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INTRODUCTION 

Currently, education is the main point and main 

focus for every component of the nation. By 

changing the constitution, the Education System 

Law Number 02 of 1989 to Number 20 of 2003, 

and Government Regulation Number 32 of 2013 

concerning National Education Standards, this is 

listed in the fundamental changes made (Widyana 

et al., 2024). 

The independent curriculum also known as the 

prototype curriculum was officially announced by 

Nadiem Anwar Makarim, Minister of Education, 

Culture, and Research. The learning independence 

curriculum is a new curriculum that emphasizes 

learner well-being and involves learners in the 

teaching and learning process. It gives learners the 

freedom to choose subjects they enjoy, which 

helps them develop their interests and talents. 

When it is used, the role of teachers is also very 

important to make learning more interesting and 

enjoyable for learners. The evaluation of learner 

learning outcomes in the curriculum aims to 

ascertain and quantify learners' proficiency in the 

teaching and learning process (Melati, 2023). 

English instruction in primary schools has been 

increasingly crucial under the Merdeka 

Curriculum since its introduction in educational 

institutions, including elementary schools 

(Oktavia et al., 2023) . English is now required in 

some schools as part of the current autonomous 

curriculum implementation, including in primary 

schools, where it is taught as a local content lesson 

(Sari et al., 2024). When the autonomous 

curriculum started in elementary schools, the goal 

Abstract: Changes in the curriculum in education affect how the implementation of existing learning, as well 

as in learning media, is needed as an effort to stimulate students' abilities in the learning process to be more 

effective and efficient. The purpose of this research is to develop animation video media and game cards on 

Telling Time material in English. This research uses the type of research and development with the ADDIE 

model. The research subjects were fourth grade students of Wates 01 Semarang State Elementary School. 

Data collection techniques used in this research are (1) interview; (2) observation; (3) questionnaire; (4) test; 

and (5) documentation. The instruments used are interview guides, documentation, needs questionnaires, 

media response questionnaires, pretest and posttest questions, and validation sheets conducted by 2 experts, 

namely media experts, material experts, and language experts. Data analysis techniques were carried out by 

normality test (Shapiro-Wilk), t test, and n-gain test. The results showed that animated video media and 

playing cards can improve student understanding and student learning outcomes in English. This result is 

evidenced from the average value on students there is an increase in small-scale learning outcomes pretest 

average value 58.3 and posttest average 86.8 then on a large scale pretest average value 57 and posttest 

average value 82.8. Then the results of the N-gain test on a small scale of 0.7512 and a large scale of 0.5925 

which means the high and medium categories, can be concluded to be effective for use in learning. Therefore, 

it can be concluded that animation video media and game cards can be said to be a category worth using in 

an interesting learning process and can improve student understanding and learning outcomes. 
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of teaching English was to help pupils become 

more proficient communicators in the language. 

The implementation of English language 

learning in the field does not seem to be optimal. 

Many teachers have difficulty teaching it, 

especially in grade IV elementary school, where 

students have not yet gotten the basics of English, 

making it difficult for students to understand what 

the teacher is teaching. In class IV, students 

experience problems with telling time, which is 

one of the basic understandings in English. 

Because its application time is used every day for 

daily activities, such as organizing meetings, 

organizing lessons, and others, this skill is very 

important. However, many students, especially 

fourth grade elementary school students, find 

telling time in English difficult. Learning time in 

English often faces complex problems. Students 

must recognize the numbers on analog and digital 

clocks and understand time patterns in sentences. 

Uninteresting teaching, the use of uninnovative 

learning methods, and the lack of supporting 

resources can affect students' interest and 

understanding of learning to tell time in English. 

So the need for media utilization can help make it 

easier for teachers to explain the material to 

students. With the teaching media, teachers can 

attract the attention of students to be more focused 

on learning (Oktavia et al., 2023). 

Using learning media that is appropriate to the 

material and student characteristics is a way to 

overcome this problem. The use of media in 

learning is very important to create a fun and 

exciting atmosphere in the learning process. 

