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Abstract 

Learning media is one of the important things of learning tools that can increase students' interest in learning. This 

study aims to develop KALIKA (Five Character Cards) learning media on the classification of living things using the 

Educational Design Research (EDR) method to enhance student achievement. The development model refers to 

ADDIE with a design thinking framework. The research was carried out at one of the Junior High School in Bandung 

City, during the even semester of 2023/2024, with a focus on students in class VII, totaling 21 participants. Convenient 

sampling was utilized for subject selection. The data collection techniques in this research data are validation sheet, 

assessment formative (pretest and posttest), and questionnaire user response. The validation sheet and user response 

questionnaire were processed into percentage data using Microsoft Excel, while the formative test results were 

processed using the Wilcoxon Signed Rank Test statistical test and N-gain using SPSS. The results of this study showed 

that the validation test data obtained a validity percentage of 92.4% which categorized as very valid criteria, the 

Wilcoxon Signed Rank Test results state p <0.05 which means there is a significant difference between the pretest and 

post-test, and the results of the effectiveness test with N-gain effectiveness results of 0.31 which means the effectiveness 

of student learning is in the moderate category, and 95% students give positive response to KALIKA as learning media. 

This shows that using KALIKA learning media is quite effective as a support to improve student learning outcomes on 

the classification of living things. Previous researchers have never developed card-learning media using ADDIE with 

a design thinking framework, which contains five characters of 5 kingdoms of living things. 
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INTRODUCTION 

The learning process refers to the demands of 

a curriculum that is always dynamically changing 

to adapt educational goals along with the 

development of times. Based on the Decree of the 

Minister of Research, Technology and Education 

No. 12 of 2024 concerning Curriculum in Early 

Childhood Education, Primary Education, and 

Secondary Education, teachers must create a 

learning process that favors and actively involves 

students. To achieve this, efforts are needed from 

teachers to continue to develop and improve 

competencies in learning activities, creative and 

innovative to create teaching modules, and make 

attractive teaching media, including in science 

learning at the secondary education level (BPK, 

2024).  

One of the materials studied in science lessons 

is the classification of living things, which includes 

observing morphological and anatomical 

characteristics, and then grouping living things 

based on similarities in their characteristics. The 

purpose of the classification of living things is to 

facilitate the study of living things that are very 

diverse on this earth, such as studying their 

interactions with the environment, which will be 

useful in conservation efforts (Manishimwe et al., 

2021). Classification materials provide a basis for 

learning and understanding biology and concepts 

related to the anatomy and physiology of living 

things (Sami, 2018). Despite the importance of 

learning the classification of living things, several 

studies have shown that students at the secondary 

school level continue to face difficulties in learning 

classification materials, some of the challenging 

factors are inadequate teaching methods, 

complicated topics, learners' learning styles, and 

lack of teaching resources, including school 

facilities and teachers (Etobro & Fabinu, 2017; 

Manishimwe et al., 2021). 

The challenges and problems experienced by 

students can be explored more deeply using design 

thinking. Design thinking is a framework for 

researchers to find and design the best solution to 

solve a problem, which is carried out with 5 stages, 

there are 1) empathize, 2) define, 3) ideate, 4) 

prototype, and 5) test  (Christian & Natatdaja, 

2022). Based on the results of interviews with 

students using the in-depth interview (IDI) 

technique, as part of the empathy stage, information 

was obtained that learning in the classroom is still 

often done by the lecture method, this happens 

because the facilities in classrooms and schools to 

support the learning process are limited. As in the 

case of learning the classification of living things, 

school facilities are not adequate for observations 

on all types of microscopic living things, thus 

making students bored and unmotivated to learn, 

because the learning style of students in the 

classroom is mostly kinesthetic, where they like to 

do practicum, learn through games and learn in 

heterogeneous groups. 

