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ABSTRACT
This research aims to produce Capcut application-based learning videos on fraction materials for third
grade students of SDN Burengan 2 Kediri. Development was carried out through the five stages of ADDIE:
Analysis, Design, Development, Implementation, and Evaluation. The research subjects were third grade
students. The feasibility of the product was tested through three aspects: validity, practicality, and
effectiveness, using questionnaires and evaluation questions as data collection methods. The results of
media expert validation showed a score of 88% and material expert 89%, both of which were in the very
valid category. Practicality test from student questionnaires obtained an average score of 94%, and from
teachers 93%, indicating that the media is very practical. The effectiveness test based on evaluation results
showed 90% of students scored above average. Thus, this learning video is declared very feasible and can
be used in the process of learning math fraction material.
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INTRODUCTION

Education is a conscious effort to develop the potential of students, one of which
is through the use of learning media that is innovative and relevant to technological
developments. In the digital era, learning is not enough to rely solely on books and lecture
methods, but must also utilize modern media such as application-based learning videos
(Karmila, 2021). One of the potential media to use is the CapCut application, because it can
combine interesting audio and visual elements and is easily accessible via mobile devices.
Based on the results of observations and interviews at SDN Burengan 2 Kediri, it was found
that more than 60% of third grade students did not like math lessons, especially fraction
material. This is caused by conventional teaching methods without supporting media, so
that students are less active and quickly feel bored. Evaluation results also showed that
most students scored below the Criteria for Completeness (KKTP), which is below 75
(Amalia, 2022).
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Previous research emphasizes the importance of interactive learning media in
improving student interest and learning outcomes. Nurrita (2018) states that learning
media can help clarify messages, make learning more interesting, and increase teaching
effectiveness. Although many studies have examined the effectiveness of audio-visual
media, there are still few studies that specifically develop and test the effectiveness of
CapCut application-based learning videos in the context of mathematics learning for
elementary school students. Therefore, this study fills the gap by designing and testing
CapCut-based media.

This research aims to develop CapCut application-based learning video media on
fraction material for grade Ill elementary school students. The specific objectives are: (1) to
describe the validity of CapCut-based learning media; (2) to describe its practicality; and (3)
to describe its effectiveness in learning math fraction material (Nurrita, 2018).

This research contributes to the development of technology-based learning media
that is in accordance with the characteristics of elementary school students. In addition,
this research is expected to be a reference for teachers in designing creative and interactive
media, as well as providing a fun and meaningful learning experience for students (Amalia,
2022; Karmila, 2021).

METHOD
The type of research used is research and development (R&D). This research aims
to develop learning media in the form of videos based on the CapCut application in learning
Indonesian language in grade Il SD Negeri Burengan 2 Kediri City. This research also adapts
the ADDIE development model, which consists of five main stages, namely Analysis, Design,
Development, Implementation, and Evaluation.
The subjects in this study were third grade students of SD Negeri Burengan 2 Kediri
City. In addition, the third grade teacher was also involved as a respondent in the needs
analysis and media validation stages. The population in this study were all third grade
students, while the sample was determined based on purposive sampling technique,
namely the selection of samples intentionally in accordance with the research objectives.
The media trial sample was carried out in two stages, namely limited trials and extensive
trials.
Data collection in this study was conducted using the following methods:
1. Observation: Used to find out the learning conditions and media needs in class Ill SD
Negeri Burengan 2 Kediri.
2. Interview: Conducted to the third grade teacher to explore deeper information related
to the suitability of the media with student characteristics and learning materials.
3. Validation Questionnaire: Used to assess the feasibility of media by material experts and
media experts.
4. Student and Teacher Response Questionnaire: Used to determine student and teacher
responses to the developed media.
5. Learning Outcome Test: Used to measure the effectiveness of the media in improving
students' understanding of paragraph writing material.
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The data obtained were analyzed using the following techniques:

. Qualitative data from observations and interviews were analyzed descriptively

qualitatively, namely by reducing data, presenting data, and drawing conclusions.
Quantitative data from media validation results and learning outcomes tests were
analyzed using descriptive statistical techniques, namely by calculating the percentage
of feasibility, the average score, and the gain score to measure the improvement of
learning outcomes before and after using learning media.