Because the media has the ability to unite words, 

written images and symbols when delivering 

material in the learning process (Hasan et al., 

2021a). Along with the times, knowledge and 

technology, learning media also experience 

development and progress. This means that there 

are many types and variations of learning media 

along with the times and advances in knowledge 

and technology (Hasan et al., 2021b). With media 

that keeps up with the times, students are not bored 

and interested in classroom lessons. Therefore, 

there needs to be an effort to improve the media 

that can be used, namely animation video media 

and game cards that can increase student 

understanding and attract student interest in telling 

time material in English subjects. 

Animation video content is one kind of 

instrument for education that can improve students 

understanding and engagement. Video was once a 

rich, potent, and dynamic teaching tool that 

supported teaching and learning while also 

including text, sound, and occasionally dynamic or 

moving images for information presentation, 

narration, visualization, and representation 

(Evangelou, 2023) . Animation, on the other hand, 

is a series of pictures that are altered to create 

motion. Animation is a type of moving image 

produced by carefully arranging a collection of 

things to tell a preset story (Farida et al., 2022). An 

animation video, then, is a moving visual created 

by a group of different objects that have been 

carefully assembled to follow a specified (Farida 

et al., 2022). When creating educational materials 

that help in the teaching and learning process, 

educators have the option to utilize animation 

video content as an alternative. A collection of 

dynamically moving pictures that can be heard and 

seen is what animation video media uses to express 

information or messages (Hapsari, 2021). 

Research (Sae & Radia, 2023) indicates that 

video animation is a legitimate, useful, and 

successful teaching medium for enhancing 

students critical thinking abilities in science 

classes in elementary schools. Research indicates 

that VIDAM media, an animation video, can boost 

the interest of third-grade children at SDN 05 

Balesari in studying (Cholifah & Saputro, 2022). 

According to research using animation video 

learning (Prasetya et al., 2021), the learning 

process will be more effective since it can enable 

teachers and students to more quickly accomplish 

their assignments, overcome time and space 

constraints, and clarify abstract concepts. As a 

result, attractive concepts are used in the creation 

of animated learning materials to satisfy the 

demands of students. 

In addition, game cards were the medium of 

choice for telling time in this investigation. Simple 

media in the shape of cards with words and 

graphics are called flashcards. It is anticipated that 

students will find it simpler to resolve comparative 

material problems with the use of this media 

(Lestari et al., 2023). The English word "game" 

originally meant "match" or "game." It can also be 

used to describe scheduled events that are typically 

conducted for amusement ((Yulianti & Minsih, 

2022). Games will be used in conjunction with 

these game cards. A type of game with established 

goals for learning is known as learning with game 

cards" (Cheok & Ali, 2024). Game cards motivate 

and engage players to keep learning. According to 

research (Santi et al., 2023), the game approach 

with image card media significantly improved the 

learning outcomes of grade 1 addition and 

subtraction material at Gandekan Surakarta State 

Elementary School in the 2022-2023 academic 
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year. 

From the previous description, the aim of this 

research is to develop animation video media and 

game cards that are feasible and effective for 

learning about telling time material in English so 

that it can improve student understanding and 

learning outcomes of fourth grade students. To 

find out more about this problem, there are the 

following questions: (1) How is the development 

of animation video media and game cards of 

telling time material in English class IV?; (2) How 

is the feasibility of animation video media and 

game cards of telling time material in English class 

IV?; and (3) How is the effectiveness of animation 

video media and game cards of telling time 

material in English class IV? 

 

METHOD 

To resolve the problems that occur, a relevant and 

appropriate method is needed to determine the 

development, feasibility and effectiveness of an 

animation video media and game cards. Research 

and development (R&D) was the research 

methodology used in this study.  

R&D is a process or steps to create new 

products or improve existing products. 

Development research serves as a link between 

basic research and applied research. Research and 

development (R&D) research is a research method 

that aims to produce specific products. 

Educational problem research makes it possible to 

develop and implement more innovative education 

through educational problem research. 

Research and development, or R&D, is the 

process of developing a product and assessing its 

effectiveness (Sugiyono, 2019). In developing a 

product, research is used, which includes a needs 

analysis and product testing. Research and 

development (R&D), in education produces 

products that must go through some research so 

that the media can be used effectively. The 

development research paradigm employed in this 

study was the ADDIE development model. 

Analysis, design, development, implementation, 

and evaluation are the phases of the ADDIE model 

(Mesra, 2023). Figure 1 below shows the ADDIE 

model in the image that follows.  

