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Elementary school students require meaningful and enjoyable Article History:

learning experiences, making the use of media that meets their
needs essential for fostering enthusiasm in learning activities.
The purpose of this research and development study is to
describe the development process and evaluate the feasibility
of the Malaya Cards. The ADDIE model was applied as the
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research methodology, encompassing the following steps: Keyword:

analysis,

design, development, implementation, and
evaluation. The research subjects consisted of fourth-grade

Cards.

students (class IV-B) from SD Negeri 004 Sungai Kunjang,
divided into two groups: small-scale and large-scale trials. Data
collection techniques used in the study included interviews,
guestionnaires, and documentation. The results of the study,
following one cycle of revisions, showed that the feasibility of
the language, content, and media aspects achieved scores of
96.66%, 96.00%, and 93.33%, respectively. The small-scale trial
yielded a score of 88.66%, the large-scale trial achieved 92.35%,
and the teacher's response scored 96.19%. These findings
indicate that the Malaya Cards is feasible for use, with
suggestions for further improvement. Future research should
consider refining the rules of the Malaya Cards to ensure a more
conducive and orderly learning environment for students.
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1. INTRODUCTION

Education is a key element in developing high-quality human resources. As an institution
responsible for shaping the nation’s future generations, education must continually innovate
to meet the demands of the times. Innovation is particularly critical in the era of globalization
and technological advancement, where 21st-century skills such as critical thinking,
communication, collaboration, and creativity are essential (Haryati et al., 2022; Thornhill-
Miller et a., 2023). Understanding educational components, including the curriculum, is
fundamental in building relevant and meaningful learning experiences (Ramadhon et al.,
2023; Sulindawati, 2018).

In the context of education in Indonesia, the COVID-19 pandemic accelerated the need for
innovation, especially in teaching methods and learning media. One strategic response was
the implementation of the Merdeka Curriculum. This curriculum provides students and
teachers with flexibility to explore learning through more adaptable approaches, emphasizing
the development of 21st-century skills. The approach not only aligns education with
contemporary demands but also creates opportunities for teachers to develop more
interactive and engaging teaching methods (Caena & Redecker, 2019; Maskur, 2023; Susilana
et al., 2022).

Meaningful and enjoyable learning is essential to creating education that meets students’
needs. Teachers are encouraged to implement active learning methods that challenge
students to think critically and involve them directly in the learning process (Maskur, 2023;
Pratama et al.,, 2023). These methods enable students to learn through experiences,
discussions, and collaboration, ensuring they are actively engaged in constructing deeper
understanding rather than passively receiving material.

Significant challenges arise in implementing these methods. Teachers face obstacles
related to the diverse characteristics of students, including varying learning abilities. Limited
access to effective learning media further hampers efforts to create interactive and engaging
learning environments. Many teachers rely on conventional methods such as lectures,
textbooks, and worksheets, which fail to address the increasingly complex needs of students
(Ramadhani et al., 2021; Srinivasa et al., 2022; Zulaiha & Meisin, 2020).

Learning media play a crucial role in addressing these challenges. Media facilitate the clear
delivery of educational content, enhance students’ attention, and provide uniform learning
experiences (Arsyad, 2014). Effective media not only convey information but also foster
student engagement in the learning process, ultimately boosting motivation and learning
outcomes. Several criteria must be considered when selecting learning media. According to
Morrison et al. (2019), effective learning media should align with expected learning
outcomes, be relevant to the material being taught, practical to use, flexible, and durable.
Media must also be tailored to students’ needs and characteristics to ensure effective
learning.

Preliminary findings at SD Negeri 004 Sungai Kunjang revealed significant challenges in
teaching. Teachers in class IV-B struggled to help students understand the topic of natural
features and their utilization due to limitations in the available learning media. The media
used—textbooks, whiteboards, and worksheets—were insufficient for creating interactive
and enjoyable learning experiences. As a result, students found it difficult to gain a deep
understanding of the material, and learning outcomes were suboptimal.

