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 ABSTRACT 
 This study aims to develop UNO card-based learning media and 

analyze its validity and practicality in teaching economic growth and 

development. In the context of rapid digitalization, learning 

environments face challenges such as decreased student 

concentration and over-reliance on technology, which often reduce 

engagement and learning effectiveness. Therefore, innovative, non-

digital, and interactive learning media are needed to support 

meaningful learning experiences. This research employed a Research 

and Development (R&D) design using the 4D model, consisting of 

define, design, develop, and disseminate stages. Data were collected 

through expert validation sheets, student questionnaires, interviews, 

and documentation, and analyzed using descriptive quantitative 

techniques. The findings indicate that the developed media achieved 

a very high level of validity (96.75%) and practicality (94.4%). The 

media aligns well with curriculum standards and student 

characteristics, enhancing its instructional relevance. The interactive 

game structure increases student motivation, participation, and 

engagement. The visual and structural design supports readability 

and usability. The media is flexible and does not require internet 

access, making it suitable for diverse contexts. It also promotes 

collaborative and active learning. This study contributes to the 

development of game-based learning in economics education and 

recommends further research to examine its effectiveness on 

learning outcomes. 
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INTRODUCTION 

In the era of globalization and the Industrial Revolution 4.0, digital 

technology has become an inseparable part of human life, including in the field 

of education. The integration of technology into learning environments is 

expected to improve access, flexibility, and the overall quality of education. 
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However, the rapid expansion of digital tools such as smartphones has also 

introduced new pedagogical challenges that require serious attention. On the one 

hand, technology provides opportunities for students to access unlimited 

learning resources, collaborate virtually, and develop digital literacy skills. On 

the other hand, the excessive and uncontrolled use of digital devices can lead to 

reduced concentration, cognitive overload, and superficial learning engagement. 

Studies have shown that students often struggle to balance the educational and 

non-educational use of smartphones, which ultimately affects their academic 

performance (Nabilah, 2025; Szilágyi et al., 2025). Therefore, it is crucial to rethink 

how learning environments are designed, particularly by integrating appropriate 

learning media that can optimize the benefits of technology while minimizing its 

negative impacts on student learning. 

Despite the widespread adoption of digital technology in education, many 

learning environments still face fundamental challenges related to student 

engagement and learning effectiveness. One of the most pressing problems is the 

decline in students’ concentration due to constant distractions from digital 

devices. Smartphones, which are initially intended as learning tools, are 

frequently used for social media, entertainment, and other non-academic 

purposes. This phenomenon leads to fragmented attention, reduced learning 

motivation, and limited comprehension of complex subject matter (Ainani et al., 

2024; Muslimin & Harintama, 2022). As a result, the learning process becomes 

less meaningful and fails to achieve its intended objectives. Furthermore, the 

over-reliance on digital media often overlooks the diverse learning preferences 

of students, particularly those who benefit from more interactive and tactile 

learning experiences. These conditions highlight the urgent need for alternative 

instructional strategies and media that are capable of maintaining student 

engagement, fostering active participation, and supporting deeper 

understanding without relying entirely on digital infrastructure. 

In response to these challenges, the role of learning media becomes 

increasingly significant in shaping effective and engaging educational 

experiences. Learning media serve not only as tools for delivering content but 

also as instruments for facilitating interaction, motivation, and meaningful 

learning. The use of varied and interactive media allows abstract concepts to be 

presented in more concrete and understandable forms, thereby enhancing 

students’ cognitive processing. Moreover, interactive media can stimulate 

students’ curiosity and encourage active participation, which are essential 

components of effective learning. A dynamic and non-monotonous learning 

environment has been shown to improve students’ motivation and overall 

learning outcomes (Nur et al., 2023; Octaviani & Mulyawati, 2025). Therefore, 

educators are required to be innovative in selecting and designing learning 
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media that align with students’ characteristics and learning needs. By doing so, 

the learning process can become more student-centered, engaging, and capable 

of addressing the limitations posed by both traditional and overly digitalized 

instructional approaches. 

One promising approach that has gained attention in recent years is the 

use of game-based learning media. Game-based learning integrates elements of 

play, competition, and interaction into educational activities, making the 

learning process more enjoyable and engaging. Among various game-based 

media, UNO cards have been widely explored as an innovative instructional tool. 

