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ABSTRACT 

As technology advances in this digital era, the field of education has also made progress in terms of learning 
media. Therefore, teachers and students need to keep up with the ever-evolving changes in technology. One 
of the efforts made by SMK Nusantara 1 Tangerang City to utilize technological advancements is by 
providing teachers and students with the Prunus Digi Apps learning application, which is one of the models 
of Virtual Learning Environment (VLE). This research aims to determine the acceptance of teachers and 
students, strengths and weaknesses, and usage patterns by teachers and students towards Prunus Digi Apps 
in the learning process at SMK Nusantara 1 Tangerang City. The concept used in this research is Computer 
Mediated Communication (CMC). This research uses a qualitative approach with a case study research 
method. Data collection techniques are carried out through interviews and observations. The results of the 
study show that Prunus Digi Apps is well accepted by teachers and students because it facilitates learning 
activities and all learning activities can be integrated into one application. Prunus Digi Apps has several 
advantages in the learning process such as making learning easier, more practical, and paperless, in addition 
to making learning activities more orderly and organized, and can motivate students in learning activities. 
However, Prunus Digi Apps still has shortcomings, such as servers sometimes experiencing disruptions, 
lack of time for teachers to upload learning administration, and cheating by students during exams can still 
occur. The usage pattern used is the "Smart Flow", where this pattern illustrates how the application is used, 
continues, and effectively utilizes the digital learning environment. 

 
Keywords: Usage Patterns, Learning Media, Prunus Digi Apps, Learning Process, Teacher and 

Students 

 

INTRODUCTION 

In line with the advancement of technology in this digital era, the field of education must also 

progress in terms of instructional media. Therefore, both teachers and students need to keep up 

with the ever-evolving changes in technology. Many educational applications have been 

developed to meet the needs of teachers and students and to assist them in their learning. 

 To address the challenges of digital-based learning alongside technological and 

informational advancements, it encourages the development of innovative, efficient, and effective 

educational methods. Therefore, digital-based instructional media is needed to enhance students' 

learning outcomes (Irwan et al., 2019). Instructional media is crucial for teachers to help them 

deliver lessons effectively. 
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 One of the efforts of Nusantara 1 Vocational High School in Tangerang City to leverage 

technological advancements is by providing students and teachers with the Prunus Digi Apps 

learning application, which is one of the models of virtual learning environments (VLE). As 

O’Loughlin (1992) expressed in an article by Gabriele Piccoli (2001), "Learning consists of the 

development of abstract models to represent reality." 

 The Prunus Digi Apps application is developed by local developers, namely the information 

technology team under the same foundation, the Abdi Negara Education Foundation (YPAN). This 

application features enable teachers to create online classes, invite students to join, provide 

information about the teaching and learning process, deliver teaching materials to students in the 

form of files and instructional videos, assign tasks to students, set task submission schedules, and 

much more. 

 However, despite the potential for Prunus Digi Apps to be an auxiliary tool in learning, its 

usage is still not optimal at Nusantara 1 Vocational High School in Tangerang. The majority of 

teachers at Nusantara 1 Vocational High School in Tangerang City still do not fully utilize Prunus 

Digi Apps, as indicated by the percentage data of Prunus Digi Apps usage by teachers at Nusantara 

1 Vocational High School in Tangerang City in the previous academic year, 2022-2023, thus 

affecting the teaching and learning activities with students at Nusantara 1 Vocational High School 

in Tangerang City. The use of information and communication technology (ICT) in education has 

increased students' interest. However, despite the increasing popularity of ICT, many teachers 

still face difficulties in incorporating ICT into their teaching process (Nikolopoulou and Gialamas, 

2016). 

 The background of this research focuses on how teachers and students perceive the use 

of Prunus Digi Apps media in the learning process at Nusantara 1 Vocational High School in 

Tangerang City, what are the strengths and weaknesses of using Prunus Digi Apps media in the 

learning process at Nusantara 1 Vocational High School in Tangerang City, and how the patterns 

of Prunus Digi Apps application usage support the learning process at Nusantara 1 Vocational High 

School in Tangerang City. 

 
LITERATURE REVIEW & THEORY 

Technology  lUsage  lPattern 

Usage patterns are consistent habits or tendencies in the way someone uses digital applications. 

This includes usage time, purpose, types of applications used, and application usage frequency. 

Rahayu Sulistyorini (2019) defines "digital application usage patterns" as a depiction of how 
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people access, use, and interact with digital applications in the context of information technology. 

These patterns include usage routes, activities performed, as well as habits and preferences 

resulting from interactions with these applications.  

 Muhammad Husni (2018) emphasizes that digital application usage patterns are the 

consistent and repetitive ways users utilize digital applications to meet various needs, including 

informational, entertainment, social interaction, and business needs. 

 The usage patterns of technology in digital applications reflect how individuals interact 

with modern technology. Starting with downloads from the app store, users then create personal 

profiles to access application features. Regular usage of applications such as social media, email, 

and instant messaging becomes a daily habit that is often checked multiple times a day. Users also 

tend to customize settings according to their preferences, such as notifications and privacy. Over 

time, users will begin to explore new features and utilize them more extensively. Regular 

application updates are also an important part, while social interactions within the application 

allow users to connect with others. On the other hand, some users may also monitor and control 

the time spent on applications to maintain a balance in technology usage. There are also decisions 

to delete or stop using certain applications based on personal considerations. These patterns vary 

greatly depending on individual needs, preferences, and adaptation to available technology. 

 

New Media 

New Media" is a term originating from the development of computer and internet technologies. 