Referring to the learning challenges and the 

results of interviews with students, there are several 

ideas for solutions that can be applied, but there is 

one best solution that suits the conditions and 

facilities of the school, which is to develop learning 

media. Learning media is defined as everything 

related to tools, materials, and environments that 

are utilized in teaching and learning activities. The 

selection of interesting media is very important to 

foster student interest in understanding concepts, 

optimize student comprehension, and encourage 

student motivation to learn (Kurniawan et al., 2020; 

Kurniawan & Hasanah, 2022; Wahjusaputri et al., 

2023). One type of learning media that is 

interesting and can actively involve students in 

learning is card game media. This media is adapted 

from the quartet card game, which is a game in the 

form of a group of cards that have pictures and 

descriptions and are played by students in groups. 

Several studies on the application of card 

media to the classification of living things have 

been conducted, such as research by 

Prasetyaningtyas (2020) which states that the use of 

card media to learn classification material can make 

students actively involved in learning, facilitate 

communication between friends, and make the 

learning atmosphere in the classroom more 

enjoyable. Another study at the junior high school 

level stated that the application of card media on 

the classification of living things received a 

percentage of 92.5% which stated that students 

were interested in learning classification material 

using card game media (Kurniawan & Hasanah, 

2022). The research that has been done, proves that 

the use of card learning media can make students 

interested and motivated to learn the classification 

of living things. to create an interesting learning 

process and see its effect on student learning 

outcomes. 

 

METHOD 

This research is an EDR (Education Design 

Reseach) development research. The EDR research 

method is used, because the design and 

development of learning media is carried out in the 

scope of education (Kopcha et al., 2015). In this 

study, the product produced and tested for validity 

was the Five Character Card (KALIKA) 5 
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Kingdom of Living Things. The development 

stages used refer to the ADDIE development stage, 

which consists of five phases or stages, there are (a) 

Analysis (b) Design (c) Development (d) 

Implementation (e) Evaluation (Hadiyanti, 2021; 

Nurmalasari et al., 2022), and is based on the 

design thinking framework with 5 stages, there are 

empathize, define, ideate, prototype, and test 

(Christian & Natatdaja, 2022). The use of the 

design thinking framework has similarities with the 

ADDIE development stages, so they can be applied 

together. The application of design thinking can 

bring more empathy to students, thus helping 

teachers find and determine the right and 

appropriate solutions to students' problems in the 

classroom (Kasri et al., 2021; Shé et al., 2022). 

Figure 2 show a scheme of the design thinking 

framework combined with ADDIE. 

Figure 1. Scheme of the design thinking 

framework combined with ADDIE 

Research Design 

The research design used was a one-group 

pretest-posttest design (Kuntjoyo, 2009) to 

determine the effect of using KALIKA learning 

media on learning the classification of living 

things, as shown in Table 1.  

 

 

Table 1. One-group pretest-posttest research design  

Subject Pre Action Pasca 

1 Group O X O 

     (Kuntjoyo, 2009) 

 

The instruments used in this study include 1) 

Teaching media for Five Character Cards 

(KALIKA), 2) a teaching media validation sheet by 

teachers, 3) a teaching media validation sheet by 

lecturers, 4) a questionnaire sheet for teaching 

media users (students), and 5) pre-test and post-test 

questions on the classification of 5 kingdoms.  

The validation sheet is used to obtain data 

from validators consisting of science teachers and 

lecturer, regarding the quality of learning media, 

including suitability of language, presentation, 

material content, and design. The four validators 

which consist of 3 teachers and 1 lecturer fills in 

this sheet by checking the column that matches the 

statement given and is expected to provide 

suggestions on the validation sheet (Ilma, 2022).  

The development procedure carried out in this 

research uses a design thinking framework. The 

following stages are carried out by the five 

principles of design thinking: 

1. Emphatize 

This is the first stage of design thinking, which 

is carried out to find information about the 

problems experienced by students in the 

learning process. The in-depth interview (IDI) 

method is used to interview learners (Juniantari 

et al., 2023).  

