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Abstract—This study aims to describe the development of the 'JEGER'
application using android platform to develop a history learning media and
model based on historical potential of General Soedirman's guerrilla in Pacitan,
Indonesia. This development used three main steps adopted from Borg and
Gall's model. The development scheme of the application takes a place as a
media and model in history learning. The draft or prototype was validated by
experts of learning material and media. The revised results of the validator's
suggestion are tested to examine the effectiveness and feasibility. The average
evaluation of the five assessment components showed an average of 92%. It
means that the application of ““JEGER’’ is very effective and feasible as an
innovative and creative media and model for historical learning.
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1 Introduction

The order of globalization has been stirred up recently by the shocks in the
industrial revolution 4.0. This is not only a mere figment, but also a kind of
affirmation of demarcation that the international community enter a new order. Since
2011, we have been in Industrial Revolution 4.0 marked by increased connectivity,
interaction and boundaries between people, machines and other resources that are
increasingly converging through information and communication technology.
Airlangga Hartarto said at the Roadmap Implementation program of Industry
revolution 4.0 in Jakarta [1]. An order that changes the old order (conventional) to
new (modern) is characterized by the use of internet-based technology. But there is
one thing that is clear: the world must respond to these changes in an integrated and
comprehensive manner by involving all global political stakeholders, ranging from
the public and private sectors to academics, and of course civil society[2, p. 0], [3]. It
is no longer a complex set of components, but it is very simple that only by operating
a smartphone is a wide range of coverage possible in a short amount of time.

Seeing a very potential infrastructure as an answer to a new order that is quickly
felt by all people of the world in various aspects. One aspect that researchers try to
examine is concerned with education. As one vehicle for the inculcation of values and
knowledge for modern humans, education places an important role in the formation
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of humans needed by the times [2], [4]. A new learning model is needed or at least
packaged with technology that is adapted to contemporary tastes to be done
effectively for the subject of learning[5]-[7]. So that in this case, a breakthrough idea
arises to develop a media and role model of learning in a unity that is identical to the
current human style, that is framed with effective technology that is effective,
practical and close to the needs of the main human life today [8]-[10]. One of the
packages used as a form of innovation renewal here is to use an application that is
operated with a smartphone or cell phone. Its use as a learning solution starts to
become an appropriate choice[11]-[13]. Technology and mobile and web
applications provide new possibilities for adding learning activities [14], [15].

To meet the needs of the times and answer challenges, the model is packaged in an
Android application. Android is an operating system for mobile devices or Linux-
based mobile devices which includes an operating system, middleware, and
applications[16]. Android provides an open platform for developers to create their
applications [17]-[20]. In its future will be equipped with various interesting and
interactive information features in addition to the steps of learning that become the
main substance[21]-[23]. Some of the features presentations include brief material on
guerrilla sites in terms of geographical and historical aspects, photo and video media
that are representative and are equipped with "maps" as instructions to visit the site.
As one of the local wealth that is used as a basis for the model and packaged in an
application will be effective in its use[24], [25].

Utilization of local potential becomes interesting by looking at the contours of the
area used as a guerrilla route of the General and his army is not a flat and easily
accessible road but up and down the hill, breaking through the forest so that it gives
new inspiration in outdoor learning activities in the model in this application[26],
[27]. What is certain is that the natural field conditions are a relevant source of
learning. Because the site used as the basis for the development of the model is a
guerrilla site so that it is more interesting that the application that packs the model is
called *“ JEGER *’ which is an acronym for Guerrilla Trail. The assumptions of
researchers with the naming of the original, simple and interesting can increasingly
arouse interest and motivation for anyone to install and learn following the features
available in the application. Because it is hoped that this product can be used by all
people in the school for students or anyone who wants to learn directly from the
media or by visiting General Soedirman's guerrilla sites in Pacitan.