New media stems from the word "new," meaning "fresh," and "media," which refers to the tools 

used by sources to convey their messages to receivers (Mulyana, 2010:70). New media, also 

known as "digital media," is a combination of digital and conventional media. The advantage of 

new media lies in its real-time nature, allowing people to access information and services quickly 

anytime and anywhere they are connected to computerized devices and the internet network. 

 Quoted from the book "Online Journalism: A Guide to Managing Online Media" (2020) by 

Asep Syamsul M. Romli, here is the definition of new media: "New media is a term referring to the 

demand for access to content (information or data) anytime, anywhere, on any digital device, 

enabling feedback from interactive users, the emergence of creative participation, the formation 

of communities around media content, as well as aspects of 'real-time' generation." 

 According to Asep Syamsul M. Romli's book, "Online Journalism: A Guide to Managing 

Online Media" (2020), "new media" means "the demand for access to content (information or 

data) anytime, anywhere, on any digital device, enabling feedback from interactive users, the 
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emergence of creative participation, the formation of communities around media content, as well 

as aspects of 'real-time' generation." 

 Based on its typology, Denis McQuail suggests that new media can be divided into five 

types, including: 

1. Interpersonal  lcommunication  lmedia 

2. Interactive  lgaming  lmedia 

3. Information-seeking  lmedia 

4. Collective  lparticipation  lmedia 

5. Broadcast  lmedia  lsubstitution. 

 According  to M. Fikri AR's book "Media History: Transformation, Utilization, and 

Challenges" (2018), these types of new media encompass various media types that can be used 

for interpersonal communication. Because they are interpersonal, these media types are also 

considered private or personal, making the process of disseminating and receiving information 

interactive. 

 Interactive gaming media consists of virtual reality devices, video games, and computer-

based games. The dynamics of interactivity and achieving satisfaction during gaming are the main 

innovations in this media. With the emergence of interactive gaming media, players can now play 

games in groups or even beyond individual constraints. 

Information-seeking media encompasses all types of media used to search for and obtain 

information, widely used by the public, ranging from students to employees. Information-seeking 

media can serve as a tool for learning and acquiring new information if used correctly and 

appropriately. 

 Collective participation media is driven by the use of the internet to share information, 

ideas, thoughts, experiences, and the formation of personal relationships. The evolving and 

increasing participation of the community over time is the main strength of this media. Essentially, 

media is a platform for people to express their thoughts and opinions on issues, events, or topics. 

Broadcast media substitution. The main function of this new media is to facilitate users in 

receiving, downloading, watching, listening to broadcasts, such as films, music, news broadcasts, 

and so on. The emergence of this type of new media greatly benefits the public, especially in 

searching for long-standing information or accessing various entertainment content more easily 

through digital technology devices such as gadgets and computers. 
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Learning Media 

Media functions as an intermediary or conveyor of messages between the sender, namely the 

communicator or source, and the receiver, namely the communicant or audience. This is because 

the plural form of the Latin word "medium," which means "intermediary" or "conveyor." 

 Media as part of the learning system performs tasks that differ from others. Because media 

carries learning messages to be conveyed to students, it can only be used individually or in groups. 

Thus, instructional media can only be used individually or in groups, thus functioning effectively 

in the process of disseminating information. 

 Instructional media is an important, or very important, part of the learning system. 

Serving as a component of problem-solving learning, media, strategies, and methods are 

interrelated. The type of instructional media chosen and applied will certainly be influenced by 

both. Instructional media are all forms of materials or tools used in the learning process to help 

students understand and master the lesson. This media can be physical objects, technology, or a 

combination of both, designed to more efficiently communicate information and help students 

understand and retain the ideas taught. 

 A. S. Hardjasudarma defines instructional media as all tools or intermediaries that can 

affect human sensory organs to observe, feel, or acquire knowledge and experience. While 

Djamarah and Zain define instructional media as all objects or devices used by teachers in the 

teaching-learning process to help teachers and students achieve learning goals. 

 The book "Instructional Media (From Conventional to Digital Era)" by Dr. Syarifuddin M. 

Pd and Eka Dewi Utari states that instructional media generally function as aids in the learning 

process. Tools or anything that can be used to stimulate students' minds, feelings, attention, and 

abilities or skills, thus encouraging the learning process. 

 Instructional media plays an important role in producing effective learning processes. By 

using this media, teachers are asked to be innovative and creative. 

 Because communication is the essence of the learning process, instructional media can be 

defined as communication media used in the learning process. In conclusion, instructional media 

are physical tools used during the learning process, which convey messages with the aim of 

enabling interaction between teachers and students. 

 

Various Types Of Leaning Media 

Media is a learning resource that encompasses all sources of data, people, and goods and can be 

used by students to seek information and assist them in learning. Arsyad (2009:29) divides 
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instructional media or learning resources based on technological advancements into four groups: 

(1) media originating from print technology; (2) media originating from audio-visual technology; 

and (4) media originating from a combination of print and computer technology. Print media is 

media that produces or delivers material in book form.  

Print technology components include text, graphics, photos, and computers. Additionally, 

it is computer-based technology, meaning it generates and delivers information using 

microprocessor-based technology (Arsyad, 2009:29). Computer-based learning technologies 

such as computer-assisted instruction (CAI) and computer-based media such as hypermedia and 

computer-based multimedia (CBM). Lastly, combined technology is a method of content 

production and delivery involving the use of various types of media controlled by computers 

(Arsyad, 2009:30). Purwono (2014: 130) classifies instructional media into two categories: 

1. Static  laudio-visuals  lare  lmedia  lthat  ldisplay  lsound  land  lstill  limages  lsuch  las  lsound  lframe  

lfilms,  lsound  lstrip  lfilms,  land  lsound  lprints. 