2. Define 

Information found in the empathize stage will 

be summarized and begin to determine goals in 

this stage (Laksono & Islam, 2020; Mahardika 

et al., 2022). The technique of formulating 

objectives in Design Thinking also uses the 

principle of empathy; where users and their 

aspirations/needs are specifically stated in the 

formulation of the objectives. The define 

process can be done by designing the 

formulation of How Might We (HMW) 

(Juniantari et al., 2023). 

3. Ideate 

The third stage of the design thinking 

framework is the development of ideas as a 

solution to the problem, called the ideate phase. 

The Ideate phase becomes the initial foundation 

for creating prototypes as innovative solutions 

to solve problems faced by teachers and 

learners (Kelley & Brown, 2019). 

4. Prototype 

The prototype stage is a time for designers to 

realize ideas in the form of models that show the 

features of the solution (Ansori et al., 2023).  

5. Test/Evaluate 

At this stage, the prototype that has been 

designed is implemented for students as users 

(Wijaya et al., 2022). Before the 

implementation is carried out, the prototype 

needs to be validated by expert validators. This 

aims to determine the quality of the appearance 

and material of the learning media being 

developed. 

Reseacrh Target 

This study was conducted in grade 7th with an 

average age of 14 years old students, with a sample 

size of 21 people consisting of 12 boys and 9 girls, 

in one of the public junior high schools in Bandung 

city. Research sampling is convenient sampling. 
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Because the determination of sampling is not 

planned in advance, but according to the subjects 

available to researchers when data collection will 

be carried out (Kuntjoyo, 2009). In this condition, 

the samples were students who were taught by the 

researchers themselves. The research was 

conducted in semester 2, academic year 2023/2024, 

on March 21, 2024. 

Data Analysis 

Quantitative descriptive analysis was carried 

out to describe the results of the pretest and posttest 

as a description of the learning outcomes of 

students after the use of KALIKA teaching media 

in learning the classification of living things. 

Quantitative data on instrument quality is 

calculated using the following calculation formula 

1: 

 

 

𝑋 =  
𝑌

𝑁
 𝑥 100%

 

Notes: 

X = Quality score 

Y = Total empirical score 

N = Total expected score 

 

The X value obtained from each validator will be 

recalculated by finding the average value using the 

following calculation formula 2: 

X =  X1+X2+X3+X4+X5 

3

  

Notes: 

X = Average total value of expert validation 

X1 = Validation value by the lecturer 

X2 = Validation value by the Science teacher 1 

X3 = Validation value by the Science teacher 2 

X4 = Validation value by the Science teacher 3 

X5 = Validation value by the Science teacher 4 

 

Table 2. Learning media validity criteria 

Percentage (%) Criteria Description 

0 ≤ 𝑥 ≤ 50 Not valid Should not be used 

50 ≤ 𝑥 ≤ 70 Invalid Recommended not to be used, needs major revisions 

70 ≤ 𝑥 ≤ 85 Valid Can be used, but needs minor improvements 

85 ≤ 𝑥 ≤ 100 Very valid Can be used without improvement 

                    (Uma’iyah et al., 2023) 

 

Test Analysis 

The effectiveness of the learning media is 

analyzed through the effectiveness test. This 

effectiveness test is based on the calculation of 

data obtained to get an overview of the media 

developed by researchers, using the following 

formula 3: 

Notes: 

 <g>         = average normalized gain score 

Spost  = average post-test 

Spre   = average pre-test 

Sm-ideal = maximum score  

The average value of N-gain is then categorized 

based on the following table 3: 

 

Table 3. Average score of N-gain criteria 

Criteria Description 

<g> ≥ 0.7 High 

0.3 ≤ <g> ≥ 0.7 Moderate 

<g> < 0.3 Low 

The results of the pretest and posttest scores 

were statistically tested using the Wilcoxon 

Signed Rank Test on IBM SPSS Statistics 24 to 

identify significant differences in student 

learning outcomes after the learning process 

using KALIKA. Wilcoxon Signed Rank Test 

using a significance level of 0.05, then the 

decision-making criteria are as follows:  