2 Method

This research uses the Research and Development (R&D) method. This research is
aimed at producing a product in the form of 'JEGER' with the use of local historical
potential in Pacitan Regency, East Java. Therefore, the location that is used as the
source of administrative data in the field is Kab. Pacitan Content material content
from the application developed in this study is a site in the form of shelter and
monument of General Soedirman in Pacitan. R&D is a method to produce a product
while testing the effectiveness of the products produced[28]-[30]. The results

iJET - Vol. 15, No. 7, 2020 111



obtained by R&D research in education can be in the form of hardware such as
books, modules, and other learning aids, as well as software such as learning
models[31]. The general procedure of this research is grouped into three major group
stages as follows:

1) Preliminary study

2) Model development

3) Model testing

Three steps that need to be done to obtain a valid, practical and efficient learning

application, are described in the steps below:

Stage | Preliminary studies

1. Identifying the needs of learning innovation products
2. Collection of product materials both description material and documentation
3. Material collection through literature study and field study activities

"JEGER"

Step Il Application Development

1. Verification of field data in the form of description information and documentation
2. Preparation and development of application prototypes and model syntax

3. Internal evaluation of the product before it is validated

4. Refinement of the initial product

5. Determining the validator and product trial subject

Stage III Validation Test and Feasibility Test

1. The product is validated to material experts and media experts

2. Products are revised based on suggestions from the validator
3. Products are tested on students to see the app's feasibility

4. Revision based on suggestions from trial participants

5. Final Products

STEP DEVELOPMENT

Fig. 1. Steps for JEGER application development

3 Result and Discussion
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Fig. 2. "JEGER" Application Scheme as a Learning Innovation
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3.1  Development scheme

The times that are in line with technological advances and have an impact on the
world of education also encourage the birth of innovative learning[32], [33]. Learning
history is also encouraged to be able to innovate themselves both in terms of media,
strategy, and models. Therefore, in this case, the application product was developed.
Application Development 'JEGER' as a media and learning model of history is one of
the innovations in learning, especially history. A further scheme of development is
outlined in Figure 2 above.

To break new ground in a new paradigm of learning that fits the needs of the 21st
century, an application called "JEGER" was developed. The name is an acronym for
the 'Guerrilla Trail', which is meant here is the guerrilla trail of General Soedirman in
Pacitan. He is a historical figure who played an important role in maintaining
Indonesia’s independence [34], [35], but studies of his struggle especially in a district
called Pacitan are still very rare, what else is packaged in a modern way. Therefore in
this development scheme, an Android-based application was prepared to contain the
historical information of the guerrilla trail of the warrior. The android application was
chosen for this product because based on a survey of needs analysis regarding the
media and learning model 88% of respondents wanted this form, assuming
practicality, effectiveness and following the child's taste in learning today.

This application can act as a medium and model of history learning. Following the
scheme described in the chart above that as a medium of learning presents adequate
information about the guerrilla trail. Covering in this media are features for a
historical description of the site, photos or documentation of the site for the current
conditions, and supporting videos about the condition of the guerrilla site. As a
learning model application ‘‘JEGER *’ is equipped with a learning syntax that adopts
an outdoor learning model. Utilization of guerrilla sites as a source of learning
through direct experience[36], [37]. One of the features in this application is maps
that can be accessed online to provide instructions for learners (students, students,
and the general public) to visit guerrilla sites. The display on the main screen of the
application is also a picture of the Pacitan Regency landscape.

3.2  Validation results

Following the step of development in the research method after the draft is well
structured following a predetermined scheme, an expert assessment is carried out.
The experts here are those who have the ability by the specifications of
professionalism/expertise. For validators regarding this application is divided into
two, namely experts for the material and experts for learning media. Material experts
evaluate the substance of the historical material presented in this application, namely
regarding the footsteps of General Soedirman's guerrilla in Pacitan. The expert who is
a validator for the material is Arif Subekti, M.A, his study of the theme of political
history is very appropriate to assess the material in this application. As for media
experts, it looks at the completeness of the learning media elements and their use. For
media experts who are following their expertise, Ulfatun Nafi'ah, M.Pd, the
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specifications of the study so far regarding the history of learning media, so it is very
relevant to be a validator. Before it is submitted to the validator, the product is
evaluated internally by the team so that it becomes a product of learning innovation
according to the criteria with the display as below:

(Vejak Cerilya)

Panduan

Jejak Gerilya

Fig. 3. Application Display p. Main is accessed via smartphone (Researcher Doc, 2019)

Material Expert Application media
validation expert validatio

O O

OV A
Revised Suggestions Revised Suggestions
1. Add the geographical description of Pacitan 1. Add a Video link in the JEGER application
2. Guerrilla routes are adjusted to the heritage of 2. Adjust font and background colors
historical sites ST

3. Symbols of guerrilla sites and monuments are

3. Add an Evaluation and a list of references distinguished
4. Complete the guerrilla area information 4. Add site photos from the air

Fig. 4. Expert Validation Results (Research Data, 2019)

The results of validation both for material content and media elements get a
decision that the material in this application is following historical data that can be
accounted for. As for the effectiveness of the application ‘“ JEGER *’ as a medium,
the elements have been fulfilled and are relevant for further feasibility testing. The
results of the decision of the validator stated if this application is suitable for use as a
medium and learning history with some notes to be revised before being tested. There
are 4 notes for material improvement both substantively and informative and 4 notes
for completing media elements. Note the suggested revisions of the validators are
illustrated in the table below:

Note the suggestions for improvement from the validator that became the basis for
the development team to make revisions to the product. The results of the product
revision based on the researcher's suggestion generated an application view like the
Screenshot image below:
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Fig. 5. Product revision display

3.3  Product trial

After repairs for all records of the validator are completed, a trial is carried out to
determine the feasibility of the product. For the subjects of the trial activity, 100
sample participants were chosen to consist of students, students, teachers, and the
general public. Sample selection is based on the purposive sample method with a
random sampling technique [29]. The choice of place objects in two schools and
campuses is due to the research team as instructors and supervisors of the institution.
The following is the composition of the number of subjects:

Table 1. Trial Participant Data

Students College Students Teacher and Lecturer Public
50 37 8 5

The highest number is the composition of students and students. For students from
MA Bilingual Kota Batu and SMK N 2 Singosari, while students come from the
history department of State University of Malang. In this trial phase the application is
shared and installed on the participant's android, to further operate and access all
information contained in the ‘* JEGER ’’ application. After that the participants were
given an assessment questionnaire to provide an evaluation of the feasibility of the
application both as a medium and a learning model[38].
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Fig. 6. JEGER application trial activities as a history learning media (Research Data, 2019)

In the evaluation questionnaire consists of five main components in the
assessment.

a. For aspects of using the application 'JEGER' as media and models, the second
component

b. Regarding the ease of accessing the application 'JEGER'".

c. Regarding the completeness of General Soedirman's guerrilla history
information in Pacitan in the 'JEGER' application.

d. Regarding the appearance of an attractive and innovative application, and the
last for the fifth component

e. The completeness of the supporting media features of learning contained in the
application “‘JEGER ”’.

From the results of the evaluation provided by the trial participants, the data
described in the diagram below are given:
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Attractive and innovative

98% of the trial participants stated that
the JEGER application was innovative
and creative

Ease of accessing the application

87% of trial participants stated that the JEGER
application was easily accessed

Component A Component B Comp it D Component E
As a media and model Completeness of features
Completeness of information P
94% of the trial participants agreed that 96 trial participants stated that the
the JEGER application was used as a 84% of the trial participants stated that suppomr;\)g feaﬁjres contained in the
media and independent history General Soedirman's guerrilla history JEGER application are complete and
learning model information in Pacitan in the JEGER supportive

application was very complete
Fig. 7. Diagram of recapitulation of trial results (Research Data, 2019)

