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Abstrak

Penelitian ini dilatarbelakangi oleh rendahnya kemampuan menulis teks anekdot siswa di MA Muhammadiyah 01
Medan yang memerlukan inovasi media pembelajaran agar proses belajar menjadi lebih menarik dan efektif. Tujuan
utama penelitian ini adalah mengembangkan media pembelajaran berupa video karakter yang valid, praktis, dan
efektif dalam meningkatkan keterampilan menulis teks anekdot pada siswa kelas X. Penelitian menggunakan
pendekatan penelitian dan pengembangan (Research and Development/R&D) dengan model ADDIE, yang mencakup
tahap analisis, desain, pengembangan, implementasi, dan evaluasi. Subjek penelitian terdiri dari siswa kelas X dan
para ahli yang melakukan validasi konten, media, dan bahasa. Teknik pengumpulan data meliputi observasi, angket
validasi ahli, angket kepraktisan dari guru dan siswa, serta post-test untuk mengukur peningkatan hasil belajar siswa.
Hasil validasi ahli menunjukkan bahwa media video karakter sangat layak digunakan, dengan skor validitas tinggi.
Uji kepraktisan yang diperoleh dari angket guru sebesar 97%, angket siswa sebesar 89%, serta keterlaksanaan
pembelajaran mencapai nilai 91 pada kategori sangat baik, mengindikasikan bahwa media ini sangat cocok dan
mudah diaplikasikan dalam proses pembelajaran. Selain itu, hasil post-test memperlihatkan peningkatan signifikan
kemampuan siswa dalam menulis teks anekdot setelah menggunakan media video karakter. Temuan ini menegaskan
bahwa penggunaan media video karakter mampu memberikan pengalaman belajar yang lebih interaktif dan
kontekstual dibandingkan metode konvensional seperti ceramah. Penelitian ini memberikan kontribusi penting dalam
pengembangan media pembelajaran digital khususnya pada mata pelajaran Bahasa Indonesia, serta dapat dijadikan
referensi bagi pendidik dalam mengembangkan materi pembelajaran yang sesuai dengan kebutuhan dan minat siswa.

Kata Kunci: media pembelajaran, video karakter, teks anekdot

Abstract

This study was motivated by the low ability of students at MA Muhammadiyah 01 Medan to write anecdotal texts,
which requires innovative learning media to make the learning process more engaging and effective. The primary
objective of this research was to develop a character video learning media that is valid, practical, and effective in
improving the anecdotal text writing skills of tenth-grade students. The study employed a Research and Development
(R&D) approach using the ADDIE model, which includes analysis, design, development, implementation, and
evaluation stages. The research subjects consisted of tenth-grade students and experts who validated the content,
media, and language aspects. Data collection techniques included observation, expert validation questionnaires,
practicality questionnaires for teachers and students, and post-tests to measure students’ learning outcomes. Expert
validation results indicated that the character video media is highly feasible for use, with high validity scores.
Practicality tests from teacher questionnaires scored 97%, student questionnaires scored 89%, and learning
implementation scored 91, all categorized as very good, indicating that the media is highly suitable and easy to apply
in the learning process. Moreover, post-test results showed a significant improvement in students’ ability to write
anecdotal texts after using the character video media. These findings confirm that the use of character video media
provides a more interactive and contextual learning experience compared to conventional methods such as lectures.
This study contributes significantly to the development of digital learning media, particularly for Indonesian language
subjects, and can serve as a reference for educators in creating learning materials that align with students’ needs and
interests.
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1. INTRODUCTION

Writing is an important language skill to be
mastered by every student in school. Writing is a
high-level language skill that reflects the ability
to think in a structured, critical, and reflective
manner (Rofiuddin, 2013; Wahid, 2021; Wahid et
al., 2022). This skill is an important indicator in
measuring students' literacy skills and their
readiness to face academic and social challenges
in the information age. However, writing is also a
complex skill because it requires mastery of
linguistic aspects (structure, vocabulary, syntax)
and non-linguistic aspects (logic, coherence,
clarity of ideas) (Karadeniz, 2017; Ruegg &
Sugiyama, 2013; Smirnova, 2019; Suyitno, 2012;
Wahid et al., 2020). Writing activities are not
only mechanistic, but also expressive and
cognitive.