FINDING AND DISCUSSION

Based on the results of the research conducted, several main findings were found

that support the research objectives, namely the development of Capcut application-based
video learning media on fraction materials to improve student understanding. Some of
these findings are:

1.

Increased Level of Student Engagement:

After the introduction of video-based learning media, students showed a higher
level of engagement in the learning process. They are more interested and active as the
learning progresses, which contributes to a better understanding of the material. This is
in line with the results of the needs analysis which showed that students lacked interest
in mathematics due to monotonous teaching methods.

. Better Material Understanding:

The use of learning videos allows students to understand the concept of
fractions in a more visual and interactive way. The videos developed using the Capcut
application allow for clearer and easier-to-understand explanations, so that students can
learn the material more deeply, especially in terms of concepts that are difficult to
understand such as division and simplification of fractions.

. Improved Learning Outcomes:

Based on quantitative data analysis, there was a significant increase in students'
test scores after using the Capcut-based video learning media. This result shows that the
developed media can play an effective role in helping students understand the material
better, which ultimately results in an increase in their learning scores.

Positive Response from Students and Teachers:

Students showed a very positive response to the use of the learning video. They
found the videos more interesting than the usual learning methods. Teachers also
appreciate this media because it can help them deliver the material in a more interesting
and interactive way.

Overall, the main findings of this study support the development of video-based
learning media in improving the quality of mathematics learning, especially fraction
material, in grade |1l of SDN Burengan 2 Kediri.
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Table 3. 1 Initial design of Learning Video Media
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Table 3.2 Recapitulation of Student Practicality Questionnaire
Indicator Yes No
The design used in the Capcut app-based learning video is 20 0
attractive
The use of Capcut application-based learning videos is very easy. 20 0
Capcut application-based learning videos can increase learning 19 1
motivation.
The material contained in the Capcut application-based learning 20 0
video is easy to understand.
The Capcut application-based learning video contains questions 18 2
that can test understanding of fraction material.
The quiz contained in the Capcut application-based learning 20 0
video is easy to play.
The font shape, model and size used in the Capcut app-based 20 0

learning video are simple and easy to read.
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8. The material in the Capcut application-based learning video helps 15 5
to answer the questions.

9. Capcut application-based learning videos can be studied by 20 0
students independently or classically.

10. Learning with Capcut app-based learning videos is a lot of fun. 20 0

Total Score 192

Total Score 200

4

ah=%ﬁﬁx100%
sh

V 192
ah= mx 100%

V&h=96%
The score obtained was 96% with a very practical category which means that the

learning media developed is very practical to use in the learning process.

Table 3.3 Data from the Extensive Trial Evaluation Results

No. L::rmn:r KKTP Value Category Description
1. HA 75 100 very good T
2. KA 75 100 very good T
3. KAP 75 90 very good T
4. A 75 80 very good T
5. K 75 80 very good T
6. KM 75 80 very good T
7. NAA 75 80 very good T
8. NAP 75 80 very good T
9. RR 75 80 very good T
10. R 75 100 very good T
11. 5 75 90 very good T
12. SZ 75 60 lack TT
13. SR 75 100 very good T
14. Tl 75 100 very good T
15. I 75 100 very good T
17. PA 75 90 very good T
18. ST 75 100 very good T
19 W 75 100 very good T
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20. ZA 75 70 lack 1T

The results of the written test of each student were interpreted with classical
completeness to determine the effectiveness of the product developed. The formula for
classical completeness is.

lotion = Number of students completed 100%
COMPLEHIOn = =\ imber of all learners °

18
completion = 20 x100% = 90%

The percentage results obtained from the evaluation results that met the classical
completeness criteria in the broad trial were 90% with a very effective category, which
means that the product can be used in the learning process.

