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ABSTRACT

This research was conducted based on an analysis of the needs and problems that occur in the learning process. The
occurrence of the Covid-19 pandemic made learning less than optimal so that students had difficulty in understanding
the teaching materials. To optimize mathematics learning, it is necessary to develop learning media according to the
needs of students. This research aimed to produce problem-oriented mathematics learning videos on scale material for
the fifth-grade students at Public Elementary School No. 2 Ketewel, and to find out its validity. The type of research is
a development research using the ADDIE model (Analyze, Design, Development, Implementation, Evaluation). The
subjects of this study were subject content experts, instructional design experts, instructional media experts, and three
fifth-grade elementary school students. The data collection instrument used was a questionnaire. The research data were
collected using the method of observation, interviews and questionnaires. Data were analyzed using quantitative
descriptive analysis and qualitative descriptive analysis. The results of this study indicated the process of developing
problem-oriented mathematics learning videos on scale material for the fifth-grade elementary school students through
the analysis, design, development, and evaluation stages. The results of the validity test of the instructional videos by
instructional design experts obtained a percentage score of 85.41% with good qualifications. The results of the validity
test of the instructional videos by instructional media experts obtained a percentage score of 85% with good
qualifications. The results of the validity test of the instructional videos by subject content experts obtained a percentage
score of 87.5% with good qualifications. The results of the validity test of the instructional video by individual trial
subjects obtained a percentage score of 95.66% with very good qualifications. Therefore, the problem-oriented
mathematics learning on scale material for the fifth-grade elementary school students is valid for use in the learning
process.
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1. INTRODUCTION The challenges of the times require humans to be able
to develop abilities that are relevant to the needs of life

The expected learning conditions and environments  such as the ability to work together, think critically,

in the 21st century is a learning process in which there
are HOT (high order thinking) activities. Learning that is
accompanied by HOT activities such as problem solving
is able to improve students' critical and creative thinking
skills [1]. However, the covid-19 pandemic has caused
learning to be suboptimal, including in training students'
critical thinking skills. To optimize learning, it is
important to have learning media that are suitable for the
needs of students. The use of learning media is able to
influence the conditions and learning environment [2].

analytically, creatively and innovatively. The integration
of all these abilities can be in the form of expertise in
solving problems, especially life problems. The
importance of education is reflected in the vision of
national education, namely the realization of the
education system as a strong and authoritative social
institution to empower all Indonesian citizens to develop
into qualified human beings so that they are able and
proactive in responding to the challenges of the ever-
changing times [3].
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Problem-solving abilities can be developed from an
early age through learning mathematics. Mathematics is
a scientific discipline that deals with numbers and
calculation activities so that it can have an impact on
students' thinking abilities [4]. Mathematics is used as a
means to develop scientific thinking skills which is one
of the vital needs to survive in the pace of life [5].
Mathematics is used as the basis for mastery of science
and technology [6]. In line with that, mathematics as an
abstract symbolic system requires reasoning and critical
thinking in imagining mathematical theories and
concepts through the power of imagination which will
have an impact on their understanding of mathematical
material [7].

Based on the results of Pisa 2018, the mathematics
ability of students in Indonesia is still low when
compared to the OECD average, around 28% of students
in Indonesia reached level 2 or higher in mathematics
(OECD average is 76%). Meanwhile, only 1% of
students in Indonesia could reach level 5 or higher in
mathematics (OECD average of 11%) compared to China
which reached 44%. Achieving levels 5-6 requires the
ability to model complex situations, select, compare,
evaluate, and problem-solving strategies [8].

Problem solving is an effort to solve problems by
using certain procedures that require reasoning and
critical thinking to be able to find solutions [9]. Problem-
solving questions are not the types of questions that are
solved by regular / routine procedures but rather by a
challenging process [10]. Learning with problem-solving
activities such as illustrating mathematical objects and
their  realization can help improve students'
understanding of mathematical concepts and theories [5].
There are four stages of problem solving, namely (1)
understanding the problem, (2) planning, (3)
implementing the plan, and (4) looking back [11].
However, problem solving activities are prone to make
students confused and less motivated. Therefore, learning
media are needed to support the effectiveness of
mathematics learning.

Mathematical principles or concepts should be
presented in concrete form, which can be done by
visualizing objects in mathematics learning with the help
of learning media [12]. Mathematics learning is learning
about science related to certain symbols that requires
methods, techniques, approaches, strategies, or media in
the learning process so that students are able to
understand mathematics and apply it to everyday life or
at a higher level [13]. The use of learning media is very
important in helping students understand mathematical
concepts [14].