From the data in the diagram above it can be narrated that:

a. It reaches 94% of the test participants agree that the application *“ JEGER *’ can
be used both as a medium and as a model in learning history. In this component,
the maximum evaluation results are obtained because in general, it assesses the
completeness of the learning syntax after operating this application. The
operation of site roaming by guerrilla routes that the next site can be accessed
after the site was previously accessed gives an illustration of the implementation
of a series of learning system models.

b. 87% stated that the application ‘“JEGER”’ is very easy to access and operate via
the android participant. Achievement of the assessment is not as maximum as
the other components because some trial participants experienced problems
when the process of installing the application with their Android specifications,
although in the end all can install and operate annum quite affect the results of
the final assessment of the operation of the application "JEGER". The third
component.

c. 84% of the trial participants stated that the presentation of information about
General Soedirman's guerrilla network in Pacitan which was packaged in the
“JEGER *’ application was very complete and informative. This component is
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also the same as the previous component, which is not as maximum as other
components. This is because some of the trial participants did not first read the
instructions for use and immediately chose the browse button, so they could not
enjoy the completeness of the information. Besides, the information presented
in this application following the initial design scheme is only the main
information given the limited space in the application.

d. 98% of the trial participants stated that in appearance and design for the
application ‘“ JEGER *’ was very interesting and innovative in the packaging of
the android application. Maximum results are achieved through the assessment
of this component because the appearance of the design is following the initial
design and based on the results of the revision of the validator's suggestion is
designed as attractive as possible. The choice of colors, fonts, and layout is
adjusted to the style and tastes of today's children. This is the basis for the
assessment so that the results achieved are optimal.

e. Of the trial participants who gave a 96% rating stated that the features of the
completeness of the media contained in the application ‘JEGER’ were very
complete and supportive. As with the previous component, this component also
gets maximum results. The complete presentation of media support features
displayed on the home page provides various alternative options for users to
access.

Based on the achievement of the evaluation results on the appropriateness of the
'JEGER' application as a media and historical learning model consisting of the five
assessment components above, it can be concluded that this application is feasible
and effective. This conclusion is obtained based on the range of average percentages
determined through the Likert scale[39]. as illustrated below:

0% 25% 50% 5%

@ 0 @ *—0—0

ineffective less effective effective very effective

Fig. 8. Determining the position of the percentage of trial results in a Likert scale (Research
Data, 2019)

Based on the results of the average value of the five assessment components, the
results obtained at the point of 92%. This means that following the position of the line
drawing above the application ‘“ JEGER *’ in the last quarter area (4) so that it falls
into the category of very feasible to be used as an innovative media and learning
model of history and encourages learning independence. By the objectives of the
research and development set out in the initial scheme. Affirming that learning
innovation that is realized with Jeger application products can be an alternative
solution in responding to the challenges of the times for learning history.
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4 Conclusion

The development of the ‘JEGER’ application based on an android application with
the use of General Soedirman's guerrilla site in Pacitan Regency is one form of
Learning Innovation especially History. During this time it is still rarely developed an
application that covers peranya both as a media and a model. Therefore this
application is arranged according to the level of learning innovation needs. Utilization
of local potential is an attraction itself considering the history of learning so far has
focused on national studies. The development method adopted in this study was
simplified into three main steps. The first preliminary study, the second stage is
development and the last stage is the test of effectiveness. In accordance with the
learning innovation design scheme in the form of the 'JEGER' application, a product
is ready to be validated. The result is some revised notes for product improvement.
After the final phase of the revision is a trial to determine the level of effectiveness
and feasibility of the application. The results obtained at this stage are 'very effective'.
With this result it can be concluded that the application 'JEGER' is very feasible to be
used as a creative and innovative media and learning model of history, in accordance
with the changing times and able to be one of the alternative solutions to the
challenges of historical learning so far towards the progress of the times. Overall, this
development is feasible and easy to use. But, the contain is not cover the extend
learning materials such as videos of historical site, a wide range of scope area, a
simpler performance of the applicatiom, and other related materials. These additional
materials could be a future potential topic for future research.
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