Previous studies indicate that game-based learning media hold significant potential for
improving students’ motivation and learning outcomes. Harlin (2023) reported that the use
of Uno card games in learning improved students’ understanding, with a feasibility rating of
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89.29%. Similarly, Kamalia & Subroto (2022) demonstrated that Uno-based learning media
were valid and effective in enhancing students’ writing skills, achieving excellent feasibility
ratings in both small-scale trials (82.5%) and large-scale trials (90.5%). These findings suggest
that card games can serve as effective learning tools.

Existing research, however, tends to focus on the general effectiveness of card games
without addressing students’ specific needs for particular subjects. This creates a research
gap that must be addressed, particularly in developing game-based learning media tailored
to specific student needs, such as understanding natural features and their utilization.

To address these challenges, this study developed a game-based educational learning
medium called Malaya Cards. This name stands for “Uno cards on natural features and their
utilization.” The decision to use Uno cards as the basis for development was due to the game’s
popularity and appeal. Students in class IV-B were already familiar with Uno, making it easier
to adopt and use the medium for learning. Malaya Cards was designed not only as a learning
tool but also as a means to support the development of 4C skills (critical thinking,
communication, collaboration, and creativity) in line with the principles of the Merdeka
Curriculum. By combining gaming elements with educational content, the cards aim to create
a learning experience that is both enjoyable and meaningful.

The primary objective of this research is to explain the development process and evaluate
the feasibility of Malaya Cards as a learning medium. The study aims to provide an innovative
solution to help class IV-B students at SD Negeri 004 Sungai Kunjang better understand the
topic of natural features and their utilization. This approach is expected to position Malaya
Cards not only as a teaching aid but also as a tool for enhancing students’ motivation and
engagement in the learning process.

2. METHODOLOGY
2.1 Research Design

This research utilized a Research and Development (R&D) approach incorporating the
ADDIE development model. The ADDIE model consists of five main stages: Analysis, Design,
Development, Implementation, and Evaluation (Molenda, 2015). This framework was chosen
for its systematic methodology in creating effective and measurable instructional media.

During the Analysis stage, the instructional needs and challenges faced by students were
identified. The Design stage involved the formulation of instructional media based on the
findings from the Analysis stage. The Development stage included the creation and expert
validation of the instructional media. In the Implementation stage, the media were tested
with fourth-grade students (class IV-B) at SD Negeri 004 Sungai Kunjang. Finally, the
Evaluation stage encompassed analyzing the results of the trials and incorporating feedback
from students, teachers, and expert validators to refine the media. The objective of this
research was to develop Malaya card-based instructional media that are both valid and
effective in improving students’ understanding of natural features and their practical
applications.

2.2 Data Collection Technique

Data collection methods employed in this study included interviews, questionnaires, and
documentation. Interviews were conducted with teachers to gather detailed information
about instructional challenges and needs in class IV-B. Questionnaires were distributed to
expert validators, students, and teachers to evaluate the validity, practicality, and
attractiveness of the Malaya card instructional media. The questionnaire responses were
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analyzed using a Likert scale with the following scoring criteria: very good (5), good (4),
sufficient (3), poor (2), and very poor (1). Documentation methods included collecting records
of the media development process, implementation procedures, trial results, and student
responses to the instructional media. These records served as supplementary data to support
the findings.

2.3 Data Analysis Technique

Data were analyzed using both quantitative and qualitative methods. Quantitative data
derived from questionnaire responses were analyzed using percentage calculations based on
the following formula (Arikunto, 2010).

R
P=%X100%

Explanation of Variables:

P :Percentage score.

>R :Total score obtained.

N: Maximum possible score.

The percentage scores were then classified according to the feasibility criteria:

Tabel 1. Media Feasibility Criteria by Experts

Percentage (%) Category
81-100 Very Feasible
61-80 Feasible
41 -60 Sufficiently Feasible
21-40 Less Feasible
0-20 Very Unfeasible

These categories were consistently applied to evaluations conducted by expert validators,
students, and teachers. Qualitative data from interviews and documentation were analyzed
to identify the strengths and weaknesses of the instructional media. This analysis provided
insights for refining the Malaya card-based instructional media prior to full-scale
implementation.

