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Abstrak  

Kemampuan literasi numerasi merupakan kemampuan dasar dalam memecahkan  masalah  matematika dan  

menjadi  indikator  minimum  dalam  penilaian. Kemampuan literasi numerasi siswa yang rendah menjadi 

permasalahan saat ini. Penelitian ini bertujuan untuk melihat keefektifan pembelajaran matematika berbantuan 
Video berbasis Budaya Sumatera Barat, mendeskripsikan dan menganalisa kemampuan literasi numerasi siswa 

ditinjau dari Adversity Quotient. Penelitian ini menggunakan mixed methods dengan model sequential. Subyek 

Penelitian adalah Siswa Kelas VIII SMPN 12 Padang. Instrumen digunakan yaitu tes kemampuan literasi 
numerasi dan lembar observasi. Hasil Penelitian (1) Pembelajaran matematika berbantuan video pembelajaran 

berbasis budaya Sumatera Barat efektif terlihat dari jumlah siswa memperoleh nilai berkategori sedang sampai 
sangat baik, (2) Kemampuan literasi numerasi: siswa kategori Quitters mampu menggunakan berbagai macam 

angka dan simbol yang terkait dengan matematika dasar untuk memecahkan masalah dalam berbagai macam 

konteks kehidupan sehari – hari. Siswa kategori Campers mampu menggunakan berbagai macam angka dan 
simbol dan menganalisis informasi yang ditampilkan dalam berbagai bentuk (grafik, tabel, bagian, diagram, 

dan sebagainya) dan siswa kategori Climbers mampu menggunakan berbagai macam angka dan simbol, 

menganalisis informasi, menafsirkan hasil analisis tersebut untuk memprediksi dan mengambil keputusan. 
Dengan demikian disimpulkan bahwa Pembelajaran matematika berbantuan video pembelajaran berbasis 

budaya sumatera barat efektif dan mampu mengembangkan kemampuan literasi numerasi siswa. 
 

Kata kunci: Adversity quotient; budaya Sumatera Barat; kemampuan literasi numerasi; video pembelajaran 

 

Abstract  

Numerical literacy skills refer to basic skills to solve mathematics problems. The skills also become the 
minimum indicator of assessments. The researchers promoted this research because the researchers found low 

numerical literacy skills. This research examined the effectiveness of video-assisted based on Western Sumatra 
culture and described and analyzed the learners' numerical literacy skills reviewed from the adversity quotient.  

This mixed-method research used sequential design.  The subject consisted of eighth graders of Public Junior 

High School 12 Padang. The applied instruments were numerical literacy skill tests and an observation sheet. 
The results showed that (1) video-assisted based on Western Sumatra culture for mathematics learning was 

effective. The learners could reach the score categories of moderate to excellent. (2) the numerical literacy 

skills of the learners were at quitters. This category could use various numbers and symbols of basic 
mathematics to solve problems in various life contexts. The campers-type learners could use various numbers 

and symbols. They could also analyze various information in the forms of graphics, tables, charts, diagrams, 
and many more. The climber-type learners could use various numbers and symbols. They could also analyze 

information and interpret the information analysis to predict and make decisions. From the results, the video-

assisted based Western Sumatra culture for mathematics learning was effective and could improve the 
learners’ numerical literacy skills. 
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INTRODUCTION  
Most learners perceive 

mathematics lessons as an extreme 

challenge (Khaesarani & Khairani 

Hasibuan, 2021). The learners mostly 

think the lesson focuses on formula 

memorization, speed in solving 

questions, personal-task completion, 

and low teaching variety. These 

problems make the learners saturated 

and lost their learning intention. 

Therefore, mathematics learning 

requires a joyful atmosphere.   

Numerical literacy skills are the 

basic skills for learners to solve 

mathematics problems. The skills also 

become the minimum indicators of 

assessments (Salsabilah & Kurniasih, 

2022). The PISA 2018, released by 

(PISA, 2019), showed that the 

mathematics score average in Indonesia 

was only 379, lower than the OECD 

standard average, of 487. This matter 

indicated the low numerical literacy 

skills of Indonesian learners. 