Learning media is anything that can transmit
messages or information so that it can stimulate students'
thoughts, feelings, interests and attention [12]. Learning
media is defined as a channel for delivering educational
messages [15]. Learning media is a tool that helps
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teachers deliver teaching material so that it encourages
students to pay attention to this material [16]. The use of
learning media is able to influence the conditions and
learning environment [2]. The more effective the learning
media is, the more conducive the learning environment
is. Good learning media are media that are in accordance
with the characteristics of students. The characteristics of
elementary school students are still happy to play, like to
move, like to imitate, like to feel and do things directly,
and enjoy working in groups [17]. It can be concluded
that learning media are all forms of intermediaries that
help or facilitate teachers in conveying information and
learning messages effectively while influencing the
conditions of the learning environment that stimulate the
thoughts, feelings, interests, and attention of students.

The use of technology in making learning media can
help facilitate the visualization of abstract mathematical
theories so that learning will be more easily conveyed to
students. This visualization can be provided through
instructional videos. The Latin term for video is vidi or
visum which means seeing, having visual abilities or
vision [18]. Video is an audio-visual type of learning
media that involves the senses of sight and hearing [19].
Learning videos are able to convey information, show
processes, explain complex concepts, teach skills, set the
pace of time, and encourage the emergence of certain
attitudes [20]. Learning videos are able to bring real
situations into the classroom through visual real pictures
so that learning becomes livelier and more interactive
because it can motivate student curiosity [21].

One approach to make it easier for students to develop
problem-solving skills is the contextual approach. The
contextual approach is an approach that shows the natural
conditions of knowledge through the presentation of
concepts. The concept presented links the teaching
material with the context in which the material is used so
that the learning experience is more relevant and
meaningful in building student knowledge. At a higher
level, students are able to apply their knowledge to solve
complex real-world problems [22]. Learning becomes
meaningful when it is associated with real-world
situations by presenting in contextual situations [23]. The
contextual approach sees the need for flexible transfer of
knowledge through one problem into another [24].
Mathematics learning should begin with the introduction
of contextual problems that are appropriate to the real
situation of students [25]. Research shows that a
contextual approach can improve students' critical
thinking skills [26].

Contextual problems are problems that use situations
experienced directly by students in real life or situations
that occur in the surrounding environment [27].
Contextual problems are problems that contain real
experience situations for students related to their daily
lives [28]. Contextual problems are problems that contain
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context about real objects or abstract objects such as
facts, concepts, or mathematical principles [29].

Thus, the introduction of problems based on a
contextual approach can make it easier for students to
understand problems and increase student motivation to
solve them. Research scientifically showed that the use
of a contextual approach in the learning process is able to
improve understanding and learning outcomes of the
fifth-grade students of Public Elementary School No. 13
Pangkalpinang in mathematics in the subject matter of
comparison and scale [30]. Therefore, this contextual
approach can be applied in learning scale concepts. Scale
is a concept related to comparison and measurement.
Scale is knowledge that is very useful in everyday life,
such as in making maps, plans for house locations, and
for making building models [31]. Scale learning that is
oriented to contextual problems is expected to help
develop students' ability to reason, think critically and
creatively. Problem-oriented scale learning is easier to
understand if it is assisted by instructional videos,
because studying scale concepts requires imagination and
creativity when linked in everyday life.

In line with the various research results above, based
on the results of interviews with the fifth-grade teachers
at Public Elementary School No. 2 Ketewel, mathematics
is still a difficult subject for most students. Teachers also
have difficulty explaining mathematics material to
students, especially abstract theories. The combination of
abstract mathematics and the Covid-19 pandemic
situation has made teaching mathematics to be repeated
multiple times to be understood by the students. One of
the contributing factors is the students' lack of training in
problem solving skills. Optimizing learning and
practicing problem-solving skills requires assistance
from learning media. Teachers still use instructional
videos that are not structured and systematic so that their
feasibility is not yet known. The learning videos used do
not contain the delivery of concepts from the material
discussed and have not made students practice their
problem-solving skills. Making instructional videos
requires analysis of various components so that it can be
said to be feasible as a learning medium. One of the
components that need to be considered in making
instructional videos is the clarity of the storyboards used,
with the aim that the learning videos can be more
effective, efficient and systematic. Teachers have limited
time to develop feasibility learning videos. This is due to
the large number of academic and non-academic tasks
that the teacher must complete, such as taking care of
administrative matters which take up a lot of teacher
time.

