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 This research is based on the existence of problems in Javanese language 

learning in grade IV. Students consider the Javanese uploading material to be 

difficult material. Educators use the lecture method more, without the help of 

learning media so that students are bored. Therefore, the researcher developed 

a flashcard media for ngoko and krama vocabulary through a simulation 

method with the aim of helping students understand the differences and use 

of ngoko and krama vocabulary. This research uses the type (R&D) with the 
ADDIE model consisting of Analysis, Design, Development, Implementation, 

and Evaluation. The results of the study showed that (1) The development of 

flashcard media obtained 80% (valid) results from material expert validators, 

97.3% (very valid) media expert validators, 96% (very valid) results from 
question validators. The results of the teacher trial were 100% (very good), 

the results of the small group trial were 86.7% (very good) and the results of 

the large group trial were 90.83% (very good). (2) The feasibility of flashcard 

media can be seen from the results of increasing pre-test to post-test scores. 
The average result of the pre-test score was 50.00 to 87.50 in the post-test 

results, so there was an increase of 37.50 points. This proves that the flashcard 

media of ngoko and krama vocabulary through the simulation method is 

declared suitable for use as a learning medium in Javanese language subjects 
in grade IV elementary school. 
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1. INTRODUCTION  
 The development of education in this modern era requires an educator to have innovation in the learning 

process, so that students can learn more effectively, interestingly, and gain meaningful experiences. However, 

the reality is that there are still many educators who use conventional methods and are centered on educators, 

so that students become passive and have difficulty understanding the learning material. One alternative to 

overcome this problem is by developing creative learning media according to the needs of students. Piaget 

argues that children at the elementary level are at the stage of concrete operational development [1]. This stage 

is a stage where students can understand something abstract through the help of real objects or objects that can 

be seen directly (visually) [2]. Without the help of real objects or only explained orally, students will find it 

difficult to understand abstract things.  

 The development of visual media that is widely carried out at the elementary school level is the 

development of flashcard media. Flashcards are media in the form of rectangular learning cards that have two 

sides with one side containing images and the other side in the form of definitions or text that help students 

remember the subject matter.[3] Muhammad Rijalul also argued that flashcards are cards or learning that are 

used to remember material, in the form of a rectangle in which there is writing or images on it. [4] In addition, 

this flashcard media is able to train the right brain's ability to remember images and words, so that children's 

vocabulary and vocabulary skills can be trained and improved. The development of flashcard media is a 

creative idea that can be applied to the learning process, as well as applied to learning the Javanese language.  

https://doi.org/10.56404/tej.v4i1.242
https://jurnal.gerakanedukasi.com/index.php/TEJ
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 Javanese is a language that can create a person's character and politeness value because it has upload-

ungguh, which is a level in the language that is adjusted between the speaker and his speaking partner, so that 

there is a difference in language when talking to parents and friends of his age. Sry Satriya Tjatur Wisnu 

Sasangka argues that the Javanese language can be eminically divided into two, namely the form of ngoko 

(variety of ngoko) and krama (variety of krama). [5] Law No. 20 of 2003, article 37 paragraph 1 explains that 

one of the primary and secondary education curricula must contain local content. Javanese language subjects 

are one of the local content determined by educational units in East Java. [6] The goal is to teach and apply the 

Javanese language from an early age, so that it can also be used as a means to preserve Javanese cultural values. 

Based on the results of the researcher's initial observation at SDN Sukorejo Tugu Trenggalek, during the 

learning process, students still use the ngoko language when talking to their teachers, they do not know the 

krama equivalent of the ngoko language they speak and they feel that this Javanese uploading material is 

difficult to understand. This is because the learning still uses the lecture method without any media assistance. 

Therefore, there is a need for the development of learning media to help overcome these problems. 

 The learning media that will be developed by the researcher to overcome the difficulties of students in 

understanding ngoko and krama vocabulary in Javanese language learning is a flashcard learning media that is 

collaborated with a simulation method. Hasbullah in the book Sri Rahayu argues that the simulation method is 

a method that invites students to play in several behaviors that are considered in accordance with the learning 

objectives. [7] Oktapyanto in Claudia's book also argues that the simulation method is a method that asks 

students to think of themselves as others whose purpose is to learn how others act and feel. [8] In line with the 

opinion of Uswatun Hasanah who stated that learning is no longer about transferring knowledge, but learning 

is a process for constructing knowledge. [9]. Therefore, this simulation method is considered relevant to be 

applied because it is able to actively involve students in the learning process, and help them build an 

understanding of the use of ngoko and krama vocabulary in accordance with the Javanese language through 

direct experience. 

 Research conducted by Restu and Maryam stated that the flashcard media developed is valid, practical 

and effective, and can be used as one of the media options for learning the Javanese language, especially 

Javanese language upload materials in elementary schools. [10] Then the research conducted by Putri and 

Wahyu also stated that the development of flashcard media has valid, practical, and effective quality so that it 

is suitable for use by educators in learning Javanese language in Javanese language upload materials. [11] The 

novelty of this research lies in the integration between the development of flashcard media and the application 

of simulation methods in Javanese language learning, so that it not only produces decent media, but also 

provides a more active and meaningful learning experience for students. In contrast to previous research which 

generally only focused on media development or only on the use of simulation methods without media 

development. Meanwhile, this study combines the two systematically. 