 

 

Figure 1. The ADDIE model 

This study was 28 students in fourth grade were 

subjects, consisting of 14 female and 14 male 

students. This study used large-group and small-

group trials. The large group consisted of 22 

students and a small group of 6 students at SD 

Negeri Wates 01 Semarang. 

Location and timing of the research this study 

was carried out in the Central Javan province of 

Semarang at SD Negeri Wates 01, Ngaliyan Sub-

district. This research location was chosen because 

observations revealed that students in the fourth 

grade were still not achieving acceptable 

educational goals in their English classes. Based 

on this problem, the researcher developed 

animation video media and game cards to improve 

students understanding in telling time in English 

subject grade IV SD N Wates 01 Semarang. 

Through the development of this learning media, 

researchers want to know the effect and 

effectiveness of animation video learning media 

and game cards to improve students understanding 

in telling time in English subjects grade IV SD N 

Wates 01 Semarang. The research time was 

conducted in May - June 2024.  

The independent variables in this study are 

animation video learning media and game cards. 

The dependent variable is to improve students 

understanding of telling time in English class IV 

SD N wates 01 Semarang. 

Data collection techniques used in this study 

are (1) interviews; (2) observation; (3) 

questionnaires; (4) tests; and (5) documentation. 

The interview method was conducted to collect 

data with the teacher as a resource person; the 

observation method was carried out in class IV 

during the activity during learning; the researcher 

took various data from class IV students; the 

questionnaire method was used to determine the 

validation of the developed media products 

addressed to students and class teachers; and the 

test method was made in the form of pretest and 

posttest questions used to measure the 

effectiveness of the product. 

Two experts, namely material and language 

experts and media experts, conducted interviews, 

documentation, needs questionnaires, response 

questionnaires, pretest and posttest questions, and 

validation sheets. This instrument uses a Liket 

scale with a score interval of 1–5 (Pranatawijaya 

et al., 2019), which is calculated with the 

following scoring guidelines:  
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Table 1. Eligibility criteria 
Percentage Criteria Description 

86% -100% 
Very 

Feasible 

Without 

Revision 

71% - 85% Feasible Revised 

56% - 70% 
Moderately 

Feasible 
Not Feasible 

41% - 55% Not Feasible Not Feasible 

25% - 40% 
Very 

Unfeasible 
Not Feasible 

Data analysis on the development and research 

of animation video media and game cards to 

improve students understanding in telling time on 

English subject in grade IV SD N Wates 01 

Semarang.The data used in the study was taken 

from one class only because the sample size was 

less than 40. The research was conducted on both 

a small and large scale. The small scale amounted 

to 6 students, and the large scale amounted to 22 

students. Small sampling using the purposive 

sampling technique, namely two upperlevel 

students, two middle level students, and two 

lower-level students.  

To use the appropriate statistical test, you must 

understand the data you have, whether it has a 

normal distribution or not. If the data has a normal 

distribution or is close to a normal distribution, 

then parametric statistical methods are used.  

Meanwhile, if the population data does not have a 

normal or near normal distribution, non-

parametric statistical methods are used. To find out 

whether the data is normally distributed or not, a 

normality test is carried out (Anam, 2020). 

In this study, we used a statistical test, namely 

the normality test, to determine whether the 

animation video media and game cards are 

normally distributed or not. A normality test is a 

statistical test used to test the assumption of a 

normal distribution in data. Population data is said 

to be normally distributed if the average value 

collects in the middle, the mode value, and the 

median are at certain reasonable limits (Sintia et 

al., 2022). The data used in this study are less than 

40, so it is more appropriate to use the Shapiro-

Wilk test because, according to Biu, Nwakuya, & 

Wonu (2019) Kolmogorov-Smirnov is more 

appropriate for large samples or more than 40. 

While the Shapiro-Wilk test is more accurate when 

used for small samples (Wahab et al., 2021).  

The analysis test used by the research is the 

Paired Samplet-test which is part of the 

comparative hypothesis test or comparison test. 