3. RESULT AND DISCUSSION
3.1 Result

This study developed the Malaya Cards learning media to assist students in
understanding the topic of Natural Features and Their Utilization. The media were
designed using the ADDIE model, which encompasses the stages of analysis, design, and
development, and employed a Research and Development (R&D) approach. During the
analysis stage, interviews with the class IV-B teacher revealed that students faced
difficulties comprehending the material due to the abstract nature of the information,
such as distinguishing types of natural features (straits, bays, highlands, and lowlands).
Findings also indicated that the learning media previously used were limited to books
and whiteboards, with no implementation of game-based media, which contributed to
low student interest and understanding.
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Further analysis demonstrated that class IV-B students have diverse learning styles,
with a predominant preference for visual learning. This provided a strong rationale for
developing game-based media that incorporate visual, auditory, and kinesthetic
elements. The Malaya Cards learning media were designed to integrate educational
content through card games, adapting the concept of Uno cards with modifications for
learning purposes, such as the addition of information cards, question cards, and answer
key cards.

The design stage involved developing the media concept, including modified game
rules to encourage active student participation. The media were designed using Canva,
focusing on visually engaging elements aligned with the Merdeka curriculum. The
production phase used high-quality materials, including 260 gsm art paper for the cards
and 190 gsm A4 art paper for the game instruction brochures. The development stage
ensured that the media were appropriate for primary school students, particularly those
in the concrete operational stage (ages 9-10), who benefit from visual and concrete
learning approaches.

Validation results from experts indicated that the Malaya Cards met the criteria of
being highly feasible for use in learning. Evaluations by language experts yielded an
average score of 96.66%, content experts 96.00%, and media experts 93.33%. The media
were assessed as clear, readable, and well-designed to support student learning. With
strong validation outcomes, the Malaya Cards learning media are ready for
implementation to facilitate interactive, effective, and student-centered learning.

Table 2. Evaluation by Language Experts

Aspect Score Obtained Maximum Score %
Clarity 10 10 100%
Readability 10 10 100%
Accuracy 9 10 90%
Average Percentage 96.66%
Category Highly Feasible

Table 3. Evaluation by Content Experts

Aspect Score Obtained Maximum Score %
Content 28 30 93.33%
Learning Support 15 15 100%
Interaction 5 5 100%
Average Percentage 96,00%
Category Highly Feasible

Table 4. Evaluation by Media Experts

Aspect Score Obtained Maximum Score %
Text and Language Quality 23 25 92%
Design 19 20 95%
Graphics 5 5 100%
Color 9 10 90%
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Aspect Score Obtained Maximum Score %
Average Percentage 93,33%
Category Highly Feasible

The Malaya Cards, which had been validated by expert validators and revised based
on suggestions from content experts, was subsequently tested with students to assess
its feasibility during the implementation stage. The media were trialed with students
and one teacher, the homeroom teacher of class IV-B at SD Negeri 004 Sungai Kunjang.
The trials were conducted in two stages: a small-scale trial and a large-scale trial.

The small-scale trial was conducted on Tuesday, May 21, 2024, with 10 students from
class IV-B. Following this, the large-scale trial was carried out on Wednesday, May 22,
2024, involving 25 students from the same class. Students were first instructed to form
groups, as group-based learning fosters active participation and creates a more
enjoyable learning experience. This was evident in the students’ enthusiasm and
excitement while playing the Malaya Cards game.

The implementation of the Malaya Cards learning media was facilitated by the
researcher and the homeroom teacher, who acted as an observer to monitor the process
and evaluate how the students utilized the game-based learning media. After using the
Malaya Cards in both small-scale and large-scale trials, students and the teacher
completed response questionnaires to assess whether the media were feasible for use
in the classroom. The evaluation stage aimed to gather feedback and measure the
feasibility of the Malaya Cards learning media. This assessment was based on the
guestionnaires completed by students and the teacher, providing valuable insights to
refine and improve the media further.