1) If Asymp.sig (2-tailed) > 0.05 Rejected  

2) If Asymp.sig (2-tailed) < 0.05 Accepted 

Before conducting the Wilcoxon Signed 

Rank Test, the data was tested for normality 

using the Shapiro Wilk test, using a significance 

level of 0.05, then the decision-making criteria 

are as follows:  

1) If Asymp.sig (2-tailed) <0.05 Rejected  

2) If Asymp.sig (2-tailed) > 0.05 Accepted 

Teachers can analyze whether the learning 

results from the posttest using KALIKA are 

better than the previous test results. If student 

learning outcomes improve, then learning is said 

to be successful.

......................(2) 

<g> = 
𝑆𝑝𝑜𝑠𝑡 −𝑆𝑝𝑟𝑒

𝑆𝑚  𝑖𝑑𝑒𝑎𝑙 −𝑆𝑝𝑟𝑒
           ......................(3) 

......................(2) 
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RESULT AND DISCUSSION 

Five Character Cards (KALIKA) 

classification of 5 kingdoms, is a learning media in 

the form of cards that have 5 characters from 5 

kingdoms of living things. Each card has a picture, 

a general character of a kingdom, a typical 

character of a kingdom, and an explanation of each 

character. In its implementation, each learner will 

play in groups, and try to collect 5 characters 

owned by each kingdom. Classification card 

learning media can foster a spirit of collaboration, 

make learning more interesting, and improve 

student learning outcomes (Angela et al., 2020; 

Prasetyaningtyas, 2020). The five-character card 

learning media (KALIKA) was developed using a 

design thinking framework. This design prioritizes 

more empathy for learners, thus helping teachers 

find and determine the most appropriate and 

suitable solutions to solve learner problems in the 

classroom (Shé et al., 2022). The following are the 

stages of the research conducted, based on the 

design thinking framework. 

1. Emphatize 

This is the first stage of design thinking, 

which is carried out to find information about 

the problems experienced by learners in the 

learning process (Juniantari et al., 2023). The in-

depth interview (IDI) method is used to 

interview learners, the advantage of this method 

is to obtain complex knowledge, from a small 

number of members of the target population, 

based on a well-thought-out research design that 

is built to maximize credible and analyzable 

results. The IDI was conducted with 7 learners 

representing low, medium, and high-ability 

learners. Based on the interview results, 

information was obtained that the learning 

process in the classroom is often carried out 

using the lecture method so students feel bored 

and less motivated because they are not actively 

involved in the learning process. The boredom 

experienced by these learners is also related to 

learning styles because based on the results of 

the interview, the dominant learners have a 

kinesthetic learning style. 

2. Define 

At this stage, the information found at the 

empathize stage will be concluded and begin to 

determine the objectives (Laksono & Islam, 

2020), The problems that can be concluded 

based on the interview results at the empathize 

stage are as follows. 

1) Learning is often done with the lecture 

method 

2) Learning activities have not met the learning 

styles of students 

3) Learners feel bored and unmotivated when 

listening to the teacher's lecture 

4) The use of teaching media that is less varied 

5) A learning atmosphere that is not conducive 

6) Learning facilities in classrooms and 

schools are inadequate. 

Based on the conclusion of the problems 

experienced by students above, the research 

objectives were formulated. The technique of 

formulating objectives in Design Thinking also 

uses the principle of empathy; where users and 

their aspirations/needs are specifically stated in 

the formulation. The following is the 

formulation of the objectives of this study. 

1) "How to get students excited and actively 

involved in learning?" 

2) "What are the forms of learning activities 

that can meet the learning styles of 

students?" 

3) "How can learning remain interesting, 

despite the limited learning facilities at 

school?" 

