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ABSTRACT   

This development research is to streamline learning and increase students' understanding of Social 

Science lessons in the even semester VII class offering materials. Development research is carried out 

to overcome the problems faced by students who find it difficult to understand the concept of supply, 

the law of supply and how to make a supply curve correctly. The research was conducted by Research 

and Development with ADDIE design which includes analysis, design, development, implementation 

and evaluation steps. The process of making animated video-based media has three processes, namely 

the preparation process, production stage, and post-production. After the animation video-based media 

has been produced, then the media is tested on material experts, media experts, and linguists to 

determine the feasibility of the product to be used. Then tested on students individually, small groups 

and large groups. Based on the test results of animated video-based media products, it is very suitable 

to be used in Social Science learning to increase students' understanding of the material offered.   
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1. INTRODUCTION 

The utilization of information technology in learning today is expected to facilitate the delivery of 

messages conveyed by educators to their students to achieve the competencies that must be mastered 

[1]– [6]. The communication process always involves three main components, namely the message 

sender component (communicator), the message recipient component (communicant), and the 

message component itself which is usually in the form of subject matter. Sometimes in the learning 

process, there is a communication failure. That is, the subject matter or messages conveyed by the 

teacher cannot be optimally received by students, in the sense that not all subject matter can be 

understood well by students, even worse, students as recipients of messages are not appropriate in 

capturing the contents of the message conveyed [7]– [10]. 

The selected learning media should be adjusted to the needs [11] and appropriate to the principles of 

selection, and it is also necessary to pay attention to the following factors: (1) objectivity, the method 

is chosen not for the pleasure or needs of the teacher, but for the needs of the learning system, it needs 
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input from the teacher learners; (2) teaching programs, teaching programs that will be delivered to 

students must be in accordance with the applicable curriculum, both regarding content, structure, and 

depth; (3) the target of the program, the media used must be seen for its suitability with the level of 

development of students, both in terms of language, symbols used, method and speed of presentation 

as well as the time of use; (4) situation and condition, namely the situation and condition of the school 

or the place and room that will be used in the learning process, in terms of size, equipment, and 

ventilation, the situation and condition of the students who will attend the lesson in terms of quantity, 

motivation, and enthusiasm; (5) technical quality, related to checking the state of the media before 

use [12]–[16].  

Media can be interpreted as something that can bring information and knowledge to the ongoing 

interaction between educators and students [17], [18]. Educators must be able to design, compile, 

evaluate, analyze revise and develop media for the material to be delivered to students [19]. The role 

of learning media is very important in the learning process for students, both face-to-face learning 

and online learning [20]– [24].  

In the industrial era 4.0 as it is today, where technology and information are developing so fast, an 

educator should be able to utilize and integrate this technology to support smooth learning activities. 

Information and communication technology (ICT) needs to be utilized in the world of education [25], 

[26]. Information Technology can display new features in the world of education, multimedia-based 

teaching systems (text, images, sound) can present an interesting thing [27], [28]. According to Edgar 

Dale's experience cone, through reading students will remember 10%, through listening students will 

remember 20%, through seeing pictures or diagrams, videos, and demonstrations students will 

remember 30%. 

Therefore, the development of audio-visual (video) media is one alternative to perfect the 

shortcomings that occur in social studies learning during this covid-19 period. With the video, they 

can play it over and over again in their homes, then they can record questions if they feel they don't 

understand, which will later be discussed with the teacher when studying at school, so that the 

available time can be used as effectively and efficiently as possible [29]. 

2. METHOD  

This research uses research and development (R&D) methods [30], [31]. Research and development 

methods are used to produce certain products and test those products. Research-based product 

development consists of five main steps, namely analysis of product development needs, product 

design as well as feasibility testing, product implementation or product manufacture according to the 

design results, product testing or evaluation and continuous revision. This proposed research is a step 

that seeks solutions to problems in the field, namely the lack of technology-based learning media in 

SMPN 3 Banjar Agung. 
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The development of animated video-based media with the ADDIE model is designed to lead to efforts 

to solve learning problems and is programmed in systematic sequences consisting of 5 steps with the 

ADDIE learning design model, namely Analysis, Design, Development, Implementation, Evaluation 

[32]. 

Data collection techniques using documentation, and questionnaires. Questionnaires as research 

instruments [33] were given to class VII C students of SMPN 3 Banjar Agung and experts including 

material experts, media experts, and linguists. 

The assessment scores carried out by material experts, media experts, linguists, and students were 

then tabulated and recapitulated to be analyzed based on the average score of each indicator. 