Anecdotal text is one type of text taught in
the Indonesian language curriculum at the Senior
High School (SMA) level. Anecdotal text is a text
that contains a short story that is humorous or
satirical, which usually describes real or
imaginary events related to certain characters
(Firmansyah & Firmansyah, 2018; Sari et al.,
2017; Yuniarti, 2021). This text requires students'
ability to convey personal experiences or social
phenomena in a concise, critical, and humorous
manner, with the aim of conveying a moral
message or satire on social inequality, deviant
behavior, or everyday phenomena that are
considered less than ideal. Therefore, the skill of
writing anecdotal texts not only involves
linguistic aspects, but also reflective thinking,
social sensitivity, and creativity in framing
messages in a subtle but meaningful way.

Writing anecdotal text is a complex skill
because it requires integration between cognitive,
affective, and creative abilities simultaneously.
This complexity is a challenge in learning to write
at the Senior High School level, especially when
students are not yet accustomed to expressing
ideas through written forms that contain elements

of humor, criticism, and moral messages. Based
on the results of observations and interviews with
Indonesian language teachers in class X MA
Muhammadiyah Medan, it was found that most
students showed a passive attitude, lacked
motivation, and had difficulty in developing ideas
in @ humorous and communicative manner. This
condition is reflected in the achievement of
student learning outcomes which are still below
the Minimum Completion Criteria (KKM), thus
encouraging teachers to conduct remedial
learning.

The low ability of students to write anecdotal
texts cannot be separated from a number of
factors that influence the learning process. One of
the main factors is the use of repetitive teaching
materials and the use of less interesting learning
media, which ultimately has an impact on the low
active participation of students in class. In fact,
learning to write anecdotal texts should be
designed with a contextual and creative approach,
so that students are able to relate their personal
experiences and observations to the social
realities around them (Sobari & Ramadhan, 2020;
Yuniarti, 2021). This kind of approach not only
builds imagination and strengthens self-
expression, but also hones students' sensitivity in
conveying social criticism in a subtle, humorous,
and aesthetic way. Within this framework,
choosing the right learning media is a strategic
component to create a meaningful, enjoyable
learning process that has a positive impact on the
development of students' competencies as a
whole.

The application of video-based learning media
plays a strategic role in improving students'
competence and skills in writing anecdotal texts.
Video media not only functions as a means of
conveying information (Alfian et al., 2022;
Arnold, 2018; Eka et al., 2022; Rasi & Poikela,
2016), but also as a visual and auditory stimulus
that can build contextual understanding, foster
imagination, and strengthen appreciation for
elements of humor and social criticism in
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anecdotal texts. With the right approach, the use
of videos can create a more interactive, enjoyable,
and meaningful learning experience for students
(Chen & Wu, 2015; Pratiwi et al., 2021; Wahid et
al., 2024; Wibawa et al., 2022).

Research related to the use of video as a
learning medium has received much attention in
the educational literature (e.g.,Alfian et al., 2022;
Arnold, 2018; Carmichael et al., 2018; Dewi &
Kamaludin, 2022; Ellis et al., 2004; Wahid et al.,
2024). These studies generally highlight the
effectiveness of video in increasing student
engagement, facilitating conceptual
understanding, and enriching the learning
experience visually and auditorily. On the other
hand, studies on anecdotal texts have also been
conducted by several researchers who focus on
the analysis of structure, pragmatic function, and
the development of students' writing skills ( e.g.,
Mascita & Rosmayati, 2018; Sari et al., 2017;
Yuniarti, 2021)

A review of the various research studies above
shows that there has been no research that
specifically develops and applies character video-
based learning media in the context of learning to
write anecdotal texts, especially in religious
secondary education environments such as MAS
Muhammadiyah Medan. The absence of such
studies opens up important space for scientific
contributions  that integrate technological
approaches, strengthening critical literacy, and
internalizing character values in language
learning. Therefore, this research occupies a
strategic position in filling the gap in studies and
is expected to be able to present contextual,
meaningful, and relevant learning innovations to
the needs of students in the digital era.

2. METHOD

This research is included in the category of
research and development (R&D), which aims to
produce and test the effectiveness of a learning
product, in this case in the form of character video
media for learning to write anecdotal texts.

Research and development aims to create
applicable products in the world of education
through the process of identifying needs and
empirical testing (Sugiyono, 2016). This research
was conducted at MA Muhammadiyah 01
Medan, with the background of the researcher's
teaching practice experience for three months and
observations of the learning needs of class X
students at the school.