Table 5. Student Response Evaluation (Small-Scale Trial)

Aspect Score Obtained Maximum Score %
Engagement 361 400 90,25%
Learning Support 259 300 86,33%
Media Usability 178 200 89%
Average Percentage 88,66%
Category Very Good

Although the Malaya Cards learning media received a "very good" category rating, it faced
time constraints during implementation, which limited the effectiveness of the trials. The
extended duration required for playing the game hindered the optimal execution of the
activity. To address this limitation, the rules of the game were revised by increasing the
number of members in each group. Initially, each group consisted of 5—6 students, but this
was adjusted to 6—7 students per group. The purpose of this revision was to reduce the time
needed to complete the game.

The adjustment in group size proved to be efficient. During the small-scale trial, the game,
along with the completion of the student response questionnaire, required approximately
one hour. After revising the group size, the duration during the large-scale trial was reduced
to 40 minutes, which included both gameplay and the completion of the questionnaire. These
findings indicate that revising the group size in the game rules effectively optimized the time
required for implementing the Malaya Cards learning media.
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Table 6. Student Response Evaluation (Large-Scale Trial)

Aspect Score Obtained Maximum Score %
Engagement 948 1000 94,8%
Learning Support 677 750 90,26%
Media Usability 453 500 90,6%
Average Percentage 92,35%
Category Very Good

Tabel 7. Teacher Response Evaluation (Large-Scale Trial)

Aspect Score Obtained Maximum Score %
Text and Language Quality 24 25 96%
Design 20 20 100%
Graphics 5 5 100%
Color 10 10 100%
Content Relevance 29 30 96,66%
Learning Support 9 10 90%
Interaction 4 5 80%
Average Percentage 96,19%
Category Very Good

3.2 Discussion

The development and implementation of the Malaya Cards as an educational medium
for primary school students align with the increasing demand for innovative and
interactive learning tools in modern classrooms. This study aimed to address specific
learning challenges in the subject of Natural Features and Their Utilization, emphasizing
the use of game-based learning strategies to foster engagement, understanding, and
retention. The findings highlight both the strengths and limitations of the Malaya Cards,
supported by a rigorous validation process and empirical trials. The discussion
elaborates on these aspects while linking them to relevant educational theories and
recent studies.

The results demonstrate that the Malaya Cards effectively addresses challenges in
teaching abstract topics, such as distinguishing natural features like straits, bays, and
plateaus. Traditional teaching methods, which rely heavily on books and verbal
explanations, were found to be insufficient for engaging students. This finding aligns
with the conclusions of Mayer (2014), who emphasized the limitations of text-heavy
instructional approaches for young learners.

Game-based learning, as implemented in the Malaya Cards, is consistent with
constructivist theories, which propose that active engagement in learning activities
fosters deeper understanding. The game format enabled students to interact
dynamically with the material, allowing them to construct knowledge collaboratively.
Design modifications, such as the inclusion of information and question cards, reflect
principles of active learning, which are widely recognized for enhancing cognitive
engagement (Borda et al., 2022; Lombardi et al., 2021; Susilana et al., 2022).

The expert validation process underscored the high feasibility of the Malaya Cards,
highlighting its strong pedagogical alignment and media quality. Language experts rated
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the media as highly feasible across key aspects such as clarity, readability, and accuracy.
These attributes are critical for ensuring that instructional content effectively
communicates with learners, a conclusion consistent with emphasized the importance
of readability in educational resources (Alshehri et al., 2019; Harris et al., 2009).

Content experts similarly evaluated the media as highly feasible, emphasizing its
alignment with curriculum standards and its ability to meet targeted learning objectives.
These evaluations corroborate the work of Alkin & King (2020), who argue that
instructional materials must align with clearly defined educational outcomes to optimize
learning effectiveness. The alignment of the Malaya Cards with national curriculum
standards ensures its relevance and adaptability in diverse instructional settings.

Media experts also rated the Malaya Cards as highly feasible, emphasizing its
appealing design, graphical quality, and usability. Research by Moreno & Mayer (2007)
supports this assessment, noting that educational media integrating high-quality visuals
and interactive elements reduces cognitive load while enhancing learner engagement.
The overall expert consensus affirms the robustness of the Malaya Cards as an
instructional tool that meets high pedagogical and technical standards.