2. Moving  laudio-visuals  lare  lmedia  lthat  ldisplay  lelements  lof  lsound  land  lmoving  limages  lsuch  

las  lsound  lfilms  land  lvideo  lcassettes,  ltelevision,  lOHP,  land  lcomputers  l(Jennah,  l2009). 

 

Benefits  lof  lInstructional  lMedia 

As  lstated  lby  lNana  lSudjana  land  lAhmad  lRivai,  linstructional  lmedia  lwill  lcertainly  lhelp  lstudents  

llearn.  lHere  lare  lsome  lof  lits  lbenefits: 

1. Learning  lbecomes  lmore  lattention-grabbing  lfor  lstudents,  lincreasing  ltheir  lmotivation  lto  

llearn. 

2. Learning  lmaterials  lhave  lclearer  lmeanings,  lallowing  lstudents  lto  lunderstand  lthem  lbetter  

land  lachieve  llearning  lgoals. 

3. Teaching  lmethods  lbecome  lmore  lvaried,  lnot  lsolely  lverbal  lcommunication  lthrough  

lteacher's  lwords.  lThis  lprevents  lstudents  lfrom  lgetting  lbored,  land  lteachers  lfrom  lgetting  

lexhausted  lduring  levery  lclass  lsession. 

4. Students  lare  lnot  lonly  llistening  lto  lthe  lteacher's  lexplanations  lbut  lalso  lengaged  lin  

ladditional  lactivities  lsuch  las  lobserving,  lperforming,  ldemonstrating,  lshowcasing,  land  lso  

lon.  lThis  lprovides  lstudents  lwith  la  lgreater  lopportunity  lto  lparticipate  lin  llearning  

lactivities. 

 

 

 



 

The 2nd Mercu Buana International Conference on Communication Science | 12-13 June 2024           

Page 38 - 55 
44 

 

MERCU BUANA INTERNATIONAL CONFERENCE ON COMMUNICATION SCIENCE 

Functions  lof  lLearning  lMedia 

Instructional media primarily serve instructional purposes, meaning they should engage students 

in mental and tangible activities. Thus, learning can take place. Besides fostering motivation, 

interest, or actions for students to participate in learning activities, it also aims to convey 

information in front of a group of students. 

 From the perspective of the learning process, the role of media is to convey information 

from the source (teacher or student) to the receiver (learner). While methods are the processes 

that help students acquire and obtain the necessary information to achieve learning objectives. 

 According to Daryanto (2016), media function as carriers of information from the teacher 

to the students. The function of media in the learning process is depicted in the following diagram: 

 

 

 

 

 

 

 

. 

Diagram  l1:  lThe  lFunction  lOf  lMedia  lLearning  lDaryanto  l(2016) 

 

According  lto  lS.  lGerlach  land  lP.  lEly,  lthe  lrole  lof  lmedia  lin  llearning  lcan  lbe: 

1. Fixative,  lmeaning  lthe  lmedia  lhas  lthe  lability  lto  lcapture,  lstore,  land  lthen  lplayback  lan  lobject  

lor  levent.  lIn  lthis  lway,  lan  lobject  lor  levent  lcan  lbe  ldrawn,  lphotographed,  lfilmed,  lor  lthe  

lresults. 

2. Manipulative,  lmeaning  lit  lcan  lplayback  lobjects  lor  levents  lwith  lvarious  lchanges  las  lneeded,  

lsuch  las  lresizing  l(for  lexample,  lenlarging  lsmall  lobjects  lor  lshrinking  llarge  lones),  lspeed,  

lcolor,  land  lpresentations  lthat  lcan  lbe  lrepeated,  lso  lthat  lall  lcan  lbe  lcontrolled  lto  lbe  lbrought  

linto  lthe  lclassroom. 

3. Distributive,  lmeaning  lusing  lmedia  lcan  lreach  la  lwider  ltarget  laudience  lor  lreach  lmany  

laudiences  lin  lone  ldissemination.  lFor  lexample,  ltelevision,  lradio,  land  lnewspapers.  lDerek   
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Rowntree  lexplains  lthat  lthe  lfunctions  lof  lmedia  lin  llearning  linclude: 

1. It  lcan  lencourage  lstudents  lto  lreceive  lmessages. 

2. It  lcan  lencourage  lstudents  lto  lrespond  lto  lstimuli  lcontained  lin  lthe  lmedia;  

lthis  lmakes  lit  leasier  lfor  lstudents  lto  lrepeat  lthe  lmessage  lconveyed  lin  

lthe  lmedia. 

3. It  lcan  lprovide  lfaster  lfeedback. 

4. It  lcan  lencourage  lstudents  lto  lparticipate  lin  lexercises. 

 According  lto  lLevie  l&  lLentz  l(1982),  lvisual  lmedia  lhave  lfour  lfunctions  lfor  lteaching.  lThese  

lare  lattention,  laffective,  lcognitive,  land  lcompensatory. 