The data used in the paired samplet-test test is 

generally interval or ratio scaled data (quantitative 

data) (Fuadi et al., 2022). The Paired Sample t-test 

test is used to see if there is a significant difference 

between the Pretest and Posttest averages in the 

One Group Pretest-Posttest Design (Sukarelawan 

et al., 2024). In the Paired Sample t-test test, there 

is a meaningful or significant difference if the Sig 

value. (2-tailed) <0.05. Conversely, there is no 

meaningful or insignificant difference if the Sig. 

(2-tailed) > 0.05(Fuadi et al., 2022). 

Based on the results of the Paired-Sample T-

test between the initial and final understanding of 

students, it can be concluded that there is a 

significant difference. Therefore, the analysis of 

changes or improvements in student learning 

outcomes can be continued using the N-Gain Test. 

N-Gain test is a commonly used method to 

measure the effectiveness of a learning or 

intervention in improving students' learning 

outcomes (Sukarelawan et al., 2024). This method 

provides a strong foundation for evaluating the 

extent to which a learning program has contributed 

to students understanding of telling time material 

in English. 

 

RESULTS AND DISCUSSION 

Researchers in developing animation video media 

and game cards to improve students understanding 

in telling time on English subject in grade IV use 

the ADDIE development design, which consists of 

5 stages that include analysis, design, 

development, implementation, and evaluation 

(Elvitaria et al., 2023). Improving current 

educational resources in the classroom and raising 

student learning goals are the objectives of this 

media development. Learning media is a tool used 

by teachers to carry out learning activities more 

effectively (Hasan et al., 2021b) Currently, there 

are many types of learning media. The use of 

technology in education, especially in learning 

media, has provided opportunities for teachers and 

students to improve the quality of education so that 

they can achieve better results (Said, 2023). 

 

Development of animation video media and game 

card 

The first stage Analysis is what researchers do. At 
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this point, the researchers observed class IV at SD 

N Wates 01 and conducted interviews with the 

students, and the results obtained indicated the 

need for new learning media that could attract 

students attention, especially in English subjects 

on telling time material and English vocabulary 

habituation. In this first stage, analyzing what 

needs are needed by teachers and students is done 

by interviewing the IV grade teacher of SD Negeri 

Wates 01 Semarang. 

Based on the needs analysis conducted, it is 

stated that fourth grade students of SD N Wates 01 

Semarang have difficulty in understanding the 

material of telling time in English. One of the 

factors causing this is that students have just 

received English subjects in class IV so that the 

teacher is quite difficult in dealing with it. 

Therefore, to help students understand the learning 

material maximally, an interesting learning media 

is needed and improve student understanding and 

learning outcomes. 

The second stage is design. Researchers at this 

stage start by determining the software and 

hardware in the development of animation video 

products and game cards. The software used for 

animation videos and game cards is the Canva and 

Capcut applications, while the hardware is a laptop 

and an Android smartphone. Next, design the 

details of the animation video and game card 

design according to the character of   elementary 

school students, then organize the material that 

will be included in the animation video and game 

cards; design the concept of examples of activities 

that use time that will be included in the animation 

video, then design Yes or No and hear and circle 

exercises that aim to hone students understanding 

of the material presented in the animation video. 

The game card media is designed with alternating 

prints (front view for questions and back view for 

answers), and this game card will have playing 

rules as well. This animation video media and 

game cards are made by taking into account 

several aspects, including media appearance such 

as image, color, and font selection, ease of media 

operation, and audio clarity. Then design a 

container for the game cards using the canva 

application. 

The third stage is development. In this stage, 

what researchers do is develop products according 

to the design made. (1) Collection of materials, 

such as collecting basic materials to develop 

animation video media such as material, images, 

text, audio, video, and animation; (2) Start making 

animation videos and add some features to the 

animation video with Canva as follows: choosing 

the size of the animation video canvas, adding 

moving animation features, adding images, 

appropriate elements, voice actors, backsound (on 

this backsound using the Capcut application), and 

transitions; (3) Arranging the animation video 

starting from the first display, delivery of CP, 

objectives, Pancasila student profile, explanation 

of material, examples and practice questions, 

acknowledgments; (4) adding images and 

interesting elements on the game cards; (5) This 

game card is made of ivory paper base material 

because the material is better than buffalo paper 

and is not harmful to elementary school students; 

(6) make a container that is used as a game card 

holder. 