Student responses during the trials further validated the efficacy of the Malaya Cards.
In both small-scale and large-scale trials, students consistently rated the media as very
good in terms of engagement, usability, and learning support. This reflects the
motivational impact of the gamified design, consistent with gamification principles
outlined by Deterding et al. (2019). The inclusion of game elements such as collaborative
play, immediate feedback, and visually engaging components captured students'
interest, making the learning process both enjoyable and impactful.

The usability of the Malaya Cards, rated as very good, highlights its accessibility and
intuitive design. Adjustments made during the iterative testing process, such as
increasing group sizes to improve time efficiency, reflect a design thinking approach
(Henriksen et al., 2017; Micheli, 2019). This methodology emphasizes continuous
refinement based on user feedback to enhance functionality and usability. The ability to
adapt the rules of the game without compromising its educational value demonstrates
the flexibility of the Malaya Cards in addressing practical classroom challenges.

Moreover, the high levels of student engagement reported align with the ARCS Model
of Motivation (Fang, 2023), which identifies attention, relevance, confidence, and
satisfaction as critical components of motivation in learning. By integrating these
components through interactive gameplay and relevant content, the Malaya Cards
creates a positive and engaging learning environment that supports diverse learning
styles.

Teacher evaluations rated the practicality and feasibility of the Malaya Cards as very
good, with strong endorsements for its design, graphical elements, and alignment with
curriculum objectives. Teachers particularly appreciated the visual appeal of the media,
emphasizing its capacity to simplify complex concepts and address diverse learning
needs. These findings align with Lohr's (2020) work, which highlights the importance of
professional and visually compelling instructional materials in fostering effective
teaching practices.

However, teacher feedback also identified areas for improvement, particularly in
fostering interaction among students. While the game format facilitated collaborative
learning, teachers suggested incorporating additional features such as role-based
gameplay and peer feedback mechanisms to enhance social interaction Yang et al.
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(2023) advocate for structured cooperative activities to maximize teamwork and
communication skills, which could further enrich the learning experience provided by
the Malaya Cards.

The feasibility of implementing the Malaya Cards across different classroom settings
underscores its scalability. Its alignment with the Merdeka Curriculum supports its
integration into the broader educational framework, reflecting Indonesia's emphasis on
competency-based and student-centered learning. This scalability is a significant
advantage, enabling the Malaya Cards to be adapted for use in other subjects and
educational levels, contributing to its long-term utility.

4. CONCLUSSION

The development and implementation of the Malaya Cards highlight the transformative
potential of game-based learning in overcoming the challenges of teaching abstract and
complex concepts in primary education. Through the integration of engaging, interactive,
and visually appealing elements, the Malaya Cards enhances student engagement and
comprehension while aligning effectively with curriculum objectives. Its effectiveness as a
pedagogical tool is evident from the iterative design process, which incorporated feedback
from experts, students, and teachers, underscoring the importance of adaptability and
collaboration in developing instructional media that cater to diverse learners.

This research contributes significantly to the field of education by presenting a practical
model for gamified learning. It emphasizes the value of integrating visual, auditory, and
kinesthetic elements to address diverse learning styles, aligning with global educational
trends that prioritize student-centered approaches and competency-based curricula.
However, the findings also identify areas requiring improvement, particularly in promoting
deeper interaction and collaboration among students, which should inform future iterations
of similar instructional tools.

Future research should investigate the long-term impact of game-based learning tools,
such as the Malaya Cards, on academic achievement, critical thinking, and cognitive
retention. Expanding the scope to include digital integration could enhance accessibility and
interactivity, particularly in remote or hybrid learning environments. Additionally,
customizing content for diverse cultural and linguistic contexts could broaden its
applicability and inclusivity. Addressing these areas would enable subsequent studies to
build upon the foundational insights provided by this research, advancing the development
and application of innovative pedagogical strategies in modern.
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