Vifada Journal of Education , E-ISSN 3021-713X

This work is Licensed under a Creative Commons Attribution 4.0 International License

Development and Implementation of an Interactive, Project-
Based Business Model Canvas (BMC) Learning Medium for the
Digital Entrepreneurship Course

Dwi Ringga Edwid Dian Negara (") Alifah Kusumaningrum @ Lathiefah Rabbanyah @ Yeti
Lastuti ) Hanif Afif Naufal ® Aulia Deva Salsabilla ® Mutia Hafis

(1:2,345,6,7) Program Studi Pendidikan Ekonomi, Universitas Negeri Jakarta, Jakarta, Indonesia

Received: 2026, 06,25 Accepted: 2026, 07,20
Available online: 2026, 08, 28

*Corresponding author.
E-mail addresses: dwiringgaedn@unj.ac.id

KEYWORDS ABSTRACT
Purpose: This study aims to develop SMART BMC, an interactive, project-based
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Keywords:

Business Model Canvas; SMART
BMC; digital entrepreneurship;
project-based learning; learning
media.

Research Design and Methodology: The study employed a Research and
Development approach by adapting the ADDIE model. The first-year research
covered the Analysis, Design, and Development stages. Data were collected
through syllabus review, classroom observations, and a needs assessment
questionnaire administered to 98 students and were analyzed descriptively.
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Implications: SMART BMC has the potential to strengthen project-based digital
entrepreneurship learning. Further implementation and effectiveness testing are
required to assess its impact on students’ digital entrepreneurship competencies.

1. Introduction

The Business Model Canvas (BMC) is widely used in entrepreneurship education because it helps
students understand a business model concisely through nine interconnected elements. Several studies
have shown that BMC can help students understand business planning and improve learning outcomes
in entrepreneurship education. Hutasuhut et al., (2020), for example, found that the use of BMC in
learning resulted in better learning outcomes than those achieved in the control group. Other studies
have also shown that BMC can be used to develop students’ entrepreneurial mindset through more
practical learning activities.

Nevertheless, the use of BMC in learning has not fully addressed students needs when developing
and improving their business models. In practice, BMC is often used primarily to complete the nine
elements and produce an overview of a business model, while the processes of examining relationships
among elements, assessing the feasibility of ideas, and improving the model gradually have received
limited support. Entrepreneurship education is increasingly directed toward active and experiential
learning so that students not only understand concepts but are also able to apply them in real-world
situations (Amalia & von Korflesch, 2021).
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This condition creates an opportunity to develop BMC as a learning medium that goes beyond
business model mapping and supports students in evaluating and improving their models. BMC has also
been applied as a learning tool to help students develop business planning competencies and apply
business modeling concepts in practical contexts (Holdford et al., 2022; Widyastuti et al., 2024) .This
need is particularly relevant in the Digital Entrepreneurship course. In this course, BMC is not only
used to introduce the concept of business models but is also related to business planning,
understanding the relationships among elements, and evaluating and improving business models. The
mapping of the course syllabus (RPS) in this study indicates that these abilities form part of the
intended learning outcomes.

To support these learning outcomes, BMC needs to be incorporated into a learning process that
allows students to develop, test, evaluate, and improve their business models. The Project-Based
Learning (PjBL) approach is relevant to this need because it engages students in project activities that
involve the development of business ideas, products, or solutions through practical learning
experiences (Hayati, 2022; Santoso et al., 2023). In this study, PjBL is integrated with BMC within the
context of digital entrepreneurship so that business model development does not end with a final
product but becomes part of a gradual learning process. The study employs a Research and
Development (R&D) approach by adapting the ADDIE model, with the first year focusing on needs
analysis, design, and media development.

These needs were subsequently explored through an analysis involving students who had previously
used BMC in the Digital Entrepreneurship course. A total of 98 students participated in the needs
analysis, and all had experience creating BMCs, including using Canva. Nevertheless, they still required
support in understanding the relationships among elements, evaluating their business models, and
making improvements. Specifically, 94.9% of the students needed a medium to help validate their
business ideas before completing the BMC, while 93.9% needed a medium that connects theory with
real business practices.