 The  lattention  lof  lvisual  lmedia  lis  lcrucial  lto  lattract  lstudents'  lattention  land  ldirect  lthem  lto  

lthe  llesson  lmaterial  lrelated  lto  lthe  lvisual  lmeaning  ldisplayed  lor  laccompanying  lthe  llesson  ltext.  

lOften,  lstudents  lare  lnot  linterested  lin  lthe  llesson  lmaterial  lat  lthe  lbeginning  lof  lthe  llesson  lor  

lbecause  lthey  ldo  lnot  llike  lthe  lsubject  lso  lthey  ldo  lnot  lpay  lattention  lto  lit.  

 lPictures,  lespecially  lthose  lprojected  lthrough  lan  loverhead  lprojector,  lcan  lsoothe  land  ldirect  ltheir  

lattention  lto  lthe  lmaterial  lto  lbe  llearned.  lTherefore,  lthe  lpossibility  lof  lobtaining  land  lremembering  

lthe  lcontents  lof  lthe  llesson  lis  lgreater. 

 One  lexample  lof  lthe  laffective  lfunction  lof  lvisual  lmedia  lis  lhow  lenjoyable  lit  lis  lfor  lstudents  

lto  llearn  lfrom  lillustrated  ltexts  lor  lread  lthem.  lVisual  limages  lor  lsymbols  lcan  linfluence  lstudents'  

lemotions  land  lattitudes,  lsuch  las  labout  lsocial  lor  lracial  lissues. 

 Research  lresults  lshow  lthat  lvisual  lsymbols  lor  limages  lfacilitate  lthe  lunderstanding  land  

lretention  lof  lmessages  lor  linformation  lcontained  lin  limages.  lThis  lindicates  lthe  lcognitive  lfunction  

lof  lvisual  lmedia. 

 Research  lresults  lshow  lthat  lvisual  lmedia  lthat  lprovide  lcontext  lfor  lunderstanding  ltext  lhelp  

lweak  lreaders  lorganize  ltext  linformation  land  lremember  lit.  lIn  lother  lwords,  linstructional  lmedia  

lhelp  lweak  lreaders  lto  lreceive  land  lunderstand  llesson  lmaterials  lpresented  lverbally  lor  lin  ltext.  lThis  

lindicates  lthe  lcompensatory  lfunction  lof  linstructional  lmedia. 

 

Learning  lApplications 

Applications,  laccording  lto  lJogiyanto  l(2001),  lare  lthe  limplementation  lor  lstorage  lof  lsomething,  

ldata,  lproblems,  lor  lwork  linto  lfacilities  lor  lmedia  lthat  lcan  lbe  lused  lto  lapply  lor  limplement  lexisting  

lthings  lor  lissues  lso  lthat  lthey  lchange  linto  lnew  lforms  lwithout  llosing  lthe  lunderlying  lvalue  lof  lthe  

ldata,  lproblems,  lor  lwork  litself.  lHowever,  laccording  lto  lSupriyanto  l(2005:117:132),  lan  lapplication  

lis  la  lprogram  lthat  lprocesses  lcommands  lto  lfulfill  luser  lrequests  lfor  lspecific  lpurposes. 
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 The  lchange  lin  loneself  las  la  lresult  lof  lexperience  lis  lknown  las  llearning.  lHere  lare  lsome  

ldefinitions  lof  llearning  lprovided  lby  lseveral  lexperts.  l"Learning  lcan  lbe  ldefined  las  la  lprocess  lthat  

linduces  lor  lchanges  lbehavior  lthrough  lpractice  lor  lexperience,"  lsaid  lJames  lO.  lWhittaker  lin  

lDarsono.  lWhittaker  lstates  lthat  l"learning  lcan  lbe  ldefined  las  la  lprocess  lthat  linduces  lor  lchanges  

lbehavior  lthrough  lpractice  lor  lexperience"  l(Whittaker  lin  lDarsono,  l2000:  l4).  l"A  lprocess,  lact,  lor  

lway  lof  lmaking  lpeople  lor  lliving  lbeings  llearn"  lis  lthe  ldefinition  lof  llearning  laccording  lto  lthe  lBig  

lIndonesian  lDictionary  l(KBBI,  l1995:15).  lHowever,  laccording  lto  lGagne,  lBriggs,  land  lWagner  lin  

lUdin  lS.  lWinataputra  l(2008),  llearning  lis  la  lset  lof  lactivities  ldesigned  lto  lenable  lstudents  lto  lundergo  

lthe  llearning  lprocess. 

 From  lthe  ldefinitions  labove,  lit  lcan  lbe  lconcluded  lthat  llearning  lapplications  lare  lprograms  

lused  lin  lteaching  land  llearning  lactivities  lto  lenable  leducational  lcommunication  linteraction  

lbetween  lteachers  land  lstudents  lto  ltake  lplace  leffectively  land  lefficiently.  lLearning  lapplications  

lhave  lgreat  lbenefits  lin  lfacilitating  lstudents  lto  llearn  lteaching  lmaterials.  

lLearning  lapplications  lmust  lalso  lbe  lable  lto  lattract  lstudents'  lattention  lso  lthat  

lthey  lare  lmore  linterested  lin  llearning. 

 

Learning  lProcess 

The  llearning  lprocess  lis  lthe  lprocess  lin  lwhich  lactivities  lof  linteraction  land  

lmutual  lcommunication  lbetween  lteachers  land  lstudents  loccur  lin  leducational  lsituations  lto  

lachieve  llearning  lgoals  l(Rustaman,  l2001:461).  lTo  lensure  lthat  lstudents'  llearning  loutcomes  lcan  

lbe  lachieved  loptimally,  lthe  linteraction  lbetween  lthem  lmust  lsupport  leach  lother. 