The results of the development of animation 

video media can be seen in the  picture below : 

 

 
Figure 2. The animated video’s first appearance 

 
Figure 3. Display of CP delivery, learning 

objectives and pancasila learner profile 

 
Figure 4. Display of telling time material delivery 

 
Figure 5. Example of telling time explanation 

display 

 
Figure 6. Look  and say  display 
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Figure 7. Example of look and say display 

 
Figure 8. Display of practice questions 

 
Figure 9. Yes or no practice question display 

 
Figure 10. Listen and circle question start display 

 
Figure 11. Listening and circling question display 

The results of the development of Telling Time 

game cards can be seen below :  

 
Figure 12. The front view of the game card about 

the instructions for using the game card   

 
Figure 13. Display of how to playcards 

 
Figure 14. Front view of game cards and questions

   

 
Figure 15. The back view of the game card and the 

answer 

The way to use the game is as follows: (1) 

Before the game starts, read first how to play the 

telling time game card. (2) Each student gets one 

card. (3) The number of players is 2 people (in 

pairs). (4) Determine the player who gets the first 

turn to play. (5) Here each player is required to be 

able to answer the telling time question from his 

opponent's friend's card. (6) If you can't answer, 

you will get a score of 0 and if you answer 

correctly, you will get a score of 1. (7) If you can 

answer correctly, you must find another opponent 

(you cannot play with the same person). (8) The 

game with the telling time game card will win the 

highest score in the class. The results of the 

development of the Telling Time game card 

container can be seen below 

 

 
Figure 16. Containers for telling time game cards 

 

Feasibility of animation video media and game 

cards telling time  

The media that has been developed is then 

validated by media experts, material experts, and 

language experts, who will assess and state 

whether the media is valid and feasible to use in 

learning by using an expert validator assessment 

questionnaire. The results of the expert validator 

assessment from these results it can be stated that 

the animation video media and game cards are 

very feasible to use in learning because it can be 

seen from the percentage received by media 

experts and linguists 87.5% including very 

feasible criteria and in media experts with a 

percentage of 93.75% including very feasible 

criteria. 

This is in line with research showing that (Putri 

et al., 2022), the ADDIE development model is 

used to develop animated video-based chemistry 
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learning media, which includes analysis, design, 

development, implementation, and evaluation. 

The animated video-based chemistry learning 

small was deemed highly valid or very feasible 

with an average valid value category of 0.900884, 

according to the results of the three validators' 

feasibility test. Meanwhile, the average feasibility 

percentage of 81.16% from the student response 

questionnaire indicated that it was feasible and did 

not require revision. 

The effects of the media response further 

strengthen the reliability of the media 

questionnaire conducted by class teachers and 

fourth grade students of SD Negeri Wates 01 

Semarang City. The ADDIE development model 

is utilized in research (Putri et al., 2022) to create 

animated videos for chemistry learning materials 

based on student responses in small and large 

group trials. Overall, with an average of 81.16%, 

it is deemed feasible for use in both indoor and 

outdoor learning activities. Furthermore, studies 

(Maeswaty et al., 2023) discovered that 

professionals rated the flashcard learning medium 

as "very feasible" with an average score of 91.7%. 

This demonstrates how highly viable it is to 

employ the instructional media created in the 

classroom.  

The results of the questionnaire responses of 

teachers and students of SD Negeri Wates 01 

Semarang City to the animation video media and 

game cards. The results of media responses from 

teachers and students of SD Negeri Wates 01 are 

included in the criteria very feasible because the 

percentage of media response questionnaires from 

teachers is 90% and student media response 

questionnaires are 98%. So according to the media 

response questionnaire conducted by teachers and 

students, animation video media and game cards 

are said to be feasible. 

 

Effectiveness of animation video media and game 

cards telling time  

The fourth stage in the ADDIE model used in this 

study is the implementation stage. At this stage, 

the researcher tests the learning media by showing 

whether the media developed is feasible and 

effective to use as a tool for learning.  

The data used to measure the effectiveness of 

animation video media and game cards is the 

acquisition of students pretest and posttest scores. 