 Based on the background of the above problem, the researcher needs to develop a flashcard learning 

media that contains various ngoko and krama vocabulary. This media is combined with the simulation method, 

so that it can be a means for students to imagine and play characters using the Javanese language according to 

the upload-ungguh rules. The researcher is interested in designing a research with the title "Development of 

Simulation Flashcard Media for Ngoko and Krama Vocabulary at SDN Sukorejo Tugu Trenggalek". The 

formulation of the problems contained in this study is: (1) What is the design of the development of simulation 

flashcard media for ngoko and krama vocabulary at SDN Sukorejo Tugu Trenggalek? and (2) What is the 

feasibility of simulated flashcard media for ngoko and krama vocabulary at SDN Sukorejo Tugu Trenggalek? 

The objectives of this research are to: (1) Know and explain the development of simulation flashcard learning 

media for ngoko and krama vocabulary at SDN Sukorejo Tugu Trenggalek and (2) Know and explain the 

feasibility of simulation flashcard media for ngoko and krama vocabulary at SDN Sukorejo Tugu Trenggalek. 

 

2. METHODS 
a. Type of Research 

 The type of research and development used by researchers is the type of research and development 

(R&D). Research and Development is a research method used to produce products, and test the 

effectiveness of the product. [12] The choice of the type of R&D in this study is to overcome problems 

in learning by producing a learning product that is feasible, interesting, and in accordance with the needs 

of students so as to create a fun learning atmosphere and provide a meaningful experience.  

b. Development Model 
The development model used in this study is the ADDIE development model. The ADDIE model 

has five stages, namely Analysis, Design, Development, Implementation and Evaluation. [13] The 

researcher chose this ADDIE model because it provides systematic, clear, easy-to-understand and 

structured stage guidelines in designing products or learning that are feasible and in accordance with the 

needs of students. 
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c. Data Collection and Instruments 
1) Data Collection Techniques 

The data collection techniques used by the researcher are interviews, observations, questionnaires and 

tests. 

2) Data Collection Instruments 

The data collection instruments used by the researcher are observation instruments, interviews of 

classroom teachers and students, questionnaires for material experts, media experts, question experts, 

instruments for teacher and student responses  

d. Data Analysis Technique 
 This research focuses more on media development through qualitative data analysis techniques, so 

that it does not use sampling techniques and does not test its validity or reliability. This qualitative data 

is in the form of descriptions obtained from the results of interviews, questionnaire results, input, and 

suggestions given by media experts, material experts, question experts, and grade IV teachers. However, 

this research it also uses quantitative data analysis techniques but is limited only to analyzing the results 
product development questionnaires assessed by material experts, media experts, pre-test-post-test scores, 

and the results of teacher and student responses. 

1) Expert Validation Data Analysis  

  The formula used for the analysis of validation data of media experts, material experts and 

question experts are: 

 

 

Description:  

P    : Validity presentation  

∑x : Total number of evaluator's answer scores (real score)  

∑xi: The highest number of answer scores (expected scores) 

 

 The criteria for the assessment results are in the following table: 

Table.1 Expert Validation Criteria  

 

 

 

2) Analysis of Teacher and Student Responses 

 The analysis of the responses of teachers and students uses the guttman scale. On this guttman 

scale, if students and teachers answer "Yes", it means a value of (1) and if the answer is "No", it is 

worth (0). The formula used to see the response from the questionnaire of class teachers and students 

is: 

 

 

Description:  

Pr = Percentage of students/teachers who answered "Yes" 

A = Overall score of students/teachers who answered "Yes" 

N = Maximum value 

 

3) Analysis of Pre-Test and Post-Test Result 

  Pre-test and post-test score data are used as supporting data to see changes in students' 

understanding after using flashcard media as one of the indicators of the feasibility of learning media. 

The results of the pre-test and post-test were analysed by calculating the average score (mean) of 

students using the following formula: 

𝑋̄ =
∑𝑋

𝑁
 

Description: 

X̄   : average student score 

ΣX : the sum of all the grades obtained by the students 

N   : number of students 

Percentage (%) Qualifications 

81-100 Highly Valid 

61-80 Valid 

41-60 Quite Valid 

21-40 Less Valid 

0-20 Very Invalid 
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  Furthermore, the results of student scores are classified into several categories to make it easier for 

researchers to interpret the level of understanding of students. The value categories used are as 

follows: 

Table 2. Student Value Category  

 

 

 

 

 

3. RESULT AND DISCUSSION 

a. Result 

1) The Development Process of Simulation Flashcard Media for Ngoko and Krama Vocabulary at SDN 

Sukorejo Tugu 

a) Analysis  

 This stage of analysis was carried out by researchers through observations in grade IV and 

interviews with classroom teachers and two students. The goal is to find out the methods, media, 

classroom conditions and obstacles that arise during classroom learning.  

 The results of the observation show that the learner of Javanese language uses the lecture 

method, learning resources are limited to LKS books and package books and there is no learning 

media used. The classroom conditions were initially conducive, then at the end of the learning the 

classroom situation was not conducive, several students went around the class to their friends' 

desks. This condition occurs because students start to get bored, feel tired, and lack of variety in 

learning. 

 The results of the above observation are in line with the results of the researcher's interview 

with Mrs. Rika Dwi Wulandari, S.Pd. as the homeroom teacher of grade IV. Mrs. Rika said that: 

"The learning method I use is the lecture method, the learning source is a package book and a LKS 

book. The obstacle during learning is in the language uploading material. Students find it difficult 

to understand the equivalent of the krama language from the ngoko language because they are 

used to using the ngoko language in their daily lives. I have never used learning media, so I hope 

that there will be visual media that will help overcome the obstacles that occur". The researcher 

then conveyed the idea of developing visual media in the form of flashcards, and the classroom 

teacher gave a positive response if the researcher developed flashcard media to understand the 

vocabulary of ngoko and krama. 