Calculate the average score of each indicator using the following formula: 

Average Score = ∑score earned 

                         ∑item x number of highest score   

 

 Percentage = ∑score earned  

                       ∑item x number of highest score  x 100% 

Data regarding opinions or responses from experts and students regarding infographic animation 

video-based media about the offer are as follows: 

 

Table 1: Media Eligibility Category based on Average Score 

 

Average Score Media Eligibility Assessment Criteria 

4 Very Worthy 

3 Worth 

2 Not Eligible 

1 Very Inappropriate 

                         Source: [34] 

 

By knowing the score of the item, it can be seen the feasibility of infographic animation video-based 

media about the bid material by looking at the following categories: 
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Table 2: Media Eligibility Category based on Score Percentage 

 

Average Score Media Eligibility Assessment Criteria 

76%-100% Very Worthy 

51%-75% Worth 

26%-50% Not Eligible 

0-25% Very Inappropriate 

                         Source: [34] 

 

3. RESULT AND DISCUSSION 

Presentation of data in the form of a table of results: (1) a material expert questionnaire; (2) learning 

media experts; (3) Indonesian language expert. Data analysis was carried out after the research data 

was presented in the table. After being analyzed, evaluated, and then revised. 

 

The test subjects were conducted in class VII C of SMPN 3 Banjar Agung. After the developer obtains 

research data, then performs data analysis, as for the discussion. The analysis of the data can be 

described as follows: After the developer creates an animated video-based media about the offering 

material with the ADDIE design, the resulting product is expected to be able to streamline learning, so 

that when it is used in the learning process in the classroom, it is expected that student learning 

outcomes in social studies subjects will be better. 

 

At the analysis stage, it is carried out by conducting performance analysis and analyzing the needs of 

students. Based on the results of the daily test analysis, it is known that student learning outcomes are 

still low, while based on the learning style questionnaire that has been given by students, it is known 

that on average students have a visual-auditory learning style, therefore the development carried out is 

video-animation based media. At the design stage, the activities carried out include developing ideas, 

conducting concept analysis, assignments, and making storyboards. In the development of animated 

videos, the initial product (prototype I) was made based on the animated video storyboard that had 

been made previously. Meanwhile, at the implementation stage, trials were carried out on students 

between individual trials, small groups, and large groups. Individual user trials as many as 3 people 

received an assessment of 93.06%, small group test 97.22%, and large group 93.61%, meaning that 

animated video-based media is very suitable for use in social studies learning. 

 

The final result of the analysis of the material expert's trial data is feasible to use with revisions with 

an assessment of 86.9% which means it is very feasible. The details are listed in table 3. The media 

expert received an assessment of 87.5% which means it is very feasible, as detailed in Table 4. 
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Meanwhile, the validation test for linguists received an assessment of 95% which means it is very 

feasible as shown in table 5. 

 

Table 3: Material Expert Assessment 

 

No Assessment Criteria Assessment Description 

1 Material developed in accordance with KI and KD 75% Good 

2 Learning objectives according to KI and KD 100% Very good 

3 The suitability of indicators, materials, and 

learning activities 

75% Good 

4 The material presented reflects the description of 

Basic Competencies 

100% Very good 

5 The material presented starts from the introduction 

of concepts, definitions, procedures, output 

displays, examples, cases, exercises, to interactions 

between concepts 

75% Good 

6 Practice questions according to the material 

presented 

100% Very good 

7 Practice questions can be used to measure the 

achievement of the indicator 

75% Good 

8 The accuracy of concepts and definitions 75% Good 

9 Accuracy of facts and data 100% Very good 

10 Sample and case accuracy 100% Very good 

11 Accuracy of drawings, diagrams or illustrations 100% Very good 

12 Term accuracy 100% Very good 

13 Pictures, diagrams, facts, or illustrations are found 

in everyday lif 

75% Very good 

14 Using case examples found in everyday life 75% Good 

15 Cases, facts, and phenomena presented are in 

accordance with condition 

75% Good 

16 The descriptions, exercises, or case examples 

presented encourage students to be curious and 

foster creativity 

100% Very good 

17 The descriptions, exercises, or case examples 

presented require creative thinking and problem 

solving. 