 Bafadal  l(2005:11)  lstates  lthat  llearning  lcan  lbe  ldefined  las  lall  lefforts  lor  lteaching  land  

llearning  lprocesses  lcarried  lout  lto  lcreate  lan  leffective  land  lefficient  llearning  lprocess.  lIn  lline  lwith  

lthis,  lJogiyanto  l(2007:12)  largues  lthat  llearning  lcan  lbe  ldefined  las  la  lprocess  lin  lwhich  lan  lactivity  

loriginates  lor  lchanges  lin  lresponse  lto  lthe  lsituation  lfaced,  land  lthe  lcharacteristics  lof  lthe  lchanges  

lin  lthe  lactivity  lcannot  lbe  lexplained. 

 The  llearning  lprocess,  laccording  lto  lRooijakkers  l(1991:114),  lrefers  lto  lteaching  land  

llearning  lactivities  lthat  linclude  leducator  lactivities,  llearner  lactivities,  lpatterns  land  lprocesses  lof  

linteraction  lbetween  leducators  land  llearners,  land  llearning  lresources  lin  lthe  llearning  

lenvironment.  lIn  lthe  limplementation  lof  leducational  lprograms,  lthe  llearning  lprocess  lis  lalso  

ldefined  las  lthe  llearning  lprocess. 
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 Winkel  l(1991:200)  lstates  lthat  l"the  llearning  lprocess  lis  la  lpsychic  lor  lmental  lactivity  lthat  

loccurs  lin  lactive  linteraction  lin  lthe  lenvironment,  lwhich  lproduces  lchanges  lin  lknowledge,  

lunderstanding,  lskills,  land  lattitude  lvalues." 

 From  lseveral  lopinions,  lthe  llearning  lprocess  lis  lall  lthe  lefforts  lof  lteachers  land  lstudents  lto  

lshare  land  lprocess  linformation  lwith  lthe  lhope  lthat  lthe  lknowledge  lprovided  lcan  lbenefit  lstudents  

land  lbecome  lthe  lfoundation  lfor  lcontinuous  llearning.  lThe  llearning  lprocess  lis  lalso  lexpected  lto  

lresult  lin  lbetter  lchanges  lto  lachieve  lpositive  limprovements,  lcharacterized  lby  lchanges  lin  

lindividual  lbehavior.  lBased  lon  lcertain  lpractices  lor  lexperiences,  lan  leffective  llearning  lprocess  lwill  

lenhance  lan  lindividual's  lintelligence,  lcritical  lthinking,  land  lcreativity,  las  lwell  las  lchange  ltheir  

lbehavior  lor  lpersonality. 

 

Computer  lMediated  lCommunication  l(CMC) 

Study  lof  lcomputer-mediated  lcommunication  l(CMC),  lcommonly  lreferred  lto  las  l"computer-

mediated  lcommunication"  lor  l"computer-mediated  lcommunication,"  lis  la  lnew  ltype  lof  lresearch  

lthat  lbegan  lin  l1987.  lCommunication  lthrough  lcomputers  l(CMC)  lis  la  ltype  lof  lcommunication  lthat  

lutilizes  lmedia  lsuch  las  lcomputers,  llaptops,  lsmartphones,  land  lothers. 

 Communication  lthrough  lcomputer  lmedia  l(CMC)  lis  lcommunication  lthat  loccurs  lbetween  

lpeople  lthrough  lcomputer  lmedia  lor  lvia  lcomputers  l(Herring  lin  lBudiargo,  l2015:viii). 

 According  lto  lAndrew  lF.  lWood  land  lMatthew  lJ.  lSmith,  lsome  lpeople  lexperience  lsimilar  

ldissonance  lwhen  lworking  lin  lreverse.  lThis  lstems  lfrom  lfamiliar  lface-to-face  linteraction  lpractices  

lto  lsubtle  ldifferences  lrelated  lto  lCMC. 

 While  lCMC  lenables  ltwo  lor  lmore  lpeople  lto  lcommunicate  lwith  leach  lother  land  lprovide  

linformation  lthrough  ladvances  lin  lcommunication  ltechnology,  lintrapersonal,  linterpersonal,  

lgroup,  lor  leven  lmass  lcommunication  lcan  lbe  lconducted  lthrough  lcommunication  lmedia.  

lComputer-mediated  lcommunication  l(CMC)  lmeans  lany  lkind  lof  lcommunication  lmediated  lby  

ldigital  ltechnology.  lFor  lexample,  lif  la  ltelephone  lconversation  lis  lcomputer-mediated  lif  leach  

lspeech  lact  lis  lconverted  linto  ldigital  lcode,  ltransmitted,  land  lthen  ldecoded  lfor  lthe  llistener  

l(Littlejohn  l&  lA.  lFoss,  l2018a). 

 Further  ldivision  lhere  lis  lsynchronous  land  lasynchronous  lCMC  l(Littlejohn  l&  lA.  lFoss,  

l2018a).  lTwo  ltypes  lof  lCMC  lare  lsynchronous  land  lasynchronous.  lAsynchronous  lCMC,  

lcommunication  loccurs  lasynchronously  lor  lindirectly,  land  lcommunicators  ldo  lnot  lreceive  ldirect  

lresponses  lfrom  lcommunicants.  lExamples  lof  lsynchronous  lcommunication  lare  lvoice  land  lvideo  

lcalls.  lEmail,  lshort  lmessage  lservices,  lor  lSMS,  lare  lexamples  lof  lasynchronous  lCMC.  lHowever,  lmost  
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lCMC  loperates  lasynchronously,  lwith  lthe  lconvenience  lof  lcommunication  lthat  lcan  lbe  lstored  lin  

lcontinuous  ldiscourse  lthrough  lemail  land  lonline  lsocial  lmedia  l(Littlejohn  l&  lA.  lFoss,  l2018a).  

lAccording  lto  lthe  lbook  lby  lSmith  land  lWood,  lthe  ltechnological  lfeatures  lof  lCMC  lare  ldivided  linto  

lfive  lforms:  lelectronic  lmail  l(e-mail),  lbulletin  lboard  lsystems  l(BBS),  lInternet  lRelay  lChat  l(IRC),  

lMultiuer  lDomains  l(MUDs),  land  lthe  lWorld  lWide  lWeb  l(WWW). 