Some studies promoted numerical 

literacy skills. (Pangesti, 2018) found 

that numerical literacy skill was 

important for learning mathematics 

based on the school curriculum. 

(Mellyzar, 2021) found no significance 

between male and female numerical 

literacy skills. (Salvia et al., 2022) 

found that mathematics anxiety 

influenced the numerical literacy skills 

of learners directly and indirectly. 

(Winarni et al., 2021) found the 

effectiveness of video learning to 

improve the numerical literacy skills 

and digital literacy skills of the learners. 

From the previous studies, the 

researchers found no studies about 
numerical literacy skills based on 

adversity quotient and video-assisted 

based Western Sumatra culture. 

The development of numerical 

literacy skills is important because the 

skills are the core of mathematics in 

solving a daily contextual problems 

(Pangesti, 2018). Numerical literacy is a 

science and a skill of (a) using various 

mathematics-related numbers and 

symbols in solving practical problems 

in various daily life contexts, (b) 

analyzing the given information in the 

forms of graphics, tables, charts, etc for 

interpreting purposes, predicting, and 

drawing conclusions 

(Kemendikbudristek, 2021). 

The learners' learning success 

depends on problem-solving 

management (Rosita & Rochmad, 

2016). Every learner has different 

problem-solving management. Stoltz, 

cited by (Wahyu Hidayat, 2018), 

explains that intelligence in solving 

problems is known as Adversity 

Quotient.  (Ardiansyah et al., 2018) 

explains that the adversity quotient is 

identical to efforts to manage problems. 
The adversity quotient supports the learners' 

success and improves their achievements 

(Putra et al., 2020) 
The implementation of learning 

media is important to improve learning 

quality and to realize effective learning 

(Syukri et al., 2018). The 

implementation of media and 

technology for learning, especially four 

types of multimedia, is useful to 

improve learning. The media include 

audio, video, text, and visual media 

(Multazam et al., 2017). Video learning 

facilitates learners to learn because the 

media has interesting, creative, and 

innovative displays (Daryono et al., 

2021). 

Education and culture are two 

correlated matters (Normina, 2017).  

Education realizes civilized people. 

Thus, education and culture exist to 

cooperate and advance civilization. 

Minangkabau citizens live based on the 

custom philosophy of Minangkabau. 

The philosophy is “Adat Basandi 
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Syara’, Syara’ Basandi Kitabullah 

(ABS-SBK)” and the natural philosophy 

of Minangkabau, “Alam takambang 

menjadi guru.” The habits and the 

experience become the teachings of 

community life. These Western 

Sumatra-based cultural videos had 

interesting packages by adjusting the 

given day's material. The video 

contained the cultures and customs, 

including the discussed materials for 

daily life matters 

Thus, mathematics lesson with 

Western Sumatera culture-based video 

learning was expected capable of 

improving the numerical literacy skills 

of learners. The researchers described 

and analyzed the numerical literacy 

skills based on the adversity quotient. 

The researchers collected valid data 

about the learners' numerical literacy 

skills to examine the effectiveness of 

video-assisted based on Western 

Sumatra culture. Then, the researchers 

analyzed the numerical literacy skills 

based on the adversity quotient. 

 

RESEARCH METHODOLOGY 

This mixed-method research 

combined the quantitative and 

qualitative research methods to provide 

comprehensive, valid, reliable, and 

objective research results. In this 

research, the researchers applied a 

sequential explanatory model to 

combine quantitative and qualitative 

research methods sequentially. The first 

stage of the research was the 

quantitative method while the second 

stage was the qualitative method. In the 

quantitative method stage, the data were 

descriptive. Then, the researchers 

promoted the qualitative method to 

prove and comprehend the quantitative 

data. 

 

The research subjects consisted of 

the eighth graders of Public JHS 12 

Padang. The researchers determined the 

subjects based on random sampling and 

considered the sample based on the 

adversity quotient on the geometrical 

side materials in the VIII-5 class. The 

researchers selected 9 learners from 30 

learners. The first three learners were 

quitter-type learners. The second three 

learners were camper-type learners. 

Then, the last three learners were 

climber-type learners. The researchers 

observed these nine learners in terms of 

their numerical literacy skills and 

interviewed them during the research.  

