Word or Microsoft Excel [7].

The development of an online examination
system using web-based Wondershare Quiz Creator
produces validity, practicality, and effectiveness of
assessment, appropriate with the research done [8].
Besides that, it has been proven effective, interesting
and valid to have an online exam system feasibility
by using multiple-choice questions viewed in terms
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of validity, practicality, and effectiveness through
the development of an online system of multiple-
choice questions using the Wondershare quiz creator
software, such as the research conducted [9]. The
research and development of evaluation media based
on e-learning using Wondershare Quiz Creator
software in Accounting Subject were also suitable to
be used [10]. Based on this, the researchers are
interested in conducting research on "The
Development of Evaluation Media of The Project-
Based Quiz Creator in Computer and Basic
Networks Subject".

Il. METHODS

This research was a research and development,
which was limited to the need analysis and based on
the initial observations in the field and the relevant
literature studies. The research subjects were 31
students of grade X TKJ 2 computer and basic
networks subject. The research method used in this
research was the descriptive quantitative method.
This method describes objectively phenomena and is
studied in a quantitatively [11].

The data were obtained from the use of the
ADDIE model (Analysis - Design - Development -
Implement - Evaluate) [12]. Moreover, the initial
stage was analyzing the initial data obtained during
observation and the need for the improvement of the
learning outcomes. The second stage was designing
the learning media and evaluation media used. The
third stage was developed from the evaluation media
that were commonly used into evaluation media that
attracted students' attention and got accurate grades.
The fourth stage was implementing or applying the
results of media design. Finally, the last stage was
evaluating with the media provided. From these
stages, the problem and the question from the
researcher can be solved to get a conclusion.

111. RESULTS AND DISCUSSION

From the results of the needs analysis of the
evaluation media of the project-based quiz creator to
improve computer hardware in computer subjects
and basic networks obtained through observation
and conducted to 31 students at Vocational High
School 2 Lubuk Basung in the Computer and
Network Engineering expertise program obtained
the result of the research which was presented in
table 3 below.


http://u.lipi.go.id/1523353203

P-ISSN: 2621-3273 Jurnal Pendidikan Teknologi Kejuruan E-ISSN: 2621-1548

Table 3. The Results of needs analysis of the media evaluation for Computer and Basic Networks Subject

No Question analysis Identification of problems Conclusion

1 | Based on the 31 students who took | Students have not been able to | Student learning outcomes

below the Minimum Learning
Standard

part in, 61.29% of them got scores | understand the material well are low

2 | Based on the 31 students who did the | Students have not been able to | Achievement of  student

yet got scores that fulfilled the
Minimum Learning Standard

practicum, 35.48% of them had not | carry out the practice properly practice results is low

3 | Evaluation media used were not yet | Evaluation

media still used | Use interesting evaluation

technology paper and pencil media

4 | Evaluation results took a long time Conducting
manually

an  assessment | Requires a faster evaluation
media in the assessment of
learning outcomes

The results of the analysis of the media validator,
content, and media users of the project-based quiz
creator evaluation showed that there were still many
student learning outcomes under Minimum Learning
Standard (KBM). Thus, it is expected that this
research can improve student learning outcomes and
get an assessment quickly and validly.

IV. CONCLUSION

Based on preliminary studies and research results,
the expected objectives of this research can be
concluded that:

1. There are still many students who have not
reached the Minimum Learning Standard (KBM)
and do not understand the material.

2. Problems found in learning are the use of
instructional media and evaluation media that are
not yet creative and validity of the data.

3. The media need to be developed in this research
using the quiz creator evaluation media.
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