These findings indicate that students need more than a medium that simply assists them in
completing the BMC. They require guidance throughout the development process and information to
help evaluate their results. These needs were subsequently translated into the design of SMART BMC.
The medium retains the nine BMC elements while incorporating guiding questions, information from
preceding elements, combination rules, and scoring and feedback mechanisms. A dashboard is also
provided to display a summary of the elements, scores or status, and the progress of business model
development.

Based on this process, the study focuses on developing SMART BMC as an interactive, project-based
learning medium for the Digital Entrepreneurship course. This article discusses the results of the
student needs analysis, the translation of these needs into design decisions, and the SMART BMC
prototype developed during the first year of the study. As the product remains at the development
stage, its effectiveness in improving students’ entrepreneurial competencies cannot yet be
determined. Validation and effectiveness testing remain part of the subsequent stages of the research.
Accordingly, the scientific contribution of this article lies in developing BMC from a business model
mapping tool into a learning medium that supports students in developing, evaluating, and improving
their business models gradually. The first-year development results also provide a basis for the
validation, implementation, and effectiveness testing of SMART BMC in the second year.

2. Research Design and Methodology
Research Design and Development Approach

This study employs a Research and Development (R&D) approach using an adapted ADDIE model
(Analysis, Design, Development, Implementation, and Evaluation) to develop an interactive, project-
based Business Model Canvas (BMC) learning medium for the Digital Entrepreneurship course.
Conducted over two years, the first year focuses on Analysis, Design, and Development, including
needs analysis, RPS-based material mapping, media design, prototype development, validation, and
refinement, while Implementation and Evaluation are planned for the second year. The resulting
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SMART BMC prototype incorporates the nine BMC elements, a guided completion flow, scoring,
feedback, and a dashboard.

Research Setting, Participants, and Data Sources

The study was conducted at the Faculty of Economics and Business, Universitas Negeri Jakarta,
involving students who were taking or had taken the Digital Entrepreneurship course. The first-year
study was conducted over 12 months in 2026, with a needs analysis questionnaire administered to 98
students on June 11-19, 2026. Primary data were collected through needs assessment questionnaires,
observations, interviews, and Focus Group Discussions (FGD), while secondary data were obtained
from the course syllabus (RPS) and learning outcomes. These data were used to align the BMC learning
content with students’ needs and the features developed in SMART BMC.

Data Collection and Research Instruments
Data collection in the first year was conducted using several complementary techniques. The
techniques and instruments used were as follows:

1. Document Review, the RPS and learning outcomes of the Digital Entrepreneurship course were
reviewed to identify relevant BMC learning content and ensure its alignment with the learning
medium being developed. The instrument used was a document review guideline.

2. Classroom Observation, were conducted to identify the learning process, particularly students’
use of BMC and their activities in developing business models. The instrument used was an
observation guideline.

3. Needs Assessment Questionnaire, a questionnaire was administered to 98 students to identify
their experience in using BMC, learning media needs, and the support required to develop and
validate business ideas. The instrument used was a learning needs assessment questionnaire.

4. Interviews and Focus Group Discussion (FGD), interviews and FGD were conducted during the
product development process to obtain input regarding the content, usability, and features of
the proposed SMART BMC. The instruments used were interview and FGD guidelines.

5. Expert Validation, for subject matter and media experts were prepared to assess the content
and design of SMART BMC before the product proceeds to limited testing. The validation
instruments consisted of expert assessment sheets.

6. Limited Trial, was planned with a small group of students to examine the comprehensibility,
ease of use, and initial responses to the developed BMC learning medium. The results were
intended to serve as a basis for product revision.

Data Analysis and Research Procedures

Data were analyzed according to each research stage. In the first year, quantitative data from the
needs assessment questionnaire were analyzed descriptively, while qualitative data from
observations, interviews, and FGD were analyzed thematically to inform the SMART BMC design and
refinement. In the second year, quantitative analysis using Structural Equation Modeling-Partial Least
Squares (SEM-PLS) is planned to examine the effectiveness of the media.