Based on the results of the problem analysis and
learning needs, it is necessary to develop media in the
form of problem-oriented mathematics learning videos
on scale material for the fifth-grade students at Public
Elementary School No. 2 Ketewel. Through this media it
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is expected to increase student motivation through the
introduction of meaningful and contextual problems so
that it is hoped to have an impact on students' problem-
solving abilities.

2. METHODS

The type of this research is research and development
(R&D). The development model used was the ADDIE
model (Analyze, Design, Development, Implementation,
Evaluation) as a guide in producing products and testing
their validity. Based on the selected design research
model, the research procedures used in research and
development  consisted of  Analysis, Design,
Development, Implementation, and Evaluation stages.

The first stage is the analysis stage that was carried
out to determine the needs and problems that exist in
Public Elementary School No. 2 Ketewel. The next stage
is the design stage that was carried out to clarify and
facilitate video development. The development stage was
carried out by developing instructional videos and
conducting product trials that were consisted of subject
content expert tests, learning design expert tests, learning
media expert tests, and individual trials. The
implementation stage was carried out by applying the
product in the learning process. However, the small
group trial and field trials were not carried out due to
limitations caused by the Covid-19 pandemic. The
evaluation stage was carried out to measure and assess
the learning videos that have been applied at each stage
to improve or improve the results of the products
developed.

The research was conducted at Public Elementary
School No. 2 Ketewel with the trial subjects consisting of
subject content experts, learning design experts,
instructional media experts, and three fifth-grade
elementary school students. The instrument used to
collect data was a questionnaire. The data collection
method used was the non-test method which includes
observation, interviews, and questionnaires. The data
obtained were in the form of quantitative data and
qualitative data so that the data analysis techniques used
were quantitative descriptive analysis techniques and
qualitative  descriptive analysis techniques. The
quantitative descriptive analysis method is a way of
processing or analyzing data by systematically compiling
in the form of numbers and or percentages regarding an
object under study, so that a general conclusion can be
obtained [32].

The score data obtained from experts in this study
were analyzed using a Likert scale consisting of 4
categories as shown in the following table.
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Table 1. Category of Likert Scale Assessment with a
Scale of 4

No Score Statement Statement

Positive Negative

1 4 1 Strongly Agree / SA
2 3 2 Agree /S

3 2 3 Disagree / D

4 1 4 Strongly Disagree / SD

(Source: [31])

The data were analyzed using the following formula:

__ X(answer x weight of choice)

P x100% (1)

n x highest weight

Furthermore, to calculate the percentage of the entire
subject, the following formula was used.

Percentage = (F: N) x 100%

The criteria for decision making used a conversion scale
of five achievement levels.

Table 2. Conversion of Level Achievement

Level (%) Qualification | Description

90-100% | Very Good No need to revise
75-89% Good Slightly revised
65-74% Sufficient Revised sufficiently
55-64% Lacking Many things revised
0-54% Very Lacking Product was recreated

Qualitative descriptive analysis is used to interpret the
data in the form of qualification criteria such as very
good, good, sufficient, lacking, very lacking.

3. RESULTS AND DISCUSSION

The results of the research on the development of
problem-oriented mathematics learning videos described
the design and development of media development and
the results of the validity of the development of
instructional videos.

The design and development of problem-oriented
mathematics learning video development was guided by
the ADDIE model (Analyze, Design, Development,
Implementation, Evaluation). The first stage was the
analysis stage. At this stage, an analysis of needs and
problems was carried out which includes analysis of
student characteristics, analysis of content and facilities,
analysis of basic competencies. Student characteristics
were analyzed to determine the condition of the fifth-
grade students at Public Elementary School No. 2
Ketewel. Based on the results of interviews with teachers
at Public Elementary School No. 2 Ketewel, students at
Public Elementary School No. 2 Ketewel tended to have
difficulty in understanding mathematics because of its
abstract nature so that it is difficult to imagine. The
combination of abstract mathematics with the Covid-19
pandemic situation made teaching mathematics to be
repeated multiple times so that it could be understood by
students. This statement is in line with Piaget's cognitive
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theory which stated that elementary school children aged
7-11 years are still in concrete operational thinking.
Research showed students would not be able to solve
abstract problems, unless they can present them in a real
or visual way [34]. One of the learning media that can
present reality through visualization is learning videos.
Based on these needs and problems, an audio-visual
media that is able to provide visualization as well as
verbalization is needed so that students can be more
interested and easier to learn mathematics. Furthermore,
an analysis of the selected material was carried out based
on the characteristics of the students. The product
developed was a problem-oriented mathematics learning
video on the fifth-grade material so that the selected
material was limited to the fifth-grade elementary school
material. After deciding to choose the scale material, then
an analysis of the competencies that must be mastered by
students was carried out after using the developed
product. The competency analysis carried out was an
analysis of basic competencies (KD) and learning
indicators on scale material for the fifth-grade elementary
school students.