 The above statement is supported by the results of interviews with Cahaya and Davi, they 

said that: "During learning, the teacher always explains on the board, Sis. Then the learning is 

through package books and LKS books and the learning media do not yet exist. The difficult 

material is Javanese script, ngoko and krama.  I'm confused about understanding the language, Sis. 

So, if the learning is media, it must be more fun and easier to understand difficult material".  

 Based on the results of the observations and interviews above, it can be concluded that 

Javanese language learning in grade IV is still dominated by lecture methods, learning resources 

are limited to package books and worksheets and there is no learning media. This condition causes 

students to experience difficulties in understanding ngoko and krama vocabulary materials, so 

visual learning media, such as ngoko and krama vocabulary flashcard media through simulation 

methods to help students understand the material that is considered difficult. 

b) Design  

The design stage in the development of ngoko and krama vocabulary flashcard media 

products has several stages, including: 

(1) Creating a Flashcard Design in the Canva App 

The first step is to determine the size of the paper. The size of the paper used is 9 x 12 cm. 

The next step is to design a flashcard display that contains page frames, photo frames, images 

and graphic decorations. The colours used in the media are blue, both light blue and dark blue. 

Here is a picture of the flashcard media plan: 

 

 

 

 

 

Score Range Category 

80-100 Height 

50-70 Medium 

20-40 Low 

0-20 Very Low 
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Table. 3 Flashcard Media Design Ngoko dan Krama Vocabulary 

 

 

(2) Determining the Flashcard Media Material 

Flashcard media is made of 210 gsm art paper. Art paper is a type of paper that has the 

characteristics of a smooth, slippery, and glossy surface on both sides. The researcher used art 

paper, because this paper has a long durability, is not easily damaged, does not absorb water 

easily, and the print results look brighter. 

(3) Determining the Number of Ngoko dan Krama Vocabulary 

The number of ngoko vocabulary consists of 12 vocabularies, and the number of krama 

vocabulary is 12 vocabularies. The vocabulary used in this media is taken from LKS books 

and package books and several verbs that are often used in daily life. 

                         Table. 4 Ngoko Vocabulary 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 Front Back 

 

 

 

 

 

 

 

 

 

Description: 

1. Pictures of children and parents 

2. Picture of batik mega mendung 

3. Graphic decoration 

Description: 

1. A dictionary of languages or languages 

2. Shadow image of batik mega mendung 

3. Picture of batik mega mendung 

4. Graphic decoration 

No. Ngoko 

Vocabulary 

Information 

1. Maca Picture of a child reading a book, and grandpa sitting next to him  

2. Numpak Picture of a child riding a bicycle, and grandmother standing nearby 

3. Mangan Picture of a child eating meatballs, and grandpa sitting next to him 

4. Ngombe Picture of a child drinking milk, and grandfather sitting next to him 

5. Nulis Picture of a child writing a parikan, and a grandfather sitting next to 

it 

6. Turu Picture of a child sleeping, and mother standing beside him 

7. Adus Picture of the child about to take a shower, and the mother standing 

beside him 

8. Tuku Picture of the child buying a snack, and the mother standing beside 

him 

9. Nggawa Picture of a child carrying a snack, and the teacher standing beside 

him 

10. Nandur Picture of a child planting a flower, and grandmother standing beside 

him 

11. Ndelok Picture of a child watching a cartoon on , and grandma standing 

behind him 

12. Mbuwang Picture of a child throwing garbage in the trash, and grandmother 

standing beside him 



                ISSN: 2987-0801 

 The Elementary Journal , Vol. 4, No. 1, April, 2026: 01-13 

6 

                        Table.5 Krama Vocabulary 
 

 

 

 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

c) Development 

 The development of this product was carried out using two applications, namely Canva and 

Google Gemini. The Canva application is used to design flashcard media, while the Google 

Gemini application is made to create an image that will later be placed in the flashcard. 

(1) Stages of Image Creation in the Google Gemini App 

At the stage of creating images of children and parents in this application, researchers 

must first create a prompt or command as detailed as possible so that this Google Gemini 

application can produce images that suit the researcher's wishes. For example: "Make a picture 

of a girl with her grandmother. The child and grandmother wore blue Javanese traditional 

clothes and black flip-flops. Then the grandmother was riding a pedicab while carrying a 

basket filled with vegetables, the pedicab was driven by a man wearing a black shirt and 

wearing a hat. Meanwhile, the girl was next to the pedicab while waving to her grandmother". 

The result of the image from the prompt is: 

 

 

 

 

 

 

 

 

 

 

 

 

                      Figure.1 Design Result on Google Gemini 

 

(2) Media Creation Stage in Canva App 

After the child and parent images have been successfully created in the previous 

application, the image is then copied and entered in the Canva application in the front card 

design section. The researcher also removed the background of the image to make it appear 

clearer. The front and back flashcards will look like this: 

 

 

 

No. Krama 

Vocabulary 

Information 

1. Maos Picture of grandfather reading newspaper, and child sitting next to 

him 

2. Nitih Picture of grandmother riding a rickshaw, and child standing nearby 

3. Dhahar Picture of grandfather eating satay, and child sitting behind him 

4. Ngunjuk Picture of grandfather drinking tea, and son sitting next to him 

5. Nyerat Picture of grandfather writing a geguritan, and a child standing near 

him 

6. Sare Picture of a mother sleeping, and a child standing nearby  

7. Siram Picture of mother about to take a bath, and child standing beside her 

8. Mundhut Picture of mother buying eggs, and child standing beside her 

9. Ngasta Picture of the teacher carrying a book, and the child standing beside 

it 

10. Nanem Picture of grandmother growing vegetables, and child standing 

beside her 

11. Mriksani Picture of grandmother watching a movie show on TV, and child 

standing behind her 

12. Mbucal Picture of grandmother throwing garbage in the trash, and child 

standing beside her 
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Table.6 Flashcard Media Display 