 According  lto  lKevin  lB.  lWright  land  lLynne  lM.  lWebb  l(2011:122),  lthere  lare  lseven  

lcharacteristics  lof  lCMC,  lincluding 

1. Synchronicity,  lwhich  lrefers  lto  lthe  llevel  lat  lwhich  lmessage  lexchanges  loccur  ldirectly. 

2. Anonymity,  lwhich  lis  lthe  llevel  lof  lindividualization  lof  linformation  lcommunicated  lby  lthe  

lmedia. 

3. Customization  lis  lhow  lfar  lthe  lmediated  lenvironment  lchanges  litself  laccording  lto  luser  

ldesires. 

4. Interactivity  lmeans  ltalking  lto  leach  lother. 

5. Social  lpresence  lrefers  lto  lhow  lmuch  lsocial  lpresence  lthere  lis  lworldwide,  lsimilar  lto  lthe  

lreal  lworld. 

6. Number  lof  lusers 

7. User  lhomogeneity:  lThis  lrelates  lto  lthe  lcharacter  lof  lusers,  lwho  lalmost  lcertainly  lhave  

lsimilarities. 

 
 

METHODOLOGY 

This  lresearch  ladopts  lthe  lpost-positivism  lparadigm  lbecause  lthis  lapproach  

lutilizes  la  lsubjective  lway  lof  lthinking.  lThis  lresearch  ladopts  la  lqualitative  lapproach  

lusing  lthe  lresearch  lmethod  lof  la  lcase  lstudy.  lQualitative  lresearch  lis  labout  lprocess,  lunderstanding,  

lcomplexity,  linteraction,  land  lhuman  lbeings.  lProcess  lis  lemphasized  lin  lqualitative  lresearch;  

ltherefore,  lin  lconducting  lresearch,  lresearchers  lfocus  lmore  lon  lthe  lprocess  lrather  lthan  lthe  lfinal  

loutcome  l(Sarwono,  l2006).  l  lThe  lresearch  lobject  lin  lthis  lstudy  lis  lthe  lpattern  lof  lPrunus  lDigi  lApps  

lmedia  lusage  lin  lthe  llearning  lprocess  lat  lSMK  lNusantara  l1  lTangerang  lCity.  lIn  lthis  lresearch,  

linformants  lwill  lbe  lselected  lthrough  lpurposive  lsampling,  lwhich  lis  lthe  lselection  lof  linformants  

lbased  lon  lspecific  lcriteria  lpredetermined  lin  lrelation  lto  lthe  lresearch  lobjectives.  l 

The  ldata  lcollection  ltechnique  lused  lin  lthis  lstudy  lis  lthrough  linterviews,  lwhere  lthe  

lresearcher  lwill  lconduct  linterviews  lwith  lteachers  land  lstudents  lwho  luse  lPrunus  lDigi  lApps  lin  

llearning.  lInterviews  lwill  lbe  lconducted  lface-to-face  lor  lvia  lvideo  lconference.  lThe  laim  lof  lthe  
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linterviews  lis  lto  lobtain  linformation  labout  ltheir  lexperiences  lin  lusing  lthe  lapplication,  lperceived  

lbenefits,  lchallenges  lfaced,  land  lsuggestions  lfor  lapplication  ldevelopment.  lAdditionally,  

lobservation  lwill  lbe  lconducted.  lThe  lresearcher  lwill  lobserve  lthe  luse  lof  lPrunus  lDigi  lApps  lin  

llearning  lto  lgather  linformation.  lObservation  lcan  lbe  ldone  ldirectly  lby  lobserving  llearning  lactivities  

lin  lclassrooms  lusing  lthe  lapplication  lor  lindirectly  lby  lobserving  lvideo  lor  laudio  lrecordings  lof  

lprevious  llearning  lactivities.  lLastly,  lDocumentation  lStudy,  lthe  lresearcher  lwill  lcollect  ldata  lfrom  

ldocuments  lrelated  lto  lthe  luse  lof  lPrunus  lDigi  lApps  lin  llearning. 

 

RESULTS AND DISCUSSION 

Based  lon  lthe  ldata  lobtained  lfrom  linterviews  land  lobservations  lconducted,  lthe  

lresearcher  lwill  ldiscuss  lhow  lteachers'  land  lstudents'  lacceptance  lof  lthe  luse  lof  lPrunus  

lDigi  lApps  lmedia  lin  lthe  llearning  lprocess,  lthe  ladvantages  land  ldisadvantages  lof  lusing  

lPrunus  lDigi  lApps  lmedia  lin  lthe  lprocess,  land  lhow  lthe  lpattern  lof  lusing  lthe  lPrunus  

lDigi  lApps  lapplication  lsupports  lthe  llearning  lprocess  lat  lSMK  lNusantara  l1  lTangerang  

lCity. 