The research procedure follows the adapted ADDIE model and is structured into two stages over a
two-year period. The first year covers Analysis, Design, and Development to establish the needs,
design specifications, and SMART BMC prototype, while Implementation and Evaluation are planned
for the second year. The overall research procedure is presented in the following figure.
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Figure 1. Research Procedure Based on the Adapted ADDIE Model
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3. Findings and Discussion

3. 1. Findings
Curriculum Mapping as the Basis for Product Development

The results of the RPS mapping for the Digital Entrepreneurship course show that BMC is an
important part of achieving students’ competencies, particularly in designing, analyzing, and
evaluating digital business models. The BMC-related content includes an introduction to the concept,
development of the nine BMC elements, analysis of the relationships among elements, and evaluation
and improvement of the business model. This mapping was then used as a basis for determining the

content and features of SMART BMC to align with the learning needs.
Table 1. Curriculum Mapping as the Basis for SMART BMC Development

No BMC Learning Content Learning Competency
Introduction to  Business Students understand the concept, functions, and
1
Model Canvas (BMC) structure of BMC.

Students are able to develop the nine BMC elements

Nine BMC Elements
2 according to the business model being developed.

Students are able to analyze the relationships and

3 Relationships  Among  BMC consistency among the elements within the business

Elements
model.

Students are able to evaluate the business model,
understand feedback, and improve the BMC they have
developed.

BMC Evaluation and
Improvement

Student Needs for BMC Learning Media

A needs analysis was conducted involving 98 students who had taken the Digital Entrepreneurship
course. The results showed that all respondents had experience in creating BMC, including using Canva.
However, students still needed support in developing and evaluating their business models,
particularly in validating business ideas and connecting the concepts learned with real business
practices. The needs analysis findings based on the aspects examined are presented in the following
table.
Table 2. Student Needs Analysis Findings

No Aspects Analyzed Needs Analysis Findings
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All 98 students had experience creating BMC, including using
Canva.

2 Relationships Among Students still needed support in understanding the
BMC Elements relationships among BMC components.
3 Business Idea Validation 94.9% of students needed media that could help validate their
business ideas before completing the BMC.
4 Connection Between 93.9% of students needed media that could connect the
Theory and Practice concepts learned with real business practices.
5 Evaluation and Students needed support to evaluate and improve the business

Improvement

models they had developed.

6 Step-by-Step Learning

Students needed media that could guide them through the BMC
development process step by step.

Blueprint Derivation from the Analysis Results

Based on the student needs analysis and the BMC curriculum mapping in the RPS, the identified
needs were translated into design decisions for SMART BMC. These decisions cover the BMC
development flow, guidance for each element, relationships among elements, scoring and feedback
mechanisms, and features that support business model evaluation and improvement. The relationship
between the identified needs, design decisions, and their rationale is presented in the following table.
Table 3. Translation of Needs into SMART BMC Design Decisions

No Needs Specification Design Decision Rationale
Guidance in Provide guiding questions and answer Guide . stud(.ents . n
1 developing their business

developing BMC

options for each BMC element.

model.

Understanding
2 relationships among
BMC elements

Display information from previous
elements and apply combination
rules.

Help maintain connections
and consistency among
elements.

Apply scoring to each BMC element

Indicate the quality of each

Business model
3 . based on responses and answer component and areas for
validation s .
combinations. improvement.
. . Hel students  identif
Feedback on BMC Provide automatic feedback based on P y
4 . aspects that need
results scores, responses, and quality status. .
improvement.
. . . Help students and lecturers
. Provide a dashboard showing the nine p‘
BMC evaluation and monitor  progress  and
5 . BMC elements, scores/status, and . .
improvement . identify areas for
completion progress. .
improvement.

SMART BMC Design and Prototype

Based on the curriculum mapping and student needs analysis, an interactive learning media called
SMART BMC was developed. The prototype retains the nine main BMC elements and adds guiding
questions, a scoring mechanism, automatic feedback, and a dashboard to monitor the development of
each element. The SMART BMC menu structure is presented in Figure 2.