75% Good 
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18 The material presented can create the ability to ask 75% Good 

19 Flexibility of adaptation to technological 

developments 

100% Very good 

20 Ease of instruction and information exposure 100% Very good 

21 The content of the material is well conveyed 100% Very good 

         Source: Research Results for 2022 

 

Table 4: Assessment of Learning Media Experts 

 

No Assessment Criteria Assessment Description 

1 The voice of the narrator in the 

animation video is clear and articulate 

100% Very good 

2 Animated videos using informative 

narrative 

75% Good 

3 Animated videos use common terms and 

are instructional 

100% Very good 

4 The language used is communicative 100% Very good 

5 Narrative or presentation of material in 

accordance with KI/KD/Curriculum at 

the SMP/MTs level 

75% Good 

6 The narration in the animated video 

corresponds to the good picture display 

75% Good 

7 Video duration doesn't take long (5-20 

minutes) 

100% Very good 

8 Animated videos are to the point 

(directly on the presentation of the 

material) 

75% Good 

9 Animated videos are simple and 

attractive 

75% Good 

10 Animated videos are able to visualize 

the image and shape of the supply curve 

100% Very good 

                  Source: Research Results for 2022 
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Table 5: Assessment of Linguists 

No Assessment Criteria Assessment Description 

1 The accuracy of sentence 

structure 

75% Good 

2 Sentence effectiveness 100% Very good 

3 Term Standard 100% Very good 

4 Understanding of messages 

or information 

100% Very good 

5 Ability to motivate students 100% Very good 

6 Ability to encourage 

students to think creatively 

75% Good 

7 Compatibility with the 

intellectual development of 

students 

100% Very good 

8 Conformity with the level of 

emotional development of 

students 

100% Very good 

9 Grammar accuracy 100% Very good 

10 spelling accuracy 100% Very good 

                            Source: Research Results for 2022 

 

Evaluation activities are carried out by analyzing the effectiveness of using animated video-based 

media, where there are differences in learning outcomes before and after using animated video-based 

media, in which there is an increase in student learning outcomes, besides animation-based video-

assisted learning can generate interest and pleasure to students during learning. 

 

The development of this animated video learning media is packaged with interesting animations for 

students. The choice of color and background design is adjusted to the development of students, not 

only the color of the design, the researchers as well Pay attention to the selection of fonts and colors 

to be used. Learning using audio-visual media (video), makes students feel interested in the learning 

process. 

 

This animated video learning media is a research development to make it easier for teachers in the 

learning process, animation is an activity to turn on or move inanimate objects (pictures) to be as if 

alive, because animation is able to explain a concept or process that is difficult to explain with other 

media, causing motivation. Users (students) to take an active role in the learning process, then the use 

of animated video media can make students easy to understand the material presented by the teacher. 

The same research conducted by Ponza et al in 2018 showed the results of using animated video media 

in teaching and learning activities had a positive effect on student learning processes than learning 



International Journal of Education and Social Science Research 

ISSN 2581-5148 

 Vol. 5, Issue.4, July-Aug 2022, p no. 89-99 

 
 

https://ijessr.com Page 96 
 

activities using the classical method, so it can be said that the use of video media in the effective 

learning process can significantly increase enthusiasm for learning. on the material [35].  

 

Based on the discussion, it shows that the animated video-based social studies learning media is 

included in the appropriate category and gets a very good category in the responses given by students. 

It is hoped that this animated video-based social studies learning media can help teachers explain social 

studies material and can make it easier for students to understand the material. In addition, it is also 

hoped that this media can improve the quality of education in schools and can add references to 

learning media. 

 

4. CONCLUSION 

Animated video-based media products were developed using the ADDIE design with the following 

stages: Analysis, Design, Development, Implementation, and Evaluation. Based on the assessment of 

material experts on several aspects, the percentage of the average score is 86.9%, which means that 

this media is "very feasible". Furthermore, based on the assessment of media experts, this animated 

video-based media product has an average score percentage of 87.5% which means "very feasible". 

While the percentage of the average score obtained from linguists is 95%, which means "very feasible". 

The feasibility of media products based on animated video offerings shows that the results are very 

feasible and effective for use in learning Social Sciences. 

REFERENCES 

[1] A. R. Persada, “Penggunaan media dalam proses belajar mengajar tentu Penggunaan media 

pembelajaran dalam proses belajar mengajar tentu merupakan suatu inovasi dalam proses 

belajar mengajar .,” vol. 6, no. 1, pp. 62–76, 2017. 

[2] S. Hono, “Pengaruh Media Flip Book Plus Terhadap Hasil Belajar Matematika Siswa Kelas 

X-IIS SMAN 1 Mejobo Materi Trigonometri Tahun Pelajaran 2018/2019,” J. Pendidik. Mat., 

vol. 1, no. 1, 2018, doi: 10.21043/jpm.v1i1.4459. 

[3] Setyoningsih, “E Learning : Pembelajaran Interaktif Berbasis Teknologi,” Elementary, vol. 3, 

no. 1, pp. 39–58, 2015. 