3. Ideate 

After formulating the objectives, the next 

phase is the development of ideas as a solution 

to the problem, or called the ideate phase. The 

Ideate phase becomes the initial foundation for 

creating prototypes as innovative solutions to 

solve problems faced by teachers and learners 

(Kelley & Brown, 2019). The ideation process 

in Design Thinking is made in such a way as to 

bring up as many solution ideas as possible 

(both in number and variety). Table 4 show the 

solution ideas that emerged from the students’ 

problems. 

Table 4. Idea to solve students’ problem  

Num

ber 
Students’ Problem Solution 

1 Learning is often done using the lecture method • Conduct learning using 

teaching media game cards 

• Using flash card media 

• Work sheet for observation 

practicum 

2 Learning activities have not met the learning styles of 

students 

3 Learners feel bored and unmotivated when listening to 

teacher lectures 

4 Less varied use of teaching media 

5 Learning atmosphere that is not collaborative 

6 Inadequate learning facilities in classrooms and schools 
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The solution ideas that have been written 

down are then reconsidered, and adjusted to the 

needs of students so that the best solution can 

be further developed in the prototype process. 

The solution of using flash cards is good enough 

to be a variation of learning media, but it still 

has shortcomings to spark students' 

collaboration skills, because students will not 

work in groups, so a collaborative learning 

atmosphere will not be created. On the other 

hand, practicum activities are good activities to 

use in learning, but schools have limited 

facilities for direct observation of the entire 

kingdom of living things, especially 

microscopic living things such as bacteria and 

protozoa, so this activity cannot be 

implemented optimally in schools. Therefore, 

to conduct learning under the conditions of 

students, that is want interesting teaching 

media, collaborative activities, and actively 

involved in learning, the solution that can be 

developed is to develop teaching media game 

cards on the material of classification of living 

things. Because card learning media does not 

require special tools, is easy to use, and students 

can see microscopic images of living things that 

have been printed on cards, to make it easier for 

them to learn. 

4. Prototype 

The prototype stage is a time for designers 

to realize ideas in the form of models that show 

the features of the solution (Ansori et al., 2023). 

At this stage, the selection of learning media 

card layouts, colors, fonts, images and 

supporting features that make it easier for 

students to learn is carried out. This process is 

quite time-consuming, because it must be well 

thought out, how an attractive design, easy to 

read and can make it easier for students to learn. 

 

 

Figure 2. KALIKA Prototype 

 

5. Test 

At this stage, the prototype that has been 

designed is implemented to students as users 

(Wijaya et al., 2022). However, before the 

implementation is carried out, the prototype is 

first validated by expert validators. This aims 

to determine the quality of the appearance and 

material of the learning media being 

developed. The validators consisted of 4 

Biology and Science teachers, and 1 lecturer in 

the Biology Education Study Program at the 

University of Education Indonesia (UPI). 

 

 

Table 5. Results of validation of five character card learning media (KALIKA) 

Validator 
Number of 

Validation 

Criteria 

Y N 
Percentage 

(%) 
Criteria 

1 15 70 75 93 Very Valid 

2 15 71 75 95 Very Valid 

3 15 63 75 84 Valid 

4 15 70 75 93 Very Valid 

5 15 73 75 97 Very Valid 

Percentage of Total Validation 92.4 Very Valid 

Based on the data presented in Table 5, the 

results of the validation of KALIKA learning media 

from 5 validators are classified in the very valid 

category, with a percentage of 92.4%. This 

validation score was achieved by several revisions, 

according to suggestions from validators, including 

improvements in the selection of images that match 

the content, image size, text color, brief description 

on the card, to the characteristics of a kingdom that 

need to be marked, to make it easier for students to 

learn. Until finally the media gets a validation score 

of 92.4% which is classified as very valid, and is 

ready to be used in the classroom. The very valid 

criterion is obtained from several aspects, including 

the accuracy in the selection of colors and fonts on 

the card, making it easier for students to read the 

content on the card. The same thing is stated in 

other studies that develop card learning media, that 

cards with clarity of writing (appropriate size and 

type of font) will make it easier for users to read 

and are categorized as very valid for use in the 

learning process (Aprilia et al., 2016; Pratiwi & 
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Wiguna, 2022), the language that is easy to 