The research procedure was carried out
through several stages, starting from needs
analysis, planning, development of character
video media products, validation by material and
media experts, limited trials in class, evaluation
of media effectiveness, to revision and wider
trials. All of these stages are designed to ensure
that the media developed is not only technically
feasible to use, but also effective in improving
students'  writing  skills.  The  research
implementation time is planned from May 2025
to completion, following the academic calendar
of the odd semester of the 20242025 academic
year.

Data collection was carried out through a
combination of quantitative and qualitative
instruments. Quantitative instruments include a
pretest and a posttest of writing anecdotal texts
given to students before and after learning using
character video media. In addition, researchers
also distributed Likert-scale-based questionnaires
to material experts and media experts to assess
the quality of the media developed. Qualitative
data were obtained from open responses in the
questionnaire as well as input and suggestions
from experts which were used as a basis for
revising the product.

Data analysis was carried out by calculating
the average value of students' writing test results
using a formula, and the results were classified
into categories: very good (90-100), good (72—
89), sufficient (51-71), and less (<50). In
addition, expert assessments of the media were
analyzed to assess the appropriateness of the
content and appearance of the media. Student
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responses were also analyzed descriptively to
determine the extent to which character video
media was accepted and had an impact on
learning. With this approach, the study is
expected to produce valid, practical, and effective
learning media to improve anecdotal text writing
skills contextually in religious secondary
education environments.

3. RESULTS AND DISCUSSION

The presentation of research results in this
section is systematically arranged based on the
ADDIE paradigm approach (Analysis, Design,
Development, Implementation, Evaluation),
which is an instructional development model
widely used in education to design, develop, and
evaluate learning programs or products
continuously. Each stage in this model is
interrelated and serves as a foundation to ensure
that the resulting learning product—in this case,
character video media for anecdotal text
learning—is not only pedagogically relevant, but
also effective in improving student learning
outcomes. This approach was chosen because of
its flexibility in adapting to diverse learning
contexts, as well as its ability to bridge
educational theory and empirical field practice.
Therefore, the presentation of the results of this
study will describe in detail the process of needs
analysis, media design planning, product
development process, implementation of field
trials, to evaluation of student learning outcomes
and the effectiveness of the developed learning
media.

Analys

This research began with observation and
interview activities at MA Muhammadiyah 01
Medan as a form of preliminary study to identify
learning needs and problems. During the three-
month implementation of the Field Experience
Practice (PPL), the researcher conducted direct
observations of the Indonesian language learning
process, especially on the material of writing

anecdotal texts. Based on the results of interviews
with subject teachers, it was found that the
anecdotal text material was one of the topics that
was considered the most challenging for students.
The main difficulty experienced by students lies
in their low understanding of the structure,
content, and social function of the anecdotal text
itself.

The teacher revealed that the learning methods
that have been used so far are dominated by
lectures and limited discussions, without being
supported by varied or innovative learning media.
This causes students to tend to be passive and less
actively involved in the learning process. The
limitations of learning media are one of the
inhibiting factors in delivering material that
actually requires contextual understanding and
critical interpretation, especially in interpreting
the elements of humor and social messages
contained in the anecdotal text.

In this context, the idea arose to develop
character video-based learning media which is
expected to be able to present a more interesting,
interactive, and contextual learning atmosphere.
Teachers also expressed interest in the use of
visual content, especially character videos, as an
alternative to conveying material that has so far
been considered abstract and less relevant to
students' daily lives. The use of such media is
expected to help students build imagination,
identify narrative structures, and express social
criticism in a creative and aesthetic way.

Design

The design stage includes lesson preparation,
media selection, subject analysis, learning
objectives, and content. The drafting stage is
another name for this stage. This stage is carried
out methodically. In other words, design is related
to the process, methodology, identification,
production, and assessment of the finished
product. The most important elements of the
design or product development plan are now
known as product components. The purpose of
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this study is to create an anecdote text product
using character films on the topic. Character
videos based on anecdote texts. Examples of
anecdote text content will be explored directly
later in the character video. The planning stage
for creating anecdote texts includes the

presentation and substance of examples of
relevant anecdote text material, as well as
displays and audio. This is done using various
reference materials, including books, journals,
and other online resources.

Figure 1. Anecdotal Text Video Display
Development

To create learning materials for anecdotal
texts that meet the structural requirements that
have a direct impact on writing anecdotal texts at
this developmental level, anecdotal text writing
assessment sheets are used both before and after
using the media. Validators will validate initial
findings at this stage. Four validators - language
experts, media experts, material experts, and
expert practitioners  (Indonesian  language
teachers) - will assess the character video learning
media product to find out whether the media can
be used or tested at the implementation stage.