Front Back 

 

 

 

 

 

 

 

 

In the image above, the researcher uses a batik mega mendung element that symbolizes 

tranquility. This means that humans must be good at controlling emotions and remain calm 

in all situations, such as a calm cloudy cloud even though it brings rain. If it is associated 

with the material of uploading ngoko and krama, then this batik philosophy reflects the 

attitude that a person must have in language, namely being able to place and control 

themselves so that they can speak politely and use the level of speech that suits the 

interlocutor. Then on the back of the researcher writes ngoko or krama vocabulary using a 

type of font that is relaxed and cheerful, not rigid or formal, because the target is children. 

The font used by the researcher is the More Sugar font. 

 

After the design is completed, the researcher then prints the flashcard media on 210 gsm 

art paper. Furthermore, it is laminated so that it is durable and not easily damaged and resistant 

to creases, and water splashes when used repeatedly by students. 

 

 

 

 

 

 

 

 

 

                 Figure.2 Ngoko and Krama Vocabulary Flashcard Media  

d) Implementation  

(1) Material Expert Validation Result 

Validation by subject matter experts aims to assess the content of the material in flashcard 

media, using a questionnaire containing 15 questions in the form of a Likert scale. The 

validation process was carried out by Mrs. Irma Fauziah, M.Pd. as a lecturer at PGMI UIN 

Sayyid Ali Rahmatullah Tulungagung. The results of the validation of the material experts 

are as follows: 

Table.7 Material Expert Validation Result 

 

No. Aspects Score 

1. Material Suitability 28 

2. Language 20 

3. Benefits 12  
Total Score 60  
Maximum Score 75  
Percentage 80% 
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Based on the table above, the results of validation by material experts get a percentage of 

80% which is included in the valid category. As for the advice given by the material expert, 

the researcher should make a guide sheet regarding the use of flashcard media in learning. 

(2) Media Expert Validation Results  

Validation by subject matter experts aims to assess flashcard media, using a questionnaire 

containing 15 questions in the form of a scale. The validation process was carried out by Mrs. 

Dr. Septinaningrum, M. Pd. as a lecturer at PGMI UIN Sayyid Ali Rahmatullah Tulungagung. 

The results of the validation of media experts are as follows: 

Table.8 Media Expert Validation Result  

No. Aspects Score 

1. Design Display 23 

2. Media Quality 20 

3. Interactivity 15 

4. Presentation 15  
Total Score 73  
Maximum Score 75  
Percentage 97,3% 

 

Based on the table above, the validation results by media experts got a percentage of 

97.3% which is included in the very valid category. As for the advice given by media experts, 

researchers should increase the font size and complement some images so that they are easy 

to understand.  

(3) Question Expert Validation Results  

Validation by subject matter experts aims to assess flashcard media, using a questionnaire 

containing 10 questions in the form of a Likert scale. The validation process was carried out 

by Mrs. Rika Dwi Wulandari, S.Pd.  as a grade IV teacher of SDN Sukorejo Tugu Trenggalek. 

The results of the expert validation of the questions are as follows: 

  Table.9 Question Expert Validation Result 

 

Based on the table above, the validation results by experts got a percentage of 96% which 

is included in the very valid category. Despite obtaining these categories, the researcher still 

needs to make improvements according to the suggestions and comments provided by the 

validator. 

 

(4) Results of the Teacher Trial  

The test for teachers aimed to determine the response of grade IV teachers to the flashcard 

media developed by the researcher. The results of the teacher's response received a percentage 

of 100% which was included in the very good category. 

(5) Small Group Trial Result 

This small group trial involved 6 students. The results of the flashcard media trial for 

small groups, get a percentage of 86.7% is included in the very good category. 

(6) Results of Large Group Trials  

The trial for this large group involved all 12 students in grade IV. The results of the 

flashcard media trial for large groups, get a percentage of of 90.83% is included in the very 

good category. 

 

e) Evaluation  

The evaluation stage in the R&D development model serves to ensure that the product 

developed is truly valid and feasible, according to the needs of the students. Without this 

evaluation stage, the media development process cannot produce a viable product, and cannot be 

called complete development research. At this evaluation stage, the researcher can find out the 

No. Aspects Score 

1. Material Suitability 19 

2. Clarity of Questions 15 

3. Language 14  
Total Score 48  
Maximum Score 50  
Percentage 96% 
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advantages and disadvantages of the product based on the data of expert validation results, trials 

and teacher responses so that the researcher can make appropriate revisions. 

The flashcard media developed obtained a valid category from material experts with a 

percentage of 80%. The suggestion given is the addition of a user guide sheet so that educators 

and students can more easily understand the flow of media use, as well as the addition of 

vocabulary. The researcher then compiled a guide for use in Javanese according to the 

characteristics of ngoko and krama materials. 

Furthermore, the results of the evaluation from media experts obtained a very valid category 

with a percentage of 97.3%. The suggestions given are to increase the font size to make it clearer 

and complete the images in the flashcards so that they are easier for students to understand. 

The results of the trial showed that the category was very good, the percentage results were 

100% obtained from teachers, 86.7% were obtained from small groups, and 90.83% were obtained 

from large groups. The students looked enthusiastic, even though there were two students who 

needed special assistance because they did not come from a Javanese language background. 