The pretest was carried out at the beginning of 

learning before the use of the animation video 

media and game cards, then the posttest was 

carried out after students received learning by 

using animation video media and game cards. The 

results of the acquisition of the average pretest and 

posttest are on a small scale with 6 students the 

average pretest value is 58.3 and the average 

posttest is 86.8; then on a large scale with 22 

students, the average pretest value is 57 and the 

average posttest value is 82.8. 

The fifth stage is evaluation. This stage 

analyzes the results of pretests and posttests to 

determine whether animation video media and 

game cards are feasible and effective for students. 

The process of increasing students understanding 

and learning outcomes is measured by comparing 

the results of students pretest and posttest scores. 

The first thing to do to determine the feasibility of 

the media is to conduct a normality test. Normality 

test is a statistical test used to test whether the data 

distribution is normally distributed, if the data is 

not normally distributed, you cannot do the next 

step. The normality test in this study used the 

Shapiro-wilk normality test because the sample 

used was less than 40 samples (Ahadi & Zain, 

2023). The results of the normality test using the 

SPSS 25 application can be seen in table 2 below. 

 

Table 2. Normality test results 

Class  

Pretest 

sig 

value 

Posttest 

sig 

value 

Description 

Small 
Scale (6 

students) 

0.362 0.283 

Normally 

distributed 
because > 

0.05 

Large 

Scale (22 

students) 

0.188 0.476 

Normally 

distributed 

because > 

0.05 

Based on the results of the normality test of 

students pretest and posttest scores using the 

Shapiro-Wilk test, which shows significant results 

on a large scale for pretest 0.188 and posttest 

0.476.Then the pretest and posttest values were 

measured on a small scale using the Shapiro-Wilk 

test, which showed significant results on the 

pretest (0.362) and posttest (0.283). Normality 

testing is said to be normal if the sig value is > 

0.05. So from the results of pretests and posttests 

on a large and small scale, it can be concluded that 

the pretest and posttest results are normally 

distributed because > 0.05. 

After the normality test is carried out and the 

results are normally distributed, the t-test or paired 

sample test will be used to see if there is a 

significant difference between the pretest and 

posttest data if the data distribution is declared 

normal. The results of the paired sample t-test 

conducted using the SPSS 25 program are shown 

in table 3 below. 
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Table 3. Paired sample test  
Class Sig value 

(2-tailed) 

Description 

Small Scale 

(6 students) 
0,002 

There is a 

significant 

difference because 

<0.05 

Large scale 

(22 students) 
0,000 

There is a 

significant 
difference because 

<0.05 

Based on the t-test table or paired samples test, 

it is found on a large scale with a significant (2-

tailed) 0.000 and on a small scale with a significant 

(2-tailed) 0.002. In the paired sample test, there is 

a significant difference if the value is <0.05. So it 

can be concluded that in the paired sample test on 

a large and small scale, there is a significant 

difference of <0.05. 

Furthermore, the N-gain test was conducted to 

find out the effectiveness of animation video 

media and game cards in the learning process. The 

N-gain value is calculated using the following 

equation: 

 
Description: Ideal score: 100 

Furthermore,it is grouped based on categories 

(Wahab et al., 2021) in the following table 4:  

 

Table 4. N-gain value category 
N-gain value Category 

g > 0,7 High 

0,3 ≤ g ≤ 0.7 Medium 

0 < g < 0.3 Low 

g ≤ 0 Fail 

The following is the N-gain test data on product 

trials using animation video media and game cards 

in class IV SD Negeri Wates 01, which can be 

viewed in table 5. 

 

Table 5. N-gain test results 

Class 
N-gain 

Value 
Category 

Small Scale (6 

students) 
0.7512 High 

Large scale (22 

students) 
0.5925 Medium 

The results of the N-gain data analysis show 

that the animation video media and game cards 

have an N-gain value of 0.7512 on a small scale (6 

students), which is categorized as high, while the 

N-gain value is 0.5925 on a large scale (22 

students), which is categorized as medium. This 

shows that animation video media and game cards 

are effective in learning so that it can improve 

student understanding and student learning 

outcomes if in telling time on English subjects. 

According to the research's conclusions, it is 

legitimate, practical, and efficient to generate 

video animation content and game cards to help IV 

grade English students understand how to tell the 

time. According to earlier research (H. R. Sari & 

Yatri, 2023) using videos with animation in 

elementary school language instruction can 

significantly improve learning outcomes as well as 

student interest and motivation. Children can gain 

various advantages from the use of video 

animation in primary school instruction, such as 

improved comprehension, heightened language 

proficiency, and enhanced creativity.  