Media experts verify the appearance used by
Indonesian language teachers, ensuring the
guality of the content and appearance of the
design created. Validation questionnaires are
available for wvalidators in the appendix.

Validation data will be used to generate ideas for
improvement before student testing. The tool for
product validation was developed using a Likert
scale questionnaire. This validation is part of
formative evaluation, one of the evaluation
processes.

Feasibility Test

The data obtained for the feasibility test was
obtained through material experts, language
experts and media experts. The following are the
results of expert validation:

Table. 1 Expert Validation Results

Validator Score Criteria
BDN (Material) 95 Very Valid
FR (Language) 90 Very Valid
MD (Media) 80 Very Valid
Final Result 95+90+80 Very Valid

=265/300 =
88%

Based on table 1 above, the final result of the
score obtained by the three expert validators of
material, language and media is 88% with very
valid criteria. So it can be concluded that the
digital teaching materials developed based on the
assessment of media, material and language
experts are declared very valid to be implemented
in the classroom.

Implementation

Implementation as the fourth stage of research
activities that include large group and small group
trials to collect information on the usefulness and
effectiveness of student worksheets, can also be
shown with documentation in the form of images
of research activities. After that, the questionnaire
with the media assessment tool that has been
prepared must be filled out by subject teachers
and students. Students and Indonesian language
subject teachers are asked to fill out the media
produced to fill out the questionnaire. To see its
application, participants also conducted a trial in
class. Some activities that have been carried out
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in class. The following is a summary of the trial
results:

Figure 3. Post-Media Test (Supervised by
Indonesian Language Subject Teacher)

Trial and Practicality Test

The trial of the Indonesian language subject
for grade X used 22 students, the implementation
date was April 28 to April 30, 2025. At the stage
of delivering the permit letter on April 14, 2025.
a) Practicality Test Practicality test, data was
obtained through observation sheets on the
implementation of the use of student worksheets,
teacher response questionnaires and student
response questionnaires. The following is a
description of the results of the practicality test:

Table 2. Results of the Educator Response
Questionnaire Sheet

Observer Score
ES 34:35x 100 =97

Based on table 2. The score of the
guestionnaire obtained by the observer is 97 with
very good criteria (appropriate). So it can be
concluded that the questionnaire of Indonesian
language subject teachers is satisfied, meaning

that educators feel it is very appropriate to be
implemented in the classroom.

Table 3. Results of Student Response
Questionnaire Sheet
Score Frequency Percentage Category
81-100 18 89% Very
good
61 - 80 4 11% Good
41 -60 - - Enough
21-40 - - Not
enough
0-2- - - Very less
Total 22 100% Very
good

Based on the table above, there are 22
students who filled out the questionnaire data
with the statements given in the assessment
column which are in the very good category at
89% and also good at 11%, which means that
each point of this is stated that the media used is
very good and good.

Effectiveness Test

Effectiveness test, data obtained through
student learning outcome tests. The following is
a description of the results of the effectiveness
test.

Table 4. Results of the Anecdotal Text Writing
Score Sheet Before and After Using Anecdotal
Video Media for Students

Sample After Before
22 Students Average value  Average value
=1.481 =2.022

1.481:22=67 2.022:22=91

The final result of the score obtained by
students with an average value increased by 91
with very appropriate criteria. So it can be
concluded that the character video media for the
anecdote text material that was developed as a
whole was declared effective based on the results
of student evaluations and was declared very
appropriate to be implemented in class.

Permalink/DOIL: https://doi.org/10.26618/konfiks.v12i2.18324

17


https://journal.unismuh.ac.id/index.php/konfiks

ONFIKS

urnal Bahasa, Sastra & Pengajaran

p-ISSN: 2355-2638, e-ISSN: 2746-1866, Hal. 12-21 Vol. 12 No. 2, 2025

https://journal.unismuh.ac.id/index.php/konfiks

Evaluation

At the evaluation stage in this study, the
assessment carried out focused on formative
evaluation. This is due to the main objective of
the study, namely to test the feasibility of the
developed learning media, not to measure its
overall level of effectiveness. Formative
evaluation is carried out continuously during the
development process in order to obtain feedback
from experts, so that the media can be revised and
refined before being widely used.