understand and the availability of material with the 

level of achievement of students also gets a good 

score, and supports the validity of KALIKA 

learning media. The validity of KALIKA is 

accordance with another research, that say one of 

the roles of learning media is the communicative 

function, which aims to facilitate communication 

and delivery of messages, making it easier for 

students to understand the material (Ilhami & 

Budiyanto, 2022; Nurrita, 2018). After validation 

process done, KALIKA was applied on a sample of 

grade 7 students in one of the public junior high 

schools in Bandung City. The following is a 

description of the learning implementation that has 

been carried out. 

1. Starting Activity 

The initial activity lasts for 15 minutes. 

The activity begins with the teacher telling 

students to pray, then saying greetings, and 

checking student attendance. Next, the teacher 

distributed the pretest link using the Quizziz 

application -to the class leader. The pretest was 

conducted for 10 minutes, before starting the 

lesson. After taking the pretest data in the form 

of 10 multiple choice questions, the teacher 

makes an apperception by asking questions to 

explore students' curiosity about the material to 

be learned. Furthermore, the teacher asked 

students to open and read science books on the 

material of classification of living things. The 

teacher conducts questions and answers with 

students. 

 

Figure 3. Quizziz display for pretest and posttest 

questions 

 

2. Main Activities 

The main activities lasted for 45 minutes, 

using the Jigsaw-type cooperative learning 

model. It begins with providing motivation and 

delivering learning objectives. Furthermore, as 

can be seen in Figure 4, the teacher explains the 

learning activities that will be carried out, 

namely learning the material of the 

classification of the 5 kingdoms by playing 

KALIKA cards, and explains how to play to 

students. Next, the teacher conditions students 

to form groups of 5 people. When the groups 

are formed, the teacher distributes 5 types of 

cards according to the 5 types of kingdoms of 

living things, then learners play according to the 

directions that have been delivered (Figure 5). 

During the game process, the teacher observes 

and guides learners who are still confused about 

the rules of the game. Next, as shown in Figure 

6, each winning child is responsible for 

becoming an expert group, then gathering with 

other expert groups, to discuss the 

characteristics of the kingdom, along with its 

benefits, and return to the original group. The 

next stage is evaluation, at this stage, students 

display the results of their discussion in front of 

the class, and the teacher gives awards in the 

form of applause. 

 
 

Figure 4. The teacher explain learning activities 

and how to play kalika 

 

 

Figure 5. Students study and play KALIKA in 

group 

 

 

Figure 6. Students discussion in group 
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3. Closing Activities 

There are 10 minutes left for the teacher to 

close the learning activities. At this stage the 

teacher and students reflect on the learning 

activities that have been carried out, then 

conclude the learning on that day. Next, 

students are given a posttest of 10 multiple 

choice questions through quizziz, then a 

reflection of learning is carried out and learning 

activities are closed with greetings. 

To find out the learning outcomes of students 

after using the media, an effectiveness test is 

carried out by calculating the N-gain score of 

students' learning outcomes obtained through 

giving pretests and posttests; as well as statistical 

analysis using the Wilcoxon Signed Rank Test, to 

see the difference when before using KALIKA and 

after using KALIKA. The results of learning 

effectiveness can be seen in Table 6. 

 

 

Table 6. KALIKA learning media effectiveness analysis results 

Sample 
Number of 

Students 

Average Score of 

Pretest 

Average Score of 

Posttest 
N-gain Average 

N-gain 

category 

 Grade 7th 21 46.67 63.3 0.32 Moderate 

Based on Table 6, the N-gain value is 0.32 

which is classified as a moderate category, it states 

that there is an increase in student scores after being 

given learning treatment using KALIKA media. 