The second stage is design. At this stage the concept
began to be designed with attention to the needs and
problems that have been analyzed. At this design stage,
attention was also given to the learning approach that was
used as the basis for designing the instructional video.
The learning approach used was a contextual approach
oriented to contextual problems. At this stage,
identification of the software that would be used to make
the learning videos was conducted. The software used
were Wondershare Filmora, PowerPoint, and Adobe
Animate. Next was to make a flowchart of the learning
video which includes the opening (material title, learning
objectives, perception) material, practice questions,
evaluation and closing. After making a flowchart, the
next step was to proceed with making a storyboard to
clarify the production process. The storyboard contained
a collection of pictures accompanied by a description of
the sound elements that would be edited into a complete
learning video. In addition, at this stage a learning
implementation plan (RPP) was also drawn up, and
instruments for product validation were also made. The
learning videos were designed to be as attractive as
possible so that the problems can be conveyed in an
attractive manner. Problem solving is done by referring
to the theory of patterns, namely (1) understanding the
problem, (2) planning, (3) implementing, and (4)
checking the truth. Contextual problems are presented
through mission-completing games designed to be played
independently or in groups. However, it is recommended
to be played in groups so that learning becomes more fun
and collaborative. Problems are also presented in order
from easiest to most difficult. The learning videos contain
pictures that support the scale material so that students
can observe the images and more easily understand the
scale material.
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The third stage is the development stage. At this
point, the learning video was developed in a systematic
step-by-step way, which includes recording pictures,
recording sound, editing pictures and sound (video
editing), exporting the video and inserting it on a CD-R.
Some of the scenes in the video were created using the
PowerPoint application and some were created using the
Adobe Animate and Wondershare Filmora application.
The final editing process was carried out using filmora
software including the audio editing. In addition, at this
stage a CD-R cover design was also made as well as the
product usage instructions and the learning
implementation plans (RPPs), afterward validity tests
through product trials were carried out. The validity test
of problem-oriented learning videos was assessed by
subject content experts, instructional design experts,
instructional media experts and also assessed by students
during individual trials. The instrument used was a
questionnaire. The results of the assessment were
followed up in the form of media improvements if
necessary.

The fourth stage is implementation. At this stage, the
learning videos that have been produced were then tested
in the learning process to determine the effectiveness of
the instructional videos that have been given. Before the
video was implemented, experts validated the product,
including subject content experts, instructional media
experts, and instructional design experts by filling out the
guestionnaire given. However, the small group trial and
field trials could not be carried out due to limitations
caused by the Covid-19 pandemic.

The fifth stage is the evaluation. At this stage, an
evaluation was carried out to assess the learning videos
that have been applied at each stage in order to improve
the results of the products developed. The assessment
carried out only includes validation of subject content
experts, learning design experts, learning media experts,
and individual trials due to limitations that were caused
by the Covid-19 pandemic.

The validity of this problem-oriented mathematics
learning video was measured from the results of the
assessment of subject content experts, learning design
experts, instructional media experts and individual trials.
The instrument used to determine the validity of the
instructional video was a questionnaire. The problem-
oriented mathematics learning video that has been
developed was first tested for its feasibility by three
experts, namely subject content experts, instructional
design experts, and instructional media experts. After
being declared feasible by the three experts, the validity
test of the learning video was continued with an
assessment of individual trials. The validity test results
obtained can be seen in the following table.
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Table 3. Validity Results of the Learning Video
Development

" " Results Qualification
e S ‘Validit% Percentage

1 Learning Design 85.41 Good
Expert Test

2 Learning Media 85 Good
Expert Test

3 | Subject Content 87.5 Good
Expert Test

4 Individual Trials 95.66 Very Good

Based on the acquisition of the validity test, it can be
concluded that the problem-oriented mathematics
learning video on scale material for the fifth-grade
elementary school students was valid so that it is suitable
to be used in the learning process. In line with the
acquisition of the validity test, the trial subjects also gave
several comments and suggestions in response to the
product being tested and for product improvement.