Meanwhile, summative evaluations such as
pre-tests and post-tests are not the main focus in
this study, because both are more appropriately
used to assess the extent to which students have
mastered the skills that have been taught, which
is the realm of effectiveness evaluation. In the
context of this development research, pre-tests
and post-tests are only part of a limited testing
process to see the potential for practical use of
media in the field.

As stated byFitria et al. (2017), media validity
test data was collected through validation forms
filled out by experts or validators who are
competent in their fields. In line with this, the
validation of character video media in this study
involved three parties, namely media experts,
material experts, and language experts. The three
validators provided an assessment indicating that
the media developed had a high level of
feasibility and practicality as a learning tool for
writing anecdotal texts. Thus, formative
evaluation is an important foundation in ensuring
the quality of the media before being
implemented more widely. This approach is in
line with the principle of quality-oriented
development which emphasizes continuous
improvement through expert validation and
limited trials. It was stated that it was very
practical based on student responses of 91 with
very practical criteria and 97 teacher responses
with  very  practical criteria at MA
Muhammadiyah 01 Medan.

DISCUSSION

The results of this study indicate that the
development of learning media in the form of
character videos has significant effectiveness in
improving students' anecdotal text writing skills.
This media is designed not only as a visual aid,
but also as a cognitive and affective stimulus that
is able to build connections between students'
learning experiences and the narrative structure
contained in the anecdotal text. This shows that
the integration of visual and verbal elements in
learning can improve students' understanding of
concepts and memory in more depth (Chen &
Wu, 2015; Kay & Kletskin, 2012; Meianti, 2018).

The assessment of the feasibility of this
character video media was obtained through
validation by experts, including material, media,
and language experts. The assessment from the
experts showed that the media was classified as
"very feasible”, which reflects the suitability of
the content, clarity of the message, visual
appearance, and alignment with learning
objectives. The results of the practicality test
through observation of the implementation of
learning reached a score of 91, while the
educator's response was at 97, and the student's
response was 89%. These values indicate that the
media is not only easy to implement in the
classroom but also positively received by all
parties involved (Donna et al., 2021; Farizi et al.,
2019; Fitria et al., 2017).The practicality aspect is
an important indicator in determining whether the
product of the development is worthy of being
integrated into a real learning system (Ernawati,
2017; Fitriaetal., 2017; Pangestu & Wafa, 2018).

The use of character videos as a learning
medium also contributes to the creation of a more
participatory and  meaningful learning
atmosphere. Learning anecdotal texts which were
previously only carried out using the lecture
method has become more interactive because
students are directly involved in observing,
understanding the context of humor, and
compiling narratives. Vygotsky (1978) in the
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Sociocultural Theory of Cognitive Development
states that social interaction and support from the
environment are very important in helping
students achieve the Zone of Proximal
Development (ZPD) (Schunk, 2012). Character
videos, in this case, act as scaffolding that
supports students' creative and critical thinking
skills.

4. CONCLUSION

The learning process of writing anecdotal
texts at MA Muhammadiyah 01 Medan shows
that the success of learning is highly dependent
on the selection of appropriate learning resources
and the teacher's ability to guide students. The
character video media developed in this study
succeeded in providing a more interesting and
applicable learning experience compared to the
monotonous lecture method. The existence of this
media encourages students to understand and
practice writing anecdotal texts contextually.

Media development was carried out by
following the stages of the ADDIE model, which
include  analysis,  design,  development,
implementation, and evaluation. The validation
results from language experts, media experts, and
material experts showed that the media was
classified as very feasible to use. In addition, the
results of the practicality test showed that the
media had a learning implementation of 91 (very
appropriate category), a questionnaire response
from educators of 97 (very good category), and a
student response of 89% (very good category).
This proves that character video media can be
used optimally in the learning process in the
classroom.

The limited scope of the study is one of the
weaknesses in the development of this media.
The research subjects only consisted of one class,
S0 it is not possible to generalize the results more
widely. In addition, the study has not fully
measured the effectiveness of the media through
systematic summative evaluation, so the long-
term influence on improving students' writing

skills cannot be ascertained in its entirety. The
results of this study contribute to the development
of digital media-based learning models,
especially in learning Indonesian. The designed
character video media is able to be an innovative
solution for delivering anecdotal text material
more interactively and enjoyably. This study can
be a reference for teachers and education
developers in creating similar learning media for
other materials and levels of education..
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