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ABSTRACT: Animation learning at the vocational high school level in the last 5 years has experienced three paradigm changes in 

the teaching and learning process, namely offline learning before Covid-19, online learning during Covid-19 and blended learning 

in the post-Covid-19 period. This study aims to describe the conditions of animation learning with blended learning in the post-

covid period in the Animation Study Program of SMKN 2 Cimahi. This study uses a qualitative approach with a case study method. 

Data collection techniques are carried out by interview and observation. The results of the study show that the results of learning 

with the blended learning method can improve students' animation skills better than during the learning period with the full online 

method. 
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I. BACKGROUND 

The COVID-19 pandemic has forced educational institutions around the world to shift from face-to-face learning to fully online 

learning. This transition brings significant challenges, especially in vocational schools, where education relies heavily on hands-on 

practice. Animation education in vocational schools is one example, where students need practical skills that cannot be fully taught 

online. With the industrial revolution 5.0 giving birth to rapid innovation, this also has an impact on the field of education, namely 

education 5.0 where digital technology is used for continuous learning without being hindered by spatial and temporal boundaries 

(Imelda Nur Aryanti & Rusnilawati, 2022) . So that the implementation of blended learning offers a possible solution aimed at 

overcoming time and space limitations in face-to-face teaching (Li et al., 2023). And the strategy in blended learning significantly 

produces effective learning in improving student learning achievement and skills compared to conventional learning carried out by 

Yustina (Yustina et al., 2020) 

Blended learning combines digital technology with direct interaction in the classroom, so that students can learn theory through 

online learning and apply those skills in face-to-face sessions in the laboratory. With the implementation of blended learning, it is 

hoped that students at SMKN 2 Cimahi can gain a more complete and comprehensive learning experience. This study aims to evaluate 

the implementation of blended learning at SMKN 2 Cimahi in the animation study program, identify the challenges faced, and evaluate 

the learning outcomes of blended learning compared to full online learning. 

 
Figure 1. Blended learning method strategy 
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II. METHOD 

This research uses a qualitative method approach, which is a procedure for research that produces descriptive data, usually in the 

form of writing about people or words from people or their visible behavior(Nursanjaya, 2021) as for the case study conducted at 

SMKN 2 Cimahi. Then for data collection techniques include: 

1) Observation: Direct observation was conducted in the animation class to understand the dynamics of blended learning. 

2) Interviews: Interviews were conducted with the head of the study program, productive teachers, and students from the 

animation study program to explore the challenges faced in implementing blended learning. 

3) Analysis of Student Work: Students' animated works were analyzed to compare the outcomes of fully online learning with 

blended learning. 

Data were analyzed descriptively to evaluate the challenges faced and the impact of blended learning on student learning outcomes. 

 

III. RESULT AND DISCUSSION 

The implementation of blended learning at SMKN 2 Cimahi combines online learning for theoretical materials and face-to-face 

for animation practice. However, the duration of face-to-face meetings is still limited due to infrastructure limitations. As a result, 

some practical skills cannot be trained in depth. 

A) Technical and Non-Technical Constraints: 

1) Technical Constraints: Many students have difficulty accessing technological devices such as laptops and stable internet, 

which hinders the online learning process. 

2) Non-Technical Constraints: Student learning independence in online learning is still low. Many students are not yet 

accustomed to the independent learning model, so they need more intensive guidance from teachers. 

B) School Initiative Program 

Teachers suggest a computer installment program for students to improve access to technology. In addition, there needs 

to be a communication forum between schools, parents, and students to discuss the obstacles faced and solutions that can be 

applied in the implementation of blended learning. 

1) Blended Learning 

Driscoll (Ekayogi, 2023) states that there are four types of blended learning concepts, namely (1) Blended learning 

Blended learning is a learning method that combines various uses of technology in achieving goals. (2) 

Implementation of blended learning is a combination of various learning approaches such as behaviorism, 

constructivism, and cognitivism. (3) blended learning is a combination of various technologies, for example learning 

using video media, web, film and other media. (4) blended learning combines technology and tasks in creating a 

positive impact in the learning process. 

2) Constructivism Theory 

Constructivism theory is a theory that provides freedom for human activities to learn or seek needs with the ability 

to find desires or needs with the help of other people(Sugrah, 2020). Where this model teaches students the learning 

process begins with cognitive conflict activities, so that it is hoped that at the end of the learning process, students 

will gain knowledge that is built through the interactions contained within it with the environment(Romadhona et al., 

2023). In blended learning, students can learn independently through online materials, which are then integrated with 

hands-on practice during face-to-face sessions. This strengthens their understanding of the material being studied. 

3) Community of Inquiry (CoI) Framework 

Blended learning approach (blended learning) has been implemented by Garrison et al.(Garrison et al., 2000) 

developed the Community of Inquiry (CoI) framework, which focuses on three main elements: cognitive presence, 

social presence, and teaching presence. (Geng et al., 2019). In the context of blended learning, these three elements 

work together to create a richer learning experience. Students learn not only from the material provided by the teacher, 

but also from interactions with their peers through online discussions and face-to-face meetings. 

4) Teori Mastery Learning 

Bloom (1968) developed the Mastery Learning theory, which emphasizes the importance of giving students enough 

time to master a concept before moving on to the next concept. In blended learning, the material learning model can 
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balance time-based learning flexibly because of its corrective path.(Winget & Persky, 2022) This approach can be 

implemented by utilizing the flexibility of time in online learning, where students can learn at their own pace and get 

the feedback needed to master the material. 

C) Comparison of Learning Outcome 

The results of the analysis show that students who take blended learning have better animation competencies compared 

to students who only learn through full online learning. Face-to-face practice helps students apply the theories learned online, 

especially in making 3D animations. 

 

 
Figure 2. Create a 3d animation model in low poly mode in the form of a circus area park 

 

The learning process carried out using blended learning in the image above, namely creating a 3D animation model in the 

form of a circus area with low poly mode, can be followed by all students in class XI and there has been an improvement, 

while for learning in class X which is carried out fully online, namely creating 2D animations, namely as in the following 

image 2, which aims to hone hand skills in the drawing process (nirmana). 

 

 
Figure 3 make nirmana on A4 paper to hone hand skills 

 

IV.  CONCLUSION AND RECOMMENDATIONS 

Blended learning in the post-COVID-19 era is believed by education experts to be an ideal and effective method in improving the 

quality of learning. However, not all schools are in an ideal condition to implement it. SMKN 2 Cimahi, which is dominated by 
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students from lower-middle economic families, has difficulty in meeting blended learning needs, such as technological devices and 

internet access. 

The school realizes the importance of implementing blended learning, both to enrich learning content and to anticipate the 

transformation of the world of work which is now widely adopting a remote work system. Schools are expected to make innovative 

breakthroughs, such as laptop installment programs and communication forums involving all stakeholders, so that the implementation 

of blended learning can run optimally. 

Despite the various challenges, blended learning still needs to be continued considering its great benefits and potential for the 

future of education. 

Improvement Technology Infrastructure in the area: There needs to be investment in technology infrastructure in schools, 

such as increasing internet access and providing computer devices for students who need them. 

Learning sustainable for educator: Teachers need to receive further training on the use of learning technology, especially 

Learning Management Systems (LMS), to maximize the potential of blended learning. 

Collaborate with Industry: SMKN 2 Cimahi can increase cooperation with the animation industry to provide more in-depth 

practical experience for students through internship programs or collaborative projects. 
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