The types of collected data were 

qualitative and quantitative. The applied 

instruments of qualitative data 

collection were a questionnaire and a 

validated interview by experts. The 

prepared questionnaires had some AQ 

indicators to determine the learners’ 

criteria, from quitter, camper, and 

climber. The researchers also used 

interview guidelines to interview the 

research subjects. The applied 

instrument in collecting quantitative 

data was mathematics numerical 

literacy skills. 

The data analysis techniques in 

this research were qualitative and 

quantitative data analysis techniques. 

The researchers analyzed the qualitative 

data based on the indicators of 

numerical literacy skills within the 

categories of adversity quotient. The 

researchers obtained the data from the 

numerical literacy skill test results, the 

questionnaire results, and the interview 

results. The researchers analyzed the 

quantitative data to examine the 

achievements of the numerical literacy 

skill indicators. Then, the researchers 

described the analysis with statistic 

descriptive, starting from the minimum 

and maximum scores of the test. Then, 
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the researchers analyzed the data to 

consider the numerical literacy skill 

development based on the adversity 

quotient. 

 

RESULTS AND DISCUSSION  

The Numerical Literacy Skill of 

Learners 

In this research, the researcher 

applied numerical literacy skill 

indicators to measure and analyze their 

numerical literacy skills. 

 

Table 1. The numerical literacy skill 

indicators 

Num 
The Numerical Literacy Skill 

Indicators 

1 Using various mathematics-

related numbers and symbols in 

solving various life context 

problems  

2 Analyzing the given information 

in the forms of graphics, tables, 

charts, diagrams, etc 

3 Interpreting the analysis results 

to predict and make decisions 

 

From the indicators, the 

researchers arranged the numerical 

literacy skill test, consisting of three 

question items. The researchers 

arranged the problem-related test in 

daily life. Then, the researchers instilled 

Western Sumatra's local culture. Table 2 

shows the results of the numerical 

literacy skill test with the applied 

media, video-assisted based on Western 

Sumatra's culture. 

 

Table 2. the numerical literacy skill test 

results 

Scores Categories F Percentage 

81- 100 Very excellent 3 10% 

61 - 80 Excellent 12 40% 

41 - 60 Moderate 8 27% 

40 - 21 Low 7 23% 

20 - 0 Very low 0 0 

Total 30 100% 

Table 2 shows three learners in 

the very excellent category, 12 learners 

in the excellent category, 8 learners in 

the moderate category, and 7 learners in 

the low category. The results showed 

63% of learners were between moderate 

and very excellent categories. The 

applied media was effective to improve 

the numerical literacy skills of the 

learners. 

The Numerical Literacy Skills of the 

Learners based on Adversity 

Quotient 

Table 3 shows the results of the 

adversity quotient test on 30 learners. 

Table 4 shows the analysis of the 

learners' numerical literacy skills 

reviewed from the adversity quotient 

based on the indicators of numerical 

literacy indicators and the obtained data.  

 

Table 3. The Number of subjects based 

on AQ categories 

Categories Numbers  

Quitters 11 

Campers 15 

Climbers 4 

Total 30 

 

Table 4. Score percentage for each 

numerical literacy skill indicator for 

quitter category 

Num 

The Numerical 

Literacy Skill 

Indicators 

% 

1 

Using various 

mathematics-related 

numbers and symbols in 

solving various life 

context problems  

63% 

2 

Analyzing the given 

information in the forms 

of graphics, tables, 

charts, diagrams, etc 

59% 

3 

Interpreting the analysis 

results to predict and 

make decisions 

0% 
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Table 4 shows the quitter category 

could apply various mathematics-

related numbers and symbols in solving 

daily life problem context. The quitter-

type learners could analyze the given 

information in the form of graphics, 

tables, charts, diagrams, etc. However, 

they could not interpret the results to 

predict and make decisions. Thus, the 

quitter-type learners had low numerical 

literacy skill levels. 