 In  lgeneral,  lthe  lacceptance  lof  lPrunus  lDigi  lApps  lin  lthe  llearning  lprocess  lby  

lteachers  land  lstudents  lcan  lbe  lconsidered  lgood,  lalthough  lthere  lwere  lsome  linitial  

lchallenges  lsuch  las  lthe  llack  lof  lunderstanding  lamong  lteachers  land  lstudents  lin  lusing  

lPrunus  lDigi  lApps  lin  lthe  llearning  lprocess.  lTherefore,  linitially,  lsome  lteachers  ldid  lnot  

limplement  lthe  luse  lof  lPrunus  lDigi  lApps  lin  lthe  llearning  lprocess,  lmany  lteachers  ldid  

lnot  ltake  lattendance  lusing  lPrunus  lDigi  lApps,  land  ltasks  land  lassessments  lwere  lstill  

lconducted  lmanually.  lHowever,  lthe  lschool  lfoundation,  lschool,  land  lPrunus  lDigi  lApps  

ldevelopers  lhave  lmade  lefforts  lby  lproviding  ltraining  lfor  lteachers  lin  lits  lusage.  lAfter  

lmaking  ladjustments  lin  lusing  lPrunus  lDigi  lApps  lin  lthe  llearning  lprocess,  lteachers  land  

lstudents  lfelt  lthat  llearning  lhad  lbecome  lbetter  land  lmore  lorganized  lin  lterms  lof  

lattendance,  lassignments,  lassessments,  ldiscussions,  land  lso  lon.  lReferring  lto  lthe  

lcharacteristics  lof  lComputer  lMediated  lCommunication  l(CMC),  lcustomization  lis  lhow  lfar  

lthe  lmediated  lenvironment  ladapts  litself  laccording  lto  luser  lpreferences.  lThe  lacceptance  

lof  lPrunus  lDigi  lApps  lby  lteachers  land  lstudents  lis  lquite  lrelated  lto  lcustomization.  

lPrunus  lDigi  lApps  lcan  lbe  lwell  laccepted  lby  lteachers  land  lstudents  land  lis  lconsidered  

lto  limprove  lall  lteaching  land  llearning  lactivities  lfor  lteachers  land  lstudents  lat  lSMK  

lNusantara  l1  lTangerang  lCity. 
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 However,  lPrunus  lDigi  lApps  lis  lstill  lconsidered  lto  lhave  lshortcomings  lfor  lits  

lusers,  lnamely  lteachers  land  lstudents,  lsuch  las  lserver  ldowntime  lwhich  lcan  lhinder  lthe  

llearning  lprocess,  linsufficient  ltime  lfor  lteachers  lto  lupload  llearning  ladministration  lin  

laccordance  lwith  lthe  lcurriculum  lconsidering  lthe  lconstant  lchanges  lin  lthe  lcurriculum  

lin  lrecent  lyears,  land  lthe  lvulnerability  lof  lstudents  lto  lcheating  lduring  lexams  lbecause  

lthey  lcan  lstill  laccess  lthe  lweb  land  lsearch  lfor  lanswers  lthrough  lit.  lDespite  lthese  

lshortcomings,  lPrunus  lDigi  lApp  lalso  lhas  ladvantages  lthat  lcan  lassist  lthe  llearning  

lprocess,  lsuch  las  llearning  lbecoming  lmore  lpractical  land  lcan  lbe  ldone  lanytime  land  

lanywhere,  lpaperless  llearning,  lmore  ldetailed  land  lorganized  llearning  lactivities,  lstudents  

lbecoming  lmore  lmotivated  lto  llearn  land  limprove  lin  llearning,  land  lPrunus  lDigi  lApps  

lhaving  lmany  lfeatures  lneeded  lin  lthe  llearning  lprocess.  lThis  lis  lin  lline  lwith  lthe  

lconcept  lof  llearning  lmedia  lfunctions  lproposed  lby  lHarry  lC.  lMcKnown,  lwhich  lare: 

1. Transforming  ltraditional  land  labstract  llearning  lsituations  linto  lmore  lpractical  

land  lconcrete  lones. 

2. Encouraging  lchildren  lto  lparticipate  lmore  lactively  land  lfocus  ltheir  lattention  lon  

lwhat  lthey  lare  llearning. 

3. Clarifying  llearning  lmaterials  land  lcuriosity  labout  lthe  lsubject  lmatter. 

 Referring  lto  lthe  lconcept  lof  lapplication  lusage  lpatterns  ldefined  lby  lRahayu  

lSulistyorini  l(2019),  l"digital  lapplication  lusage  lpatterns"  las  la  ldescription  lof  lhow  lpeople  

laccess,  luse,  land  linteract  lwith  ldigital  lapplications  lin  lthe  lcontext  lof  linformation  

ltechnology.  lThese  lpatterns  linclude  lusage  lroutes,  lactivities  lperformed,  las  lwell  las  

lhabits  land  lpreferences  lresulting  lfrom  linteractions  lwith  lthe  lapplication.  lThe  lresults  

lof  linterviews  lon  lthe  lpattern  lof  lusing  lthe  lPrunus  lDigi  lApps  lapplication  lto  lsupport  

lthe  llearning  lprocess  lare  lstated  lby  lseveral  linformants  lthat  lthere  lare  lseveral  lfeatures  

lor  lmenus  lcommonly  lused  lby  lteachers,  lsuch  las  lteaching  ladministration,  lattendance,  

lassignment  land  lassessment,  lwhile  lfor  lstudents,  lthey  lare  lattendance,  lschedule,  

lassignments,  land  lgrade  lrecap.  lThese  lmenus  lare  lroutinely  lused  lby  lteachers  levery  