DISCUSSION

Based on the results of the research that has been conducted, Capcut application-
based video learning media is proven to be effective and practical in improving the quality
of learning fraction material in grade Ill SDN Burengan 2 Kediri. From the feasibility test
results, both in terms of teachers and students, there is a very high percentage, namely 93%
from teachers and 92%-96% from students. This shows that this learning media has high
attractiveness and effectiveness in creating an interesting and fun learning atmosphere.

These results show that the use of video media can stimulate the interest of
students, who were previously less interested in mathematics, to become more active in
the learning process. On the other hand, the use of videos accompanied by interesting
illustrations and animations helps visualize abstract concepts, such as fractions, so that
students can more easily understand the material being taught. This finding also shows that
video-based learning can overcome the problems faced in the early stages of the research,
such as boredom and lack of interaction in traditional learning.

In addition, the results of the effectiveness test, both in limited and extended
conversations, which showed a classical pass rate of up to 90% and a high grade point
average (82-91), confirmed that the use of this media is effective in improving students'
learning outcomes. Thus, this media can be used as an alternative in improving learning
outcomes.

The results of this study are in line with several previous studies showing that the
use of visual media, such as learning videos, can increase student engagement and
understanding of the material (Sari, 2020; Pratama, 2021). As stated by Mayer (2005), the
use of appropriate visual media can help in facilitating students' understanding of difficult
material. The use of animations and illustrations in learning videos was also found to be
effective in increasing students' attention and interest (Hassan & Mahmood, 2016).
Therefore, the development of video-based learning media is in accordance with the
theories of multimedia learning and constructivism that suggest the use of various types of
media in the learning process.
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Although the results showed significant effectiveness, there are some limitations
that need to be considered. First, this study was only conducted in one elementary school
in Kediri with a limited number of samples (10 students for the limited trial and 20 students
for the extensive trial). The results of this study may not be fully representative if applied in
other schools with different student characteristics. In addition, this study only focused on
the practicality and effectiveness of video media, and did not explore the long-term impact
of using this media on students' understanding of mathematics concepts outside the
classroom.

Another limitation is the use of one type of application (Capcut) for the
development of learning media. The use of other applications or software with more
advanced features could give different results. Further research involving different types of
software or multimedia learning platforms can provide a broader understanding of the
effectiveness of learning media.

Based on these findings, there are several implications to consider, both for future
research and for practical application in the classroom.

1.  Suggestions for Further Research: Further research should involve more schools and
a larger sample of students, and measure the long-term impact of using video learning
media on students' concept understanding in various subjects. Research could also
include a more in-depth analysis of aspects of student-teacher interaction in video-
based learning.

2. Suggestions for Practical Applications: This video-based learning media can be
adapted for use in other schools, with relevant material adjustments. Teachers can
also be trained to develop their own learning videos, using more accessible
applications, to maximize the potential of technology in supporting more interactive
and engaging learning. The application of this media in the learning process is not only
limited to mathematics, but can be extended to other materials that require an
understanding of visual concepts.

Thus, this research contributes significantly to efforts to improve the quality of
learning in elementary schools through technology-based learning media innovations that
can increase student motivation and understanding.

CONCLUSION

Based on the results of research and analysis that has been done, the response of
students to the use of this media is generally very good and it can be concluded that this
learning video has great potential in optimizing the learning of fraction material in class lll.
This can be proven by the results of evaluation questions that have been done by students
who get a percentage value of 90% so that the learning media developed is very effective
to be used in the learning process in the classroom. So it can be concluded that the Capcut
application-based learning media on fraction material in grade Ill SDN Burengan 2 Kediri is
very valid, practical and effective for use in the learning process in the classroom.
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