Table 4. Suggestions and Comments from Experts

g Suggestions and -
Validators Comments Revision

Subject Operations should Removing the
Content not be operated as unit on
Expert 2m x 3 mbut as arithmetic
(2x3) unit area. operations
Learning Storyboard should Fixing the
Media be improved. storyboard by
Expert Dubbing should be filling in the
completed video and audio
column
Finishing the
dubbing part

Table 5. Comments on Product Development in
Individual Trial

No. Comments and Suggestions Revision |
1. I am very motivated to learn math -
using video lessons and | can
know the scale well.

2. I am very happy watching this -
math lesson video, | understand
more about scale learning

3. I am very excited to learn about -
map scale, and | can see clearly
the video.

The final result of developing this problem-oriented
mathematics learning video can be seen in Figure 1 and
Figure 2 below.
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Figure 1. Initial Display of Learning Videos
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Figure 2. Video Content Display
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This development research resulted in a product in the
form of a problem-oriented mathematics learning video
on scale material for the fifth-grade students at Public
Elementary School No. 2 Ketewel. This media was
developed to facilitate students in understanding the scale
material in more depth by providing contextual problems.
Even though students are presented with contextual
problems, learning can still be fun because problem
presentation is also conveyed through mission
completion games. The presentation of problems through
games makes the problems no longer feared by students.
This statement is supported by comments and
suggestions given by students in the individual trial
assessment questionnaire. The three respondents said that
through problem-oriented mathematics learning videos
on scale material for the fifth-grade elementary school
students, it could make them understand the scale better
and it was more fun. In addition, the presentation of
contextual problems also begins with easy problems
leading to more difficult level problems so that students
can be led to be able to solve the problems given. Problem
solving is done by referring to the theory of patterns,
namely (1) understanding the problem, (2) planning, (3)
implementing, and (4) checking the truth. In problem
solving efforts, students are designed to collaborate and
discuss with their group friends so that learning becomes
more collaborative and fun. [35] suggested that the
application of group work methods in solving joint
problems can make learning more effective. The media is
also accompanied by supporting pictures that are relevant
to the material so that it can make it easier for students to
understand the scale material.

In line with the quality of the product produced, the
validity test results showed that the problem-oriented
mathematics learning video is valid so that it is suitable
for use in the learning process. These results are also due
to the development of instructional videos using the
ADDIE model which consists of the analysis, design,
development, implementation and evaluation stages.
However, the implementation stage was not carried out
due to limitations caused by the Covid-19 pandemic. This
is supported by the statement that the ADDIE model has
a systematic nature and is based on the theoretical
foundation of learning design so that it can solve learning
problems according to the needs and characteristics of
students [36].

Based on the results of the expert's assessment of the
subject content of the learning material components, the
score ranges from 3 (good) and 4 (very good).
Assessment criteria on aspects of learning materials
include: (a) curriculum, (b) material, and (b) grammar.
The quality of the learning material aspects received a
good score with a percentage of 87.5% from the subject
content experts. Each material has its own characteristics
so that it can be used as a consideration in the
presentation and selection of the material. [37] argued
that in essence mathematics is a science that deals with
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structures, relationships and abstract concepts that are
developed logically. Even though mathematics is the
science of abstract concepts, its teaching can also be done
by manipulating concrete objects through analogy
techniques or by providing illustrations from the real-life
context of students or the surrounding environment. [5]
also argued that mathematics is a science that is used as
a means of developing scientific thinking skills which is
essentially one of the vital needs to be able to survive in
the pace of social life. Therefore, studying mathematics
is not only about learning knowledge but also being able
to provide certain skills. Thus, based on the results of the
assessment of the subject content experts, it can be
decided that the problem-oriented learning video is valid
and feasible to be given to students and used in the
learning process, especially in mathematics on scale
material for the fifth-grade elementary school students.

Based on the results of the assessment of problem-
oriented mathematics learning videos from instructional
design experts on the learning design components, the
final score ranges from a score of 3 (good) and a score of
4 (very good). Learning design assessment criteria
include: (2) objectives, (b) strategies, and (c) evaluation.
The quality of the learning design received a good score
with a percentage of 85.41% from the instructional
design experts. Good learning design greatly affects
learning outcomes. According to [38] if the learning
design is poorly designed or used, the learning process
and results will also be less good, inefficient, and less
motivating. Therefore, it is necessary to have linkages
between components in learning planning. [39]
suggested that in the preparation of a learning
implementation plan, there is a need for a link between
Kl and KD, learning materials, learning activities,
assessments, and learning resources. Thus, based on the
results of the assessment of the learning design, it can be
decided that the problem-oriented learning video is valid
and feasible to be given to students and used in the
learning process, especially in mathematics on scale
material for the fifth-grade elementary school students.