Figure 2. SMART BMC Menu Design
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1. CUSTOMER SEGMENT
2. VALUE PROPOSITION

DASHBOARD

4. CUSTOMER RELATIONSHIP
5. REVENUE STREAM
6. KEY RESOURCES

8. KEY PARTNERS

9. COST STRUCTURE

Each BMC element is completed through a series of wizard-based questions with predefined answer
options. The system then calculates the score for the respective element and provides automatic
feedback in the form of strengths, areas needing improvement, potential risks, recommendations, and
reflection questions. An example of the Customer Segment section and its automatic feedback is shown
in Figure 3.

Figure 3. Example of Customer Segment Input and Automatic Feedback

| <<BacktoMenu |
Kategori Usaha Fashion Score: 75% - Cukup. Batas blok: 70% (prototype)
o ey .
1 Siapa target pelanggan utama? Karyawan  STRENGTH
2 Beraparentang usia pelanggan? 35-49 tahun Target pelanggan sudah teridentifikasi, tetapi masih perlu dipertajam.
3  Dimana lokasi pelanggan? 3/3 VALID !
Sekitar lokasi usaha Y.
Dalam kota Y Prioritaskan kebutuhan pelanggan yang paling penting.
Luar kota
Nasional © POTENTIAL RISK
Online v/
T et o Perjelas pain point yang paling kuat dan relevan.
rap pendapatan pelanggan ji -
5 Bagaimana gaya hidup pelanggan? 3/3 VALID RECOMMENDATION
Praktis
Hemat Y Validasi kesesuaian segmen dengan kondisi pasar.
Peduli kualitas
Mengikuti tren Y ? REFLECTION QUESTION
Peduli kesehatan
Digital aktif m Validasi segmentasi dengan calon pelanggan.
6 Seberapa sering membeli produk/jasa sejenis? Bulanan
7 Apakebutuhan utama pelanggan? 3/3 VALID
Harga terjangkau s 4 Pertahankan segmentasi yang sudah cukup kuat.
Mudah diperoleh Prioritaskan kebutuhan yang paling penting.
Praktis Validasi pain point dengan calon pelanggan.
Berkualitas Y Validasi kesesuaian daya beli dengan harga
Cepat
Nyaman Y
8 Apamasalah utama (Pain Point) pelanggan? 3/3 VALID
Harga terlalu mahal Y
Sulit memperoleh produk/jasa
Kualitas belum memuaskan Y
Pelayanan kurang baik
Tidak praktis
Kurang sesuai kebutuhan Y
Pilihan metode pembayaran terbatas
9 Gaya fashion yang disukai? 3/3 VALID
Casual v/
Formal
Sport Y
Muslim
Streetwear s
10 Media mencari referensi fashion? 3/3 VALID
Instagram Y
TikTok Y
Marketplace
Influencer
Website Y

After all nine BMC elements have been completed, the system displays a summary dashboard
containing project information, the score for each element, quality status, such as “Strong,”
“Moderate,” or “Needs Improvement,” and the overall completion progress. The dashboard is shown
in Figure 4.
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Figure 4. SMART BMC Dashboard After Completing All Elements