According to research (Muryanti, 2022), 

animation videos are thought to be more appealing 

to draw in young viewers because they contain 

both visual and aural elements (sound and images), 

which can pique young viewers' interest in 

learning and identifying English. 

The researcher created an animation video that 

explains telling time with graphics, elements, 

animations, and videos, all of which add to the 

video's unique charm. The animation video uses 

simple syntax. According to this research, students 

are highly engaged with the animated videos that 

have been created with features and motion 

animations included in each video to compel them 

to pay attention and comply with all of the 

instructions. The animated videos in this 

curriculum help students practice speaking 

English as well. because the educational animation 

teaches students to recognize and pronounce the 

time statement in English. Because there are 

practice questions in the animation video that 

students must answer right away by speaking, it 

not only helps students practice their English but 

also sharpens their critical thinking skills. 

Animation video content is seen immediately on 

an LCD screen in the classroom utilizing an offline 

mode, which avoids the need for an internet 

connection for convenient access.  

Then, using these findings, researchers created 

media game cards. Using these game cards as a 

learning tool will motivate students more during 

class. When students engage in games with one 

another during class activities, they become less 

obedient, happier, and enthusiastic. This is due to 

the intriguing design of the game cards, which 

combine images of clocks, vibrant colors, and 

questions along with game rules and responses. In 

order to increase student enthusiasm and prevent 

boredom throughout the learning process, 

researchers can identify which students do not 
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understand the topic once they begin using this 

game card. This is because students who are 

unable to respond to questions will not receive a 

score. 

This result is consistent with studies that show 

using flash card media to study is likely to enhance 

learning quality, increase students engagement and 

enthusiasm, and make learning activities more 

enjoyable (Nurfadilah et al., 2023). Similarly, 

studies show that playing card games can produce 

a more engaging and dynamic learning 

environment. in order to increase students 

motivation to learn and to give their position in the 

classroom greater life (Azizah, 2019). 

Researchers have created game cards and 

animation video media that are flexible enough to 

let students watch animation movies whenever and 

wherever they want, without having an internet 

connection. Additionally, the game cards are 

lightweight and compact, making them easy to 

bring everywhere and store. The study and a few 

trial results lead to the conclusion that playing 

cards and animated videos are appropriate for the 

purpose of education. 

 

CONCLUSION  

Based on the results of research and development 

of animation video media and game cards to 

improve student understanding and student 

learning outcomes in telling time in English 

subjects for fourth grade students at SD Negeri 

Wates 01 Semarang, it is declared valid, feasible 

and effective to use. The validation results were 

declared very valid by media experts, material and 

language experts. So the feasibility of animation 

video media and game cards is feasible to use for 

the learning process because not only from expert 

validators but from the results of teacher and 

student responses after the application of this 

media gets a good response and falls into the 

feasible category. Then for the effectiveness of this 

animation video media and game cards, it was 

tested with a normality test which was normally 

distributed, then the t test found a significant 

difference between the pretest and posttest scores, 

and the N-gain test was in the high and medium 

categories, which means that animation video 

media and game cards are effective for increasing 

student understanding and improving student 

learning outcomes can also be seen from the 

average value that rose significantly. It is 

concluded that animation video media and game 

cards increase students understanding in telling 

time in English subject. In addition, with this 

animation video and game cards, students become 

more active and eager to follow the existing 

learning because the media used are interesting 

and also support students ability to speak English 

and reduce boredom when following the lesson. 

Based on the experience of conducting this 

research, the researcher provides several 

suggestions that may be useful for further research. 

The development for future learning of animation 

video media uses a more detailed design in each 

video design that will be made and game cards are 

made as attractive as possible with designs of 

various colors and shapes. Then class management 

when the playing cards must also be arranged to be 

effective and efficient to maximize the 

achievement of learning objectives and increase 

student interest so that students understand the 

importance of learning telling time. Make 

improvements and revisions to the learning media 

to improve its quality and effectiveness. Sharing 

the research results to the world of education to 

share knowledge so that it can improve learning 

practices in other schools. 
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