Based on the results of the assessment of the problem-
oriented mathematics learning video from the results of
the assessment of instructional media experts on the
learning media components, the score ranges from a
score of 3 (good) and a score of 4 (very good). Learning
media assessment criteria include: (a) technical, and (b)
display. The quality of learning media received a good
score with a percentage of 85% from the instructional
media experts. The use of instructional videos has an
important role in optimizing the learning process and
outcomes. Learning videos can help visualize
mathematical theories, facts, and concepts to become
more realistic. [40] suggested that instructional videos
are media capable of conveying messages and
information through a combination of sound and image
elements. Learning videos are classified as audio-visual
media because of their ability to show objects, places and
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events through a moving image format accompanied by
audio. Thus, based on the results of the assessment of
instructional media experts, it can be decided that the
problem-oriented learning video is valid and feasible to
be given to students and used in the learning process, in
mathematics on scale material for the fifth-grade
elementary school students.

Based on the results of the assessment of problem-
oriented mathematics learning videos from students on
individual trials of the learning media components, the
score ranges from a score of 2 (good) and a score of 1
(very good). The criteria for assessing learning media
include: (a) appearance, (b) material, (c) motivation, and
(d) use. The quality of the instructional videos received a
very good score with a percentage of 95.66% of the
results of individual trials. This percentage is also
supported by comments given by students on problem-
oriented mathematics learning videos, which received a
positive response from students. The use of instructional
media will greatly help teachers and students in the
learning process so that it will have an impact on student
interest and motivation. [41] explained that learning
media is anything that can transmit messages or
information so that it can stimulate students' thoughts,
feelings, interests, and attention. [16] explained that
learning media is a tool that can help teachers deliver
teaching material to students so as to encourage students
to pay attention to the material presented. One of the
learning media that is able to visualize mathematical
theories and concepts is learning videos. Through the
provision of problem-oriented mathematics learning
videos, students can understand the scale better but while
still having fun. This is because the problem-oriented
mathematics learning video on this scale material is
designed by delivering the material through mission
games. Fun learning can make students more motivated
to learn mathematics and develop their thinking power.
Thus, based on the results of the assessment from
individual trials, it can be decided that the problem-
oriented learning video is valid and feasible to be given
to students and used in the learning process, especially in
mathematics on scale material for the fifth-grade
elementary school students.

The results of this study are supported by findings
from pre-existing research, namely the results of research
from [42] that showed that problem-based learning
videos can improve student learning outcomes in the
subject of PJOK in the fifth-grade elementary school
students. The results of the study from [2] showed that
learning videos using problem solving and wondershare-
assisted model on statistical material were more effective
than conventional model learning. The research results
from [43] showed that learning tools with problem-
posing approaches were effective to be applied in scale
learning in the fifth-grade elementary school students.
Research results from [44] showed that motion graphic
media was effective in the learning process. In addition,
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the results of research from [45] showed that the use of a
contextual approach in learning could improve the
mathematical representation skills of students with high,
medium, and low categories compared to conventional
approaches. Research results from [26] showed that
contextual teaching and learning approach could better
improve students' mathematical critical thinking ability
compared to using the traditional teaching and learning.

Therefore, the development of problem-oriented
mathematics learning videos on scale material for the
fifth-grade elementary school students helps overcome
the learning problems, especially training students in
solving contextual problems. Based on the assessment of
experts and individual trials, the learning video is valid
for use in the learning process.

4. CONCLUSION

Based on the results of the discussion, the conclusion
of this development research is that the design of
problem-oriented mathematics learning videos using the
ADDIE development model includes the analysis,
design, development and evaluation stages. However, the
implementation stage could not be carried out. The
results from the validity tests of the development of
problem-oriented mathematics learning videos showed
good scores and qualifications from instructional design
experts, instructional media experts, subject content
experts. In addition, it also received a very good scores
and qualifications from individual trials. Based on the
assessment of experts and individual trial subjects, it is
known that problem-oriented mathematics learning
videos are valid so that they are suitable for use in the
learning process to help solve learning problems,
especially in online mathematics learning. Suggestions
that can be put forward are that the results of this study
can be used as a reference for relevant research or can be
further developed. In its development, an effectiveness
test stage shall be added.
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