lday,  lso  lthey  lare  lconsidered  lvery  lhelpful  lin  lthe  llearning  lprocess.  lIn  laddition,  lwhen  

lusing  lPrunus  lDigi  lApps,  lusers  lalways  lfollow  lsteps  lsuch  las  llogging  lin  lto  lthe  

lapplication,  ltaking  lattendance,  land  lthen  laccessing  lthe  lrequired  lmenus  lsuch  las  

lassignments,  lassessments,  lprojects,  ldiscussion  lforums,  land  lso  lon.  lBased  lon  lthe  

lexplanation,  lthe  lpattern  lused  lin  lthe  lPrunus  lDigi  lApps  lapplication  lfor  llearning  

lactivities  lat  lSMK  lNusantara  l1  lKota  lTangerang  lis  lby  lusing  lthe  l"Smart  lFlow"  lpattern.  
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lThis  lreflects  la  ldirected  land  lintelligent  lflow  lprocess,  lillustrating  la  ljourney  llike  la  

lstream  lthat  lflows  lcontinuously  levery  lday  lfrom  lthe  llog  lin  land  lattendance  lstages  

ltowards  lthe  ldigital  llearning  lenvironment  lthat  lis  lfull  lof  luseful  lresources  land  

linteractions.  l"Flow"  ldepicts  lcontinuous  lmovement  lor  lflow,  lwhile  l"Smart"  lemphasizes  

lthe  lintelligence  land  lbenefits  lderived  lfrom  lusing  lthe  lapplication.  lThe  lpattern  lname,  

l"Smart  lFlow,"  ldescribes  lhow  lthe  lapplication's  lusage  lstarts,  lcontinues,  land  leffectively  

lutilizes  lthe  ldigital  llearning  lenvironment. 

 

CONCLUSION 

Based  lon  lthe  labove  lresearch  lentitled  l"Pattern  lof  lPrunus  lDigi  lApps  lUsage  lin  lthe  lLearning  lProcess  

lat  lSMK  lNusantara  l1  lTangerang  lCity,"  lthe  lfollowing  lconclusions  lcan  lbe  ldrawn  lin  lthe  lacceptance  

lof  lPrunus  lDigi  lApps  lin  lthe  llearning  lprocess  lat  lSMK  lNusantara  l1  lTangerang  lCity,  lteachers  land  

lstudents  lfeel  lhappy  land  lenthusiastic  labout  lusing  lPrunus  lDigi  lApps  lbecause  lit  lsimplifies  llearning  

lactivities.  lPrunus  lDigi  lApps  lis  lconsidered  lvery  lhelpful  lin  lteaching  land  llearning  lactivities  lat  lSMK  

lNusantara  l1,  lstarting  lfrom  lattendance,  lteaching  ladministration,  lassignments,  lproject  land  ltest  

lassignments,  lassessments,  ldirect  lcommunication  lbetween  lteachers  land  lstudents  lthrough  

ldiscussion  lforums,  lreport  lcard  lfilling,  land  lcommunication  lwith  lparents.  lAll  lactivities  lsupporting  

lthe  llearning  lprocess  lare  lintegrated  linto  lone  lapplication,  lmaking  lit  lmore  lpractical. Prunus  lDigi  

lApps  lusers  lfeel  lthat  lthere  lare  lsome  lshortcomings  lthat  lcan  lhinder  lthe  llearning  lprocess,  lsuch  las  

lserver  ldisruptions,  lteachers  lfeeling  lshort  lof  ltime  lin  lcompleting  lteaching  ladministration  lin  

laccordance  lwith  lthe  lcurriculum  ldue  lto  lseveral  lchanges  lin  lthe  leducation  lcurriculum,  land  lthere  

lare  lstill  lincidents  lof  lcheating  lduring  lexams  lusing  lthe  lPrunus  lDigi  lApps  lapplication,  lthis  lis  

lbecause  lstudents  lcan  lstill  laccess  lother  lwebsites  lwhile  lusing  lthe  lPrunus  lDigi  lApps  lapplication.  

lHowever,  lthere  lare  lalso  lsome  ladvantages  lthat  lcan  lassist  llearning  lactivities,  lsuch  las  llearning  

lbecoming  lmore  lpractical,  lpaperless,  lmore  lorderly,  land  lorganized,  lfacilitating  llearning  lactivities,  

land  lincreasing  lstudent  lmotivation  lto  limprove  llearning  lactivities. 

 In  lthe  lpattern  lof  lusing  lPrunus  lDigi  lApps,  lthere  lare  lseveral  lfeatures  lor  lmenus  lcommonly  

lused  lby  lteachers,  lsuch  las  lteaching  ladministration,  lattendance,  lassignment,  land  lassessment,  

lwhile  lfor  lstudents,  lthey  lare  lattendance,  lschedule,  lassignments,  land  lgrade  lrecap.  lThese  lmenus  

lare  lroutinely  lused  lby  lteachers  levery  lday.  lThen  lfor  lthe  lusage  lroute,  lbefore  lentering  lPrunus  lDigi  

lApps,  lthe  lfirst  lthing  lusers  lmust  ldo  lis  lenter  ltheir  lusername  land  lpassword,  lthen  lproceed  lwith  

lattendance  lbecause  lif  lthey  lhave  lnot  ltaken  lattendance,  lusers  lcannot  lperform  lother  lactivities  lin  

lPrunus  lDigi  lApps.  lAfter  lthat,  lusers  lcan  lselect  lthe  lmenu  lthey  lneed  lto  lcarry  lout  llearning  lactivities.  

l 
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