INFORMASI PROYEK 221, CUSTOMER SEGMENT © 2. VALUE PROPOSTION - 4. CUSTOMER RELATIONSHIP $ 5. REVENUE STREAM
1. Judul Usaha Target: Karyawan Menawarkan Materi ringkas kepada Promosi produk dapat ditemui di Instagram, Tujuan Bentuk patan dari Pelanggan akhir dengan
R Usia: 35-49 tahun Karyawan yang membutuhkan Harga TikTok, WhatsApp. Pemesanan bisa melalui hubungan: Self-service, Automated service. model Penjualan satu kali dan Customisas
Lokasi: Sekitar lokasi usaha, Dalam kota, terjangkau, Berkualitas, Nyaman. Nilaiyang DM Instagram, Live shopping, Datang Personalisasi: Pesan sesuai kebutuhan, Pembayaran Bayar saat checkout via QRIS,
2. Kategori Usaha Online diberikan: Lebih memahami materi; langsung. Customer dapat Penawaran personal, Jadwal fleksibel. Transfer bank, Cash/COD; pendapatan
Fashion Pendapatan: 5-10 juta ggulanny patkan produk melalii  Dukungan: FAQ, Live chat, Penanganan  berulang: Repeat purchase,
3. Nama Kelompok Lifestyle: Hemat, Mengikuti tren, Digital  adalah Pendampingan lebih personal; Jadwal Kuririnstan, Toko fisik, Marketplace komplain. Retensi Promo yaly, ;
aktif lebih fleksibel; Latihan dan umpan balik lebih pembekan ulang, Reminder tambahan: Add-on/produk tambahan,
Nama Kelompok Need: Harga terjangkau, Berkualitas, lengkap. pembekan/penggunaan Paket/bundiing. Kesesuaian harga: Cukup
Nyaman sesuai; kekuatan model: Cukup kuat
4. Anggota Kelompok Pain point: Harga terialu mahal, Kualitas
ki
v belum memuaskan, Kurang sesuai
Vahunihan
2. Mahasiswa 75.22% v cuxup 90.48% v SANGAT KUAT 64.74% v PERLU PENGUATAN 80.33%  KUAT 86.97% V SANGAT KUAT
3. Mahasiswa
4. Mahasiswa Bl 6. KEY RESOURCES - 8. KEY PARTNERS 9. COSTSTRUCTURE
S.Mahssiswe « Fisik: Mesin/peralatan produksi, Tempat  Desain produk, Produksi/jahit, Quality control, Quality check, Mitra utama: Supplier bahan/input, Mitra  Biaya utama: Bahan/input, Produksi/pengerjaan,
s produksi, Stok bahan Pengiriman, Penanganan retur, distribus/logistik. Resource: Penyedia Tempat/peralatan. Resource: Bahan/stok, SOM/tenaga ahli,
+ SDM: Tenaga operasional, Tenaga ahli,  SOP/checklist kualitas, Evaluasi pelanggan, Monitoring kinerja, SDM/tenaga ahii. Aktivitas: Pengadaan. Software/data. Channel: 1klan/promosi, Logistik /kurir,
7. Mahwkwa Marketing/sales Follow-up calon pelanggan, Channel: Logistik/kurir. Resefler/komisi. Aktivitas: Pengadaan, Produksi, Pengiriman.
8. Mahasiswa + Intelektual: Brand/desain, Konten, Program loyalitas, Pengadaan wrce, Penj T gi Software/CRM.  Mitra/transaksi: Mitra logistik, Marketplace fee, Outsourcing.
T Database pelanggan operasional, Evaluasi pemasok, Kesiapan: Belum konsisten Revenue: Promosi, Komisi penjualan, Retur/refund. Perilaku biaya
= « Finansial: Modal sendiri, Arus kas usaha,  Otomasi proses, Upselling/cross-selling, Dominan biaya tetap. Efisiensi: Cukup efisien

09 August 2026
Pemblayaan ekstemal

7. PROGRES PENYELESAAN  Digital: Media sosial, POS/inventory,
[ i

81.21% At 53.08%  PERLU PENGUATAN 37.69% 1 PERLU REVISI 78.46% V KUAT

In the example shown in Figure 3, the fashion business case has completed all nine BMC elements.
Value Proposition and Revenue Stream received the highest scores, at 90.48% and 86.97%, respectively,
with both categorized as “Very Strong.” In contrast, Key Partners received a score of 37.69% and was
categorized as “Needs Revision,” while Key Activities scored 53.08% and was categorized as “Needs
Improvement.” The overall project completion progress was 89%.

3.2. Discussion

The finding that all students had prior experience in developing BMC, but still needed media to
validate their business ideas and evaluate the models they developed, indicates that BMC learning
should go beyond the ability to complete its nine elements. Gifford, (2021) emphasizes that BMC can
be used in entrepreneurship education not only to represent a business model but also to formulate
and test assumptions and examine the relationships between its different blocks. In line with this, the
finding that 94.9% of students needed media to validate their business ideas became the basis for
developing SMART BMC with scoring and feedback mechanisms for each element. These features are
designed to help students not only develop their BMC but also identify which parts are already strong
and which still need improvement.