Overall, the flashcard media of ngoko and krama vocabulary was declared very feasible and 

received a positive response as a learning medium. 

 

2) Feasibility of Simulation Flashcard Media for Ngoko and Krama Vocabulary at SDN Sukorejo Tugu 

The feasibility of flashcard media for ngoko and krama vocabulary can be seen from the results 

of students' pre-test and post-test scores which show an increase in understanding after the use of 

flashcard media in the learning process. If the average post-test score is higher than the average pre-

test score, it shows that the developed media is suitable for use in the learning process.  

The trial of students using pre-test and post-test questions was carried out through a large group 

trial involving 12 students. Based on the data obtained, the results of the students' pre-test and post-

test scores have various scores. The researcher then grouped these values into three categories, namely 

low, medium and high categories. The results are as follows: 

 Table. 10 Pre-Test and Post-Test Results 

 

Based on the calculation above, it can be seen that there is an increase in students' understanding 

after using flashcard media. This can be seen from the comparison of the average pre-test and post-test 

scores which showed an increase of 37.50 points, from the average pre-test score of 50.00 to 87.50 in 

the post-test results. 

The results of the above calculation show that in the low category, as many as 6 students managed 

to increase their average score from 26.67 to 80.00, which means that they have moved from the low 

category to the high category. In the medium category, as many as 4 students experienced an increase 

in average scores from 60.00 to 92.50, which indicates that all students in this category have reached 

Grade 

Categories 

Range Student 

Name 

Pre-test 

Score 

Post-test 

Score 

 

 

Low 

 

 

20-40 

Ahmad Faizal Z. 30 100 

Ayuna Azahra R. 30 100 

Cahaya Fitri R. 30 70 

Davi Putra H. 20 70 

Khenza Putra P. 20 70 

Tristan Altaras S. 30 70 

Quantity 160 480 

Average 26,67 80,00 

 

Medium 

 

50-70 

Jeryko Agustino S. 60 90 

Muhammad Ihsan G. 50 90 

Silvya Agustin R. 70 100 

Ayu Aprilia D. 60 90 

Quantity 240 370 

Average 60,00 92,50 

Height 80-100 Rania Wanda R. 100 100 

Rifda 'Ainun M. 100 100 

Quantity  200 200 

Average 100,00 100,00 

Total Amount  600 1050 

Overall Average 50,0 87,5 
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the high category. Meanwhile, in the high category, as many as 2 students maintained a perfect score 

with an average of 100.00 in both stages of measurement. The results of the score in this post-test show 

that no student has a score in the low category. 

Based on the above statement, it can be concluded that the flashcard media developed by the 

researcher is able to help students in understanding the differences and use of ngoko and krama 

vocabulary, so that the flashcard media of ngoko and krama vocabulary is declared suitable for use as 

a learning medium in Javanese language subjects in grade IV elementary school. 

 

b. Discussion 

1) The Development Process of Simulation Flashcard Media for Ngoko and Krama Vocabulary at SDN 

Sukorejo Tugu 

a) Analysis   

 The findings of the researcher during the analysis showed that the condition of class IV at 

the time of learning Javanese was less conducive. This is due to the lack of variety in learning, and 

the learning method used, namely the lecture method, so that students feel bored, not focused and 

end up going around the class to their friends' desks. This is in line with the opinion of Wiryawan 

and Noorhadi who stated that the use of the lecture method can cause boredom if used for a long 

period of time.[14]  

These less varied learning conditions also have an impact on the emergence of obstacles in 

understanding the material. The researcher's findings related to the obstacles experienced in 

learning the Javanese language, namely in the language uploading material, students find it 

difficult to understand the equivalent of the krama language from the ngoko language because they 

are used to using the ngoko language in their daily lives. This is in agreement with Shindy Auliya 

et al. who stated that the factor causing difficulties in learning Javanese is environmental factors, 

because students are used to using Javanese ngoko compared to Javanese krama when they are in 

the home environment and community. [15]  

The next finding is that during Javanese language learning, educators have never used 

learning media. Educators only use package books and LKS books and explain and write more 

material on the board. If viewed from the theory put forward by Septinaningrum that learning 

media has a very important role in helping educators create interesting learning activities to 

stimulate curiosity and increase students' motivation in learning. [16]. Therefore, the researcher 

chose to develop a flashcard media of ngoko and krama vocabulary through a simulation method, 

as an effort to help students to understand the difference in use between ngoko and krama 

vocabulary, so that they can understand how to speak good and polite words.  

b) Design 

 The media flashcard of ngoko and krama vocabulary developed by the researcher is 9x12 cm 

in size. The reason for choosing this size is to be easy for students to carry, the writing and images 

displayed are clear and efficient when printed. In line with Tejo Nursito's opinion that flashcard 

media is easy to carry anywhere, practical to use, able to help students remember the material, and 

create a fun learning atmosphere. [17] 

 The flashcard media consists of two sides, the front side displays images of children and 

parents who are doing activities, then on the back side there is the writing of ngoko or krama 

vocabulary. This aims so that with the combination of text, students can understand and remember 

the vocabulary of ngoko and krama. This is in line with Mayer's cognitive theory which 

emphasizes that the combination of text (writing) and visual (pictures) can improve students' 

understanding and memory of learning materials. [18] 

 Then the researcher chose the colour of the flashcard, namely blue, both dark blue and light 

blue. Blue is a calm colour that children love. In line with Alkhatiri and Sari's opinion, colour has 

a significant impact on productivity and mood in the educational environment, for example, blue 

can increase concentration and provide a sense of calm for students. [19] Meanwhile, the material 

used in the media is art paper. M. Fikri and Maula explained that art paper paper is not easily 

damaged, even when in contact with water, art paper tends to be able to withstand it so that it is 

not easily absorbed. [20] 

 Next, the researcher determines the vocabulary of ngoko and krama to be used in flashcard 

media, namely in the form of verbs. The vocabulary selection was taken from package books and 

class IV LKS books for Javanese subjects as well as several verbs that are often used in daily life. 

