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INTISARI 
 

Kesiapan kerja siswa Sekolah Menengah Kejuruan (SMK) masih menjadi 

tantangan dalam menghadapi persaingan dunia kerja. Hasil observasi dan wawancara di 

SMK Muhammadiyah Berbah menunjukkan bahwa siswa mengalami kesulitan dalam 

memahami proses lamaran pekerjaan, seperti penyusunan dokumen lamaran, pemilihan 

lowongan, dan persiapan wawancara. Pembelajaran yang cenderung teoritis 

menyebabkan kurangnya pengalaman praktik yang kontekstual sehingga berdampak pada 

rendahnya kesiapan dan kepercayaan diri siswa. Oleh karena itu, diperlukan media 

pembelajaran interaktif yang mampu menyimulasikan situasi dunia kerja secara lebih 

nyata. 

Penelitian ini menggunakan metode Multimedia Development Life Cycle (MDLC) 

yang meliputi tahap concept, design, material collecting, assembly, testing, dan 

distribution. Produk yang dihasilkan berupa media simulasi lamaran pekerjaan interaktif 

berbasis 2D. Pengujian dilakukan melalui validasi ahli media dan ahli materi, pengujian 

fungsional, serta uji efektivitas menggunakan pre-test dan post-test terhadap 30 siswa. 

Data dianalisis menggunakan N-Gain dan uji paired sample t-test. 

Hasil penelitian menunjukkan media berada pada kategori sangat layak dengan 

persentase kelayakan di atas 90%. Uji efektivitas menunjukkan adanya peningkatan 

signifikan pada kesiapan siswa setelah menggunakan media. Media ini dapat 

dimanfaatkan oleh guru Bimbingan Konseling sebagai sarana pembelajaran interaktif 

untuk meningkatkan kesiapan kerja siswa SMK. 

Kata kunci: media simulasi, kesiapan kerja, MDLC, multimedia interaktif, siswa SMK. 
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ABSTRACT 
 

. Work readiness of vocational high school (SMK) students remains a challenge in 

facing job market competition. Based on observations and interviews at SMK 

Muhammadiyah Berbah, students experience difficulties in understanding the job 

application process, such as preparing application documents, selecting job vacancies, 

and preparing for interviews. Learning activities that are predominantly theoretical 

result in a lack of contextual practical experience, which impacts students’ readiness and 

self-confidence. Therefore, an interactive learning media is needed to simulate real-world 

job application situations more effectively. 

This study employs the Multimedia Development Life Cycle (MDLC) method, which 

consists of the stages of concept, design, material collecting, assembly, testing, and 

distribution. The resulting product is a 2D-based interactive job application simulation 

media. The evaluation was conducted through media expert validation, material expert 

validation, functional testing, and effectiveness testing using pre-test and post-test on 30 

students. The data were analyzed using N-Gain and paired sample t-test. 

The results show that the media is categorized as highly feasible with a feasibility 

percentage above 90%. The effectiveness test indicates a significant improvement in 

students’ work readiness after using the media. This media can be utilized by guidance 

and counseling teachers as an interactive learning tool to enhance students’ work 

readiness. 

Keywords: simulation media, work readiness, MDLC, interactive multimedia, vocational 

students.