The need to evaluate the business model is increasingly relevant because 93.9% of students also
need media that can connect theory with real business practice. This finding indicates that experience
in developing a BMC does not automatically enable students to apply each component within the
context of the business they are developing. Aysi et al., (2024) showed that digital entrepreneurship
learning in higher education needs to be supported by approaches that connect knowledge with
practical experience. This is in line with Hutasuhut et al., (2020), who found that learning using BMC
can support students’ entrepreneurial learning outcomes. Based on these findings and the results of
the RPS mapping, the need to connect theory and practice was translated into the design of SMART
BMC through project scenarios, guiding questions, and a digital entrepreneurship context that supports
the process of developing, evaluating, and improving business models.

The connection between the need for validation and practice was subsequently realized through
the Project-Based Learning (PjBL) approach in the design of SMART BMC. This approach provides
students with opportunities to apply the concepts they have learned through the direct development
of a business model. Crespi et al., (2022) showed that project-oriented learning can support the
development of entrepreneurial competencies, such as planning, collaboration, communication, and
achievement orientation. Similar findings were also reported by Zhai & Chen, (2024), who found that
the implementation of PjBL in entrepreneurship learning can support the development of students’
competencies in identifying opportunities, managing businesses, and collaborating. Based on these
findings, SMART BMC was designed through guiding questions for each element, the use of information
from previous elements and combination rules to maintain the relationships among elements, as well
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as scoring and feedback to support evaluation. This design follows the results of the needs analysis
and the research blueprint to enable students to develop, understand the relationships among,
evaluate, and improve their business models gradually.

The series of findings and design decisions indicates that the achievements of the first year have
established a foundation for the development of SMART BMC within the Analysis, Design, and
Development stages of the ADDIE model. These stages produced needs analysis data from 98 students,
a design blueprint, and a SMART BMC prototype comprising the nine BMC elements, a dashboard, and
scoring and feedback mechanisms. However, these results cannot yet be used to assess the quality or
effectiveness of the media, as expert validation, product revision, and limited trials are still the next
stages to be conducted. This is consistent with the characteristics of ADDIE, which place the
development and implementation processes as sequential stages. Thus, the main contribution of the
first stage lies in establishing the needs, design, and prototype as a foundation to help students
develop, validate, evaluate, and improve their business models. The effectiveness of SMART BMC on
the learning process and outcomes will be tested during the Implementation and Evaluation stages in
the second year, in accordance with the research design.

4. Conclusion

The first-year research findings show that although all students had prior experience in developing
the Business Model Canvas (BMC), 94.9% and 93.9% of the 98 respondents still needed a learning
medium to validate business ideas and connect theory with real-world practice. These findings became
the basis for developing SMART BMC, an interactive, project-based BMC learning medium that retains
the nine BMC elements and incorporates guiding questions, combination rules, scoring, automatic
feedback, and a dashboard. The prototype has reached the Analysis, Design, and Development stages
of the ADDIE model, with an estimated achievement of 70% of the first-year research target, covering
the needs analysis, design blueprint, and product prototype. The scientific article publication and the
proposed Intellectual Property Rights (IPR) document are still in progress.

Based on this development, BMC no longer functions merely as a worksheet for mapping a business
model, but also as a medium that supports students in developing, evaluating, and improving their
business models gradually through project-based learning. This approach can be considered in the
development of Digital Entrepreneurship learning and similar courses, particularly to train students to
make decisions based on feedback. The SMART BMC development model can also be replicated or
adapted to suit the learning contexts of other higher education institutions.

At this stage, the effectiveness of SMART BMC cannot yet be concluded because the scoring
weights, answer combination rules, and quality of the feedback are still part of the initial prototype
and have not yet undergone expert validation. The data also come from only one higher education
institution and one course, so the findings should be generalized with caution. The second year will
include expert validation, product revision, limited trials, and implementation in experimental and
comparison classes to quantitatively examine its effectiveness using SEM-PLS. The scope of the
research subjects will also be expanded to test the applicability of the model in broader contexts.
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