Asmara Yumarnid et al. emphasized that if students realize that the material they learn has a direct 
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relationship with daily life, they will usually tend to be more enthusiastic about participating in 

learning. [21] 

c) Development  

 The development of this product was carried out using two applications, namely Canva and 

Google Gemini. The Google Gemini application was created to create an image that will later be 

placed in flashcard media. Nora Agustina et al. emphasized that the Gemini application is a tool 

to implement the learning process so that it becomes more interactive and efficient. [22] 

Meanwhile, the Canva application is used to design flashcard media. This is in accordance with 

the opinion of Feryana et al. who argue that the Canva application makes it very easy for educators 

to design learning media. [23] 

 When the researcher developed this media, the researcher added graphic decoration in the 

form of mega cloudy batik in the corner of the page. Jessica and Edy explained that the batik mega 

mendung motif symbolizes calmness which means that humans must be good at controlling 

emotions and remain calm in all situations, such as a calm cloudy cloud even though it brings rain. 

[24] Meanwhile, the font chosen by the researcher is the More Sugar font, because it has an eye-

catching shape. As stated by Fahmy, the More Sugar font has an attractive and friendly appearance, 

has a playful and easy-to-read font style, so that it can create a meaningful experience for users 

and can create learning. [25] After the design is completed, the researcher then prints the media 

on 210 gsm art paper and laminates it so that it is durable and not easily damaged  

d) Implementation  

The flashcard media of ngoko and krama vocabulary that has been developed by the 

researcher is then validated to material experts and media experts. Then for the pre-test and post-

test questions, they are also validated to question experts. The flashcard media of ngoko and krama 

vocabulary that was developed received a score from the validator of the material expert of 80% 

(valid) so that it shows that the material used is appropriate. The results from the media validator 

obtained 97.3% (very valid), thus showing that the appearance and quality of the media are good. 

Meanwhile, the results of the question validation got 96% (very good) so that it shows that the 

questions are appropriate. 

After being validated, the media is tested. The results of the teacher's trial obtained 100% 

(very good), the results of the small group trial obtained 86.7% (very good) and the results of the 

large group trial obtained 90.83% (very good). This shows that flashcard media is in accordance 

with the needs of students, interesting and can increase student involvement in the learning 

process. This is also in line with the results of a previous study conducted by Alma Maulida et al, 

who also stated that flashcard media was declared feasible and very good to be used in the learning 

process for 4th grade elementary school students. [26] 

e) Evaluation  

 At this evaluation stage, the researcher can find out the advantages and disadvantages of the 

product based on the data of expert validation results, trials and teacher responses so that the 

researcher can make appropriate revisions. The results of the evaluation carried out by the material 

expert are to provide suggestions for researchers to make a guideline for the use of flashcard media 

so that educators and students can easily understand the steps or flows in the use of flashcard 

media. 

 Furthermore, the results of the evaluation by media experts, namely the researcher, should 

increase the font size to make it clearer and easier to read by students. The font size that was 

previously 50 pt was later changed to 56 pt and complemented some images to make them easy to 

understand. In line with the opinion of Ni Made Lidiya et al. who explained that the use of writing 

and image elements in infographics must be clear in order to help simplify complex concepts so 

that students can more easily grasp the core of the material. [27]  

 Flashcard media that has been validated by experts, and has been corrected according to the 

experts' suggestions, then researchers can conduct tests on teachers, small group trials and large 

group trials. The findings of this research during the trial of small groups and large groups, namely 

students, were very enthusiastic and enthusiastic about participating in learning through this 

flashcard media. Therefore, flashcard media has been proven to make learning Javanese more 

interesting and increase student involvement in learning. This is in agreement with Siti Viona, et 

al. who emphasized that interactive, flexible, and easy-to-use learning media can be one of the 

effective ways to increase student involvement in learning. [28] 
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2) Feasibility of Simulation Flashcard Media for Ngoko and Krama Vocabulary at SDN Sukorejo Tugu 

The feasibility of flashcard media for ngoko and krama vocabulary can be seen from the results 

of the students' pre-test and post-test scores. If the average post-test score is higher than the average 

pre-test score, then it shows that the developed media is suitable for use in the Javanese language 

learning process. The findings of the researcher during the pre-test were that some students still had 

difficulty in distinguishing the use of ngoko and krama vocabulary. Then students do not understand 

the context of conversation in Javanese as well as the use of appropriate vocabulary for older subjects. 

Then the researcher carried out a post-test to measure the level of improvement in students' 

understanding after being given treatment using flashcard media of ngoko and krama vocabulary in 

learning Javanese. During the post-test, some students have experienced an increase in understanding 

of the use of ngoko and krama vocabulary.  

Based on the calculation of the average score of the pre-test and post-test, it can be seen that 

there is an increase in students' understanding after using flashcard media. This can be seen from the 

comparison of the average score of the pre-test and post-test of 105 which showed an increase of 37.50 

points, from the average pre-test score of 50.00 to 87.50 in the post-test results. These results show that 

there is an increase between before and after the use of flashcard learning media for ngoko and krama 

vocabulary. This increase proves that flashcard media is suitable for use as a learning medium in 

Javanese language subjects in grade IV elementary school.  