The increase in learning outcomes using KALIKA 

media also indicates that the learning media 

development process using the framework of 

designing thinking has met its objectives. 

Development process using the design thinking 

framework has been in accordance with its purpose, 

which is to produce the right solution to solve 

students' problems (Kubiak, 2024). This media also 

received positive responses from students, in the 

user response questionnaire, 95% of students stated 

that KALIKA media made it easier for them to 

learn the characters in each kingdom of living 

things, felt happy and wanted this media to be 

applied to other materials or subject matter. These 

results are in line with the statement that the 

selection of interesting media is very important to 

foster student interest in understanding concepts 

(Kurniawan & Hasanah, 2022).  One type of 

learning media that is interesting and can actively 

involve students in learning is card game media, 

because in the learning process, students not only 

listen, but are actively involved in the learning 

process (Nurrita, 2018; Sanjaya, 2012).  

Based on statistical tests, Table 7 states that 

pretest data is normally distributed, while posttest 

data is not normally distributed. Therefore, the 

difference test was continued using the Wilcoxon 

Signed Rank Test (Table 8). The results of the 

difference test presented in the Table 8 state that the 

p value = 0.029, then the p value <0.05, so it can be 

concluded that there is a significant difference 

between the pretest and posttest scores.

 

Table 7. Normality test result 

Topic Tes Statistics p skewness kurtosis Interpretation 

Classification of 

Living Things 

Pretest 

 

Posttest 

0.983 

 

0.870 

0.196 

 

0.010 

-0.401 

 

0.304 

-0.483 

 

-1.429 

Normal Distribution 

Non-normal distribution 

  p > .05 = normal distribution 

 

Table 8. Wilcoxon signed rank test result 

Topic Rank N 
Mean 

Ranks 

Sum of 

Ranks 
Z p 

Classification of 

Living Things 

Negative Rank 6 6.83 41.00 

-2.186 

0.029 

(sig) 

 

Positive Rank 13 11.46 149.00 

Ties 2   

  p < .05 = Significant difference 

 

The improvement in learning outcomes after 

using KALIKA cards is in line with the results of 

research conducted in 2022, which states that the 

learning process is a process of understanding that 

can be seen with the understanding of thinking 

concepts, not changes in behavior that are 

physically visible (Ilma, 2022). 

Other research regarding card games at the 

junior high school level in science class showed 

that games can make students remember material in 

the long term, make learning more fun, and become 

a reinforcement in making conclusions, learning 
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more fun, as well as being a reinforcement in 

making conclusions at the end of learning the end 

of learning (Prasetyaningtyas, 2020).  

From the result above, it means that KALIKA 

learning media is quite effective in supporting 

learning activities on the classification of living 

things, which can improve student learning 

outcomes, because it makes significant difference 

from pretest to posttest. Another research state the 

same results, that card learning media can increase 

student achievement (Yulivia & Sari, 2023). 

 

CONCLUSIONS AND SUGGESTIONS 

The Five Character Card (KALIKA) learning 

media developed using the material of 

classification of living things is a learning media 

that is suitable for use in the learning process, 

because the validity score is very valid. The impact 

of using KALIKA in sub-topic classification of 5 

kingdoms can improve student learning outcomes 

in the moderate category so it can be concluded that 

KALIKA media can be a support in the learning 

process in the classroom. The increase in learning 

outcomes using KALIKA media also indicates that 

the learning media development process using the 

framework of design thinking has met its 

objectives. Development process using the design 

thinking framework has been in accordance with its 

purpose, which is to produce the right solution to 

solve students' problems. So that the learning 

outcomes learning outcomes have increased after 

the use of learning media KALIKA. This research 

was used Jigsaw learning model, so future research 

can use KALIKA in other learning models, such as 

in the discovery learning process, but some 

characters should not appear first on the cards, so 

that students can find the characters themselves. 

The formative assessment used can also be changed 

into an essay form, and continued until the 

summative assessment. 
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