[4] S. Putrawangsa and U. Hasanah, “Integrasi Teknologi Digital Dalam Pembelajaran Di Era 

Industri 4.0,” J. Tatsqif, vol. 16, no. 1, pp. 42–54, 2018, doi: 10.20414/jtq.v16i1.203. 

[5] J. Setiawan, A. Sudrajat, Aman, and D. Kumalasari, “Development of higher order thinking 

skill assessment instruments in learning Indonesian history,” Int. J. Eval. Res. Educ., vol. 10, 

no. 2, pp. 545–552, 2021, doi: 10.11591/ijere.v10i2.20796. 

[6] J. Setiawan, Aman, and T. Wulandari, “Understanding Indonesian history, interest in learning 

history and national insight with nationalism attitude,” Int. J. Eval. Res. Educ., vol. 9, no. 2, 



International Journal of Education and Social Science Research 

ISSN 2581-5148 

 Vol. 5, Issue.4, July-Aug 2022, p no. 89-99 

 
 

https://ijessr.com Page 97 
 

pp. 364–373, 2020, doi: 10.11591/ijere.v9i2.20474. 

[7] J. Saekhow, “Steps of Cooperative Learning on Social Networking by Integrating 

Instructional Design based on Constructivist Approach,” Procedia - Soc. Behav. Sci., vol. 197, 

no. February, pp. 1740–1744, 2015, doi: 10.1016/j.sbspro.2015.07.230. 

[8] N. Nirfayanti and S. Syamsuriyawati, “Keefektifan Penerapan Media Pembelajaran Prezi 

terhadap Hasil Belajar Mahasiswa pada Mata Kuliah Geometri Analitik Ruang,” Al-

Khwarizmi J. Pendidik. Mat. dan Ilmu Pengetah. Alam, vol. 7, no. 2, pp. 87–96, 2019, doi: 

10.24256/jpmipa.v7i2.748. 

[9] Andikaningrum, “Efektifitas E-book berbasis multimedia menggunakan Flipbook Maker 

sebagai media pembelajaran dalam meningkatkan hasil belajar siswa kelas XI SMA Kristen 

Satya Wacana Salatiga,” pp. 2–19. 

[10] W. Sanjaya, Strategi Pembelajaran Berorientasi Standar Proses Pendidikan. Jakarta: Prenada 

Media Group, 2010. 

[11] A. Aman, “Development of an Evaluation Model for the History Learning Program in Senior 

High School,” J. Penelit. dan Eval. Pendidik., 2013, doi: 10.21831/pep.v16i2.1126. 

[12] N. Sudjana and A. Rivai, Media Pengajaran. Bandung: Sinar Baru Algesindo, 2015. 

[13] Mustakim, “Efektivitas Pembelajaran Daring Menggunakan Media Online Selama Pandemi 

Covid-19 Pada Mata Pelajaran Matematika,” Al asma J. Islam. Educ., vol. 2, no. 1, pp. 1–12, 

2020. 

[14] Sartika, “KEGUNAAN WHATSAPP SEBAGAI MEDIA INFORMASI DAN MEDIA 

STISIP PERSADA BUNDA Sartika Program Studi Ilmu Komunikasi STISIP Persada Bunda 

Email : sartikasari29813@gmail.com,” Mediu. J. Ilm. Fak. Ilmu Komun. Univ. Islam Riau, 

vol. 6, no. 2, pp. 15–26, 2018, doi: https://doi.org/10.25299/medium.2018.vol6(2).2408. 

[15] M. Suyudi, Suyatno, A. S. Rahmatullah, Y. Rachmawati, and N. Hariyati, “The Effect of 

Instructional Leadership and Creative Teaching on Student Actualization: Student Satisfaction 

as a Mediator Variable,” Int. J. Instr., vol. 15, no. 1, pp. 113–134, 2022, doi: 

10.29333/iji.2022.1517a. 

[16] K. dan B. S. Cecep, Media Pembelajaran. Bogor: Ghalia Indonesia, 2011. 

[17] P. dan S. S. Fathurrohman, Strategi Belajar Mengajar. Bandung: Refika Aditama, 2010. 

[18] P. Fathurahman, “Model of the Character Education in Developing Countries,” J. Appl. Sci. 

Res., vol. 8, no. 3, pp. 1813–1816, 2012. 



International Journal of Education and Social Science Research 

ISSN 2581-5148 

 Vol. 5, Issue.4, July-Aug 2022, p no. 89-99 

 
 

https://ijessr.com Page 98 
 

[19] D. W. & Carey, The Systematic design of Instruction. New Jersey Columbus: Ohio: Pearson, 

2001. 