The above increase occurred because the flashcard media of ngoko and krama vocabulary 

developed by the researcher was in accordance with the Javanese subject matter, the material was 

simple, the material could also support the learning of simulation methods. Then this flashcard media 

also has an attractive design with a harmonious color combination, images and writing are easy to 

understand, media is safe to use, and the size of the media is also suitable for students at the elementary 

level. In addition, the use of flashcard media in learning can also create a fun learning atmosphere, 

increase student involvement, and increase enthusiasm in participating in Javanese language learning. 

In line with the results of the previous study conducted by Khofifah and Ulhaq, it was also stated that 

flashcard media was declared valid, practical, and effective as an alternative media in the vocabulary 

mastery learning process. [29] In addition, previous research conducted by Niha also stated that 

flashcard learning media is very practical and feasible to use in classroom learning. [30] 

 

4. CONCLUSION 

 The development of ngoko and krama vocabulary flashcard media carried out by the researcher used the 

ADDIE development model which consisted of five stages, namely conducting a needs analysis, designing 

products, developing products according to design, implementing products to students, and evaluating 

products. The developed ngoko and krama vocabulary flashcard media obtained a score from the material 

expert validator of 80% (valid), then the results of the media validator obtained 97.3% (very valid), then the 

results of the teacher's trial obtained 100% (very good), the results of the small group trial obtained 86.7% 

(very good) and the results of the large group trial obtained 90.83% (very good). The feasibility of flashcard 

media for ngoko and krama vocabulary can be seen from the results of pre-test and post-test scores from all 

grade IV students totaling 12 students. The average result of the pre-test score was 50.00 to 87.50 in the post-

test results, so there was an increase of 37.50 points. This improvement proves that the flashcard media 

developed by the researcher is able to help students understand the differences and use of the vocabulary of 

108 ngoko and krama, so that the flashcard media of ngoko and krama vocabulary is declared suitable for use 

as a learning medium in Javanese language subjects in grade IV elementary school. Based on this, the 

researcher hopes that educational institutions will provide support and facilities to educators in order to develop 

more interesting and interactive learning media, so that the Javanese language learning process becomes more 

fun and in accordance with the needs of students. In addition, educators are expected to be able to utilize and 

use flashcard media developed as a means of innovation in creating more creative and effective learning. The 

researcher also hopes that the next researcher will develop a more interesting flashcard media with a more 

varied vocabulary in order to further improve students' understanding optimally. 

 

 

 

 

 



ISSN: 2987-0801   

 

 

13 

REFERENCES 
[1] H. Pitriani, D. Faslah, and I. Masitoh, "Implementasi teori perkembangan kognitif Jean Piaget pada anak usia dini," J. Ilm. Al-

Muttaqin, vol. 9, no. 1, pp. 33-38, 2023, doi: 10.37567/al-muttaqin.v9i1.2218.azramedia-indonesia.azramediaindonesia+2 

[2] W. Novita et al., "Penerapan teori perkembangan kognitif oleh Jean Piaget terhadap kemampuan memecahkan masalah peserta 

didik SD/MI," Multidiscip. J. Soc. Sci., vol. 2, no. 1, pp. 124-140, 2023, doi: 10.62668/hypothesis.v2i01.662.journalversa+1 

[3] N. M. Ulfa, "Analisis media pembelajaran flash card untuk anak usia dini," J. Genius: Indones. J. Early Child. Educ., vol. 1, no. 1, 

pp. 35-42, 2020.  

[4] M. R. Akbar, Flashcard sebagai media pembelajaran dan penelitian. Sukabumi, Indonesia: CV. Haura Utama, 2022, p. 14. 

[5] S. S. T. W. Sasangka, Unggah-ungguh bahasa Jawa. Jakarta, Indonesia: Yayasan Paramalingua, 2004, p. 95.  

[6] Departemen Pendidikan Nasional, Undang-Undang Republik Indonesia nomor 20 tahun 2003: Sistem pendidikan nasional. Jakarta, 

Indonesia: Depdiknas, 2003, p. 14. 

[7] S. Rahayu, Media pembelajaran: Konsep dasar, teknologi dan implementasi dalam model pembelajaran. Medan, Indonesia: UMSU 

Press, 2024, p. 150.  

[8] C. Noventa, Elementary school social studies learning (Pembelajaran IPS SD/MI). Uttar Pradesh, India: EduGorilla Publication, 

2018, p. 70. 

[9] U. Hasanah, "Innovation of mathematics learning models and media in elementary schools in Kurikulum Merdeka Belajar," in Proc. 

Int. Conf. Learn. Innov. Res. Basic Educ., 2023, pp. 256-263, doi: 10.18502/kss.v8i8.13302.  

[10] R. N. A. R. Ratri and M. I. Damayanti, "Pengembangan media permainan kartu Kokoma (kosakata ngoko krama) untuk 

pembelajaran bahasa Jawa di kelas V sekolah dasar," J. Penelit. Pendidik. Guru Sekol. Dasar, vol. 10, no. 9, pp. 2000-2010, 2022. 

[11] P. C. D. Rahmawati and W. Kurniawati, "Pengembangan media kartu Pakota (penguasaan kosa kata) untuk meningkatkan 

penguasaan kosa kata bahasa Jawa krama di sekolah dasar," J. Basicedu, vol. 8, no. 2, pp. 1670-1682, 2024, doi: 

10.31004/basicedu.v8i2.7250. 