 

Table 5. The score percentage per 

numerical literacy skill indicator of 

camper type learners 

Num 

The Numerical 

Literacy Skill 

Indicators 

% 

1 

Using various 

mathematics-related 

numbers and symbols 

in solving various life 

context problems  

100% 

2 

Analyzing the given 

information in the 

forms of graphics, 

tables, charts, 

diagrams, etc 

87% 

3 

Interpreting the 

analysis results to 

predict and make 

decisions 

35% 

 

Table 5 shows the camper-type 

learners. They could use various 

mathematics-related numbers and 

symbols in solving daily life problem 

contexts. They could also analyze the 

given information in the form of 

graphics, tables, charts, etc. However, 
they could not interpret the analysis 

results to predict and make decisions. 

Thus, the camper-type learners had 

moderate numerical literacy skills. 

Table 6 shows that climber-type 

learners could use various mathematics-

related numbers and symbols in solving 

daily life problem contexts. They could 

also analyze the given information in 

the forms of graphics, tables, charts, 

diagrams, etc; and interpret the analysis 

results to predict and make decisions. 

Thus, the climber-type learners had 

excellent numerical literacy skills. 

 

Table 6. The score percentage per 

numerical literacy skill indicators of 

climber type learners 

Num 
The Numerical Literacy 

Skill Indicators 
% 

1 

Using various 

mathematics-related 

numbers and symbols in 

solving various life 

context problems  

100% 

2 

Analyzing the given 

information in the forms 

of graphics, tables, charts, 

diagrams, etc 

100% 

3 

Interpreting the analysis 

results to predict and 

make decisions 

65% 

 

This research showed a 

percentage of 63% of learners reached 

the very excellent category. The result 

showed that the implementation of 

video-assisted based on Western 

Sumatra's culture was effective to 

improve the learners' numerical literacy 

skills. The observation results found 

that the learners were enthusiastic in the 

learning process based on the video 

learning. (Rahayu & Prayitno, 2020) 

and (Astriyani, 2020) found that video-

assisted learning could improve the 

interest of learners to participate in 

learning. In this research, the video 

contained learning materials about 

geometrical sides by instilling the 

cultural values of Western Sumatra, 

such as traditional music, cultural 

heritage, etc. 

The quitter category could apply 

various mathematics-related numbers 

and symbols in solving daily life 
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problem contexts. The quitter-type 

learners could analyze the given 

information in the form of graphics, 

tables, charts, diagrams, etc. However, 

they could not interpret the results to 

predict and make decisions. The 

camper-type category could use various 

symbols and numbers and analyze the 

given information in the form of 

graphics, tables, charts, diagrams, etc. 

The climber-type learners could use 

various numbers and symbols. They 

could also analyze information and 

interpret the results to predict and make 

decisions.  

In mathematics problem-solving, 

every individual has a different learning 

style due to various mindsets. In 

mathematics problem-solving, some 

learners might perform excellent, 

average, and low skills because of their 

capabilities to deal with challenges.  

Thus, the adversity quotient is important 

for learners in solving problems. In this 

case, teachers must guide the quitter and 

camper-type learners. On the other 

hand, climber-type learners must 

receive additional exercises to develop 

their HOTS. In this research, the 

researchers were limited to the 

implementation of the given module. 

Thus, further studies must develop 

supportive modules or teaching 

materials for numerical literacy skills. 

 

CONCLUSION AND SUGGESTION  

From the analysis and the 

discussion, the researchers concluded 

that (1) video-assisted based Western 

Sumatra culture for mathematics 

learning was effective. The learners 

could reach the score categories of 
moderate to excellent. (2) the numerical 

literacy skills of the learners were at 

quitters. This category could use various 

numbers and symbols of basic 

mathematics to solve problems in 

various life contexts. The campers-type 

learners could use various numbers and 

symbols. They could also analyze 

various information in the forms of 

graphics, tables, charts, diagrams, and 

many more. The climber-type learners 

could use various numbers and symbols 

in various life contexts. They could also 

analyze information in the forms of 

graphics, tables, charts, diagrams, etc, 

and interpret the information analysis to 

predict and make decisions. 

From the conclusions, the 

researchers recommend the importance 

of improving numerical literacy skills 

with accurate learning media, such as 

video learning containing local cultures, 

for example, Western Sumatra culture. 

This media could also improve and 

preserve local culture literacy.  
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