[20] A. Sadikin et al., “Pembelajaran Daring di Tengah Wabah Covid-19 ( Online Learning in the 

Middle of the Covid-19 Pandemic ),” vol. 6, no. 2, pp. 109–119, 2020, doi: 

https://doi.org/10.22437/bio.v6i2.9759. 

[21] M. Haghparast, F. H. Nasaruddin, and N. Abdullah, “Cultivating Critical Thinking Through 

E-learning Environment and Tools: A Review,” Procedia - Soc. Behav. Sci., vol. 129, pp. 

527–535, 2014, doi: 10.1016/j.sbspro.2014.03.710. 

[22] N. N. Mulyaningsih and D. L. Saraswati, “Penerapan Media Pembelajaran Digital Book 

Dengan Kvisoft Flipbook Maker,” J. Pendidik. Fis., vol. 5, no. 1, p. 25, 2017, doi: 

10.24127/jpf.v5i1.741. 

[23] S. E. Pramono, Heriyanto, and I. S. Melati, “Quality improvement model of history education 

at university,” Pegem J. Educ. Instr., vol. 11, no. 4, pp. 320–328, 2021, doi: 

10.47750/pegegog.11.04.31. 

[24] M. Basri, J. Setiawan, M. Insani, M. R. Fadli, K. Amboro, and K. Kuswono, “The correlation 

of the understanding of Indonesian history, multiculturalism, and historical awareness to 

students’ nationalistic attitudes,” Int. J. Eval. Res. Educ., vol. 11, no. 1, p. 369, 2022, doi: 

10.11591/ijere.v11i1.22075. 

[25] Raharjo Etin Dan Solihatin, Cooperative Learning Analisis Model Pembelajaran IPS. Jakarta: 

Bumi Aksara, 2011. 

[26] T. Sastranegara, D. Suryo, and J. Setiawan, “A Study of the Use of Quipper School in History 

Learning during COVID-19 Pandemic Era,” Int. J. Learn. Dev., vol. 10, no. 3, p. 20, 2020, 

doi: 10.5296/ijld.v10i3.17212. 

[27] A. & T. C. T. Kadir, Pengenalan Teknologi Informasi. Yogyakarta: Andi, 2005. 

[28] F. Fahruddin, P. Jana, J. Setiawan, S. Rochmat, A. Aman, and R. D. A. Yuliantri, “Student 

Perception of Online Learning Media Platform During the Covid-19 Pandemic,” J. Educ. 

Technol., vol. 6, no. 1, p. 126, 2022, doi: 10.23887/jet.v6i1.42738. 

[29] A. S. Kasih, Romadi, and Atno, “Implementasi Nilai Nasionalisme dalam Pembelajaran 

Sejarah Pokok Bahasan Organisasi-Organisasi Kemerdekaan di Kelas XI IPS 1 SMA Nasional 

Nusaputera Semarang,” Indones. J. Hist. Educ., vol. 5, no. 2, pp. 1–7, 2017. 

[30] Sugiyono, Educational research methods: (Quantitative, Qualitative and R & D Approaches) 

(in Indonesian). Bandung: Alfabeta, 2020. 



International Journal of Education and Social Science Research 

ISSN 2581-5148 

 Vol. 5, Issue.4, July-Aug 2022, p no. 89-99 

 
 

https://ijessr.com Page 99 
 

[31] S. Punaji., Metode Penelitian Pendidikan dan Pengembangan. Jakarta: Prenada Media Group, 

2017. 

[32] I. Maryani, Z. K. Prasetyo, I. Wilujeng, and S. Purwanti, “Higher-order Thinking Test of 

Science for College Students Using Multidimensional Item Response Theory Analysis,” 

Pegem Egit. ve Ogr. Derg., vol. 12, no. 1, pp. 292–300, 2022, doi: 

10.47750/pegegog.12.01.30. 

[33] D. T. Andani and M. Yulian, “Pengembangan Bahan Ajar Electronic Book Menggunakan 

Software Kvisoft Flipbook Pada Materi Hukum Dasar Kimia di SMA Negeri 1 Panton Reu 

Aceh Barat,” J. IPA Pembelajaran IPA, vol. 2, no. 1, pp. 1–6, 2018, doi: 

10.24815/jipi.v2i1.10730. 

[34] A. Suharsimi, Prosedur Penelitian Suatu Pendekatan Praktik. Jakarta: Rineka Cipta, 1993. 

[35] P. J. R. Ponza, I. N. Jampel, and I. K. Sudarma, “Pengembangan Media Video Animasi Pada 

Pembelajaran Siswa Kelas Iv Di Sekolah Dasar,” J. EDUTECH Univ. Pendidik. Ganesha, vol. 

6, no. 1, pp. 9–19, 2018. 

 