[12] Sugiyono, Metode penelitian kuantitatif, kualitatif dan R&D. Bandung, Indonesia: Alfabeta, 2012, p. 297. 

[13] Nuryanah et al., "Pengembangan media pembelajaran webtoon untuk menanamkan sikap toleransi peserta didik di sekolah dasar," 

J. Basicedu, vol. 5, no. 5, pp. 3050-3060, 2021, doi: 10.31004/basicedu.v5i5.1244. 

[14] R. R. Pabesak and M. P. Santoso et al., "Penerapan metode ceramah dan tanya jawab dalam proses pembelajaran daring," J. Aletheia, 

vol. 4, no. 1, pp. 1-8, 2023, doi: 10.9744/aletheia.4.1.1-8. 

[15] S. Auliya et al., "Analisis faktor penyebab kesulitan belajar pada pembelajaran bahasa Jawa kelas IV SD Negeri Tambangan 02 

Kota Semarang," J. Ilm. Wahana Pendidik., vol. 11, no. 11, pp. 110-120, 2025, doi: 10.5281/zenodo.11891. 

[16] Septinaningrum, "Pengaruh bahan ajar buku tematik berbantuan video terhadap hasil belajar siswa kelas III SD," J. Pendidik. Dasar 

Nusantara, vol. 2, no. 2, pp. 220-230, 2017. 

[17] T. Nursito, "Membuat media pembelajaran yang menarik," J. Ekon. Pendidik., vol. 8, no. 1, pp. 25-32, 2011, doi: 

10.21831/jep.v8i1.706. 

[18] N. F. Syifa et al., "Implementasi media pembelajaran visual untuk meningkatkan hasil belajar anak tunalaras kelas tinggi di sekolah 

dasar," J. Penelit. Multidisiplin, vol. 3, no. 1, pp. 85-95, 2025, doi: 10.60126/maras.v3i1.648. 

[19] L. Mourin et al., "Eksplorasi pengaruh warna terhadap perkembangan psikologi dan mental anak di SDN Kalirungkut 1 Surabaya," 

J. Penelit. Ilmu-Ilmu Sos., vol. 2, no. 5, pp. 155-165, 2024, doi: 10.5281/zenodo.14553753. 

[20] M. F. Osama and M. S. Sarah, "Kegiatan preservasi di Pustakalana Children's Library," J. Libr. Inf. Sci., vol. 2, no. 1, pp. 10-20, 

2022, doi: 10.24198/inf.v2i1.36060. 

[21] A. Yumarni, "Penerapan pembelajaran kontekstual untuk mengembangkan kemampuan siswa SMP Negeri 18 Kota Bengkulu," J. 

Kajian Ilmu Pendidik., vol. 5, no. 4, pp. 1010-1020, 2025, doi: 10.55583/jkip.v5i4.1193. 

[22] N. Agustina et al., "Peningkatan kompetensi guru dalam mengintegrasikan Google Gemini untuk pembelajaran interaktif," J. PKM 

Ilmu Kependidik., vol. 8, no. 1, pp. 155-165, 2025, doi: 10.31851/2a2ddk22. 

[23] F. M. Jannah et al., "Penggunaan aplikasi Canva dalam media pembelajaran matematika di sekolah dasar," J. Pendidik. Dasar, vol. 

11, no. 1, pp. 140-150, 2023, doi: 10.20961/jpd.v11i1.72716. 

[24] J. Paramitha and E. Chandra, "Pemanfaatan simbol dan elemen tradisional Mega Mendung sebagai identitas visual produk lokal 

Indonesia," J. Dimensi DKV Seni Rupa Des., vol. 9, no. 2, pp. 170-180, 2024, doi: 10.25105/jdd.v9i2.21539. 

[25] F. Syaputra et al., "Perancangan desain aplikasi edukasi komputer berbasis mobile dengan quiz interaktif menggunakan Canva," J. 

Mahasiswa Tek. Inform., vol. 8, no. 5, pp. 11000-11010, 2024, doi: 10.36040/jati.v8i5.11718. 

[26] A. Maulida et al., "Pengembangan flash card kosakata bahasa Jawa Banten bagi peserta didik kelas IV di SDN Serang 21," J. 

Holistika, vol. 9, no. 1, pp. 35-45, 2025, doi: 10.24853/holistika.9.1.%25p. 

[27] N. M. L. Hidriyanti et al., "Media pembelajaran teks multimodal untuk meningkatkan keterampilan membaca pemahaman teks 

berita siswa," J. Educ. Action Res., vol. 9, no. 2, pp. 180-190, 2025, doi: 10.23887/jear.v9i2.97827. 

[28] S. V. Sari, Utami et al., "Pemanfaatan media pembelajaran Wordwall untuk meningkatkan hasil belajar siswa di SD," J. Educ. Res., 

vol. 5, no. 4, pp. 6080-6090, 2024, doi: 10.37985/jer.v5i4.1939. 

[29] Khofifah and U. Zuhdi, "Pengembangan media flashcard interaktif berbasis Android untuk meningkatkan penguasaan kosakata 

pelajaran bahasa Inggris kelas II saat pembelajaran daring," J. Penelit. Pendidik. Guru Sekol. Dasar, vol. 10, no. 1, pp. 1-15, 2022. 

[30] N. N. Sa'adah, "Pengembangan media pembelajaran flashcard dalam meningkatkan hafalan mufradat bahasa Arab di MI Nurul 

Islam Tulungagung," M.T. skripsi, UIN Sayyid Ali Rahmatullah, Tulungagung, Indonesia, 2025, pp. 117-144 

 

 