In educational settings, UNO cards are modified by embedding subject-related 

questions and adapting game rules to suit learning objectives. This approach 

transforms conventional gameplay into a meaningful learning experience where 

students actively engage with the material while participating in the game. 

Previous studies have demonstrated that UNO card-based learning can 

significantly enhance student participation, motivation, and classroom 

interaction (Yanuari et al., 2024; Wibawa et al., 2024). The interactive nature of 

the game encourages students to think critically, respond quickly, and 

collaborate with peers, thereby fostering both cognitive and social skills in the 

learning process. 

A growing body of research has consistently reported the positive impact 

of UNO card learning media across various subjects. Studies by Jumaroh et al. 

(2022), Kurniati et al. (2025), Kurniawan et al. (2023), Mahartika et al. (2020), and 

Rosita et al. (2022) indicate that UNO-based media can improve student 

engagement, learning motivation, and active participation in the classroom. 

These findings highlight the potential of game-based learning as an effective 

alternative to traditional instructional methods. However, most of these studies 

focus on subjects such as mathematics, science, and physics, with limited 

attention given to economics education, particularly on complex topics such as 

economic growth and development. Additionally, prior research tends to 

emphasize general effectiveness without systematically developing media based 

on structured instructional design models. This creates a significant research gap, 

as there is a need for subject-specific, systematically developed, and contextually 

relevant learning media that can address the unique challenges of economics 

learning at the high school level. 

Economic growth and development is a fundamental topic in economics 

education that requires a deep understanding of interconnected concepts, 

including growth theories, development indicators, and socio-economic factors. 

However, students often perceive this material as abstract, complex, and difficult 

to understand due to its theoretical nature and lack of contextual learning 

support. Without appropriate instructional media, students may struggle to 
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connect theoretical concepts with real-world applications, leading to low 

engagement and poor learning outcomes. Therefore, there is a critical need to 

develop learning media that can simplify complex concepts while maintaining 

student interest and participation. Game-based media, such as modified UNO 

cards, offer a potential solution by combining cognitive engagement with 

interactive learning experiences. By integrating educational content into familiar 

game formats, students can learn in a more relaxed and enjoyable environment, 

which may enhance both their understanding and retention of the material. 

This study introduces a novel approach by developing UNO card learning 

media specifically designed for economic growth and development materials 

using a structured 4D development model. Unlike previous studies that 

primarily focused on general applications of UNO cards, this research 

emphasizes the integration of curriculum standards, student characteristics, and 

offline learning needs into the media design. The innovation lies not only in the 

adaptation of UNO cards as a learning tool but also in the systematic 

development process that ensures the validity and practicality of the media. 

Additionally, this study addresses the limitation of internet dependency by 

providing an alternative learning solution that can be implemented in resource-

constrained environments. This makes the developed media highly relevant for 

diverse educational contexts, particularly in areas with limited access to digital 

infrastructure. 

Based on the identified gaps and challenges, this study seeks to answer 

the following research problem: how can UNO card learning media be effectively 

developed to support the teaching of economic growth and development in a 

way that is both valid and practical for classroom use? The underlying argument 

of this research is that well-designed game-based learning media can enhance 

student engagement, facilitate understanding of complex concepts, and provide 

an accessible alternative to digital-dependent learning tools. By employing a 

systematic development approach, this study aims to produce a learning 

medium that not only meets academic standards but also responds to real 

classroom needs. The contribution of this research lies in providing an 

innovative, practical, and scalable instructional solution that can enrich 

economics learning and support more interactive and meaningful educational 

experiences. 
 

RESEARCH METHODS 

This study employed a Research and Development (R&D) design aimed 

at developing and evaluating an instructional product in the form of UNO card-

based learning media. The selection of the R&D approach is grounded in its 

suitability for producing educational innovations through a systematic process 

of design, validation, and refinement. Unlike conventional experimental or 
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survey methods, R&D enables researchers to iteratively develop a product while 

simultaneously assessing its feasibility in real educational contexts. 

The development procedure in this study followed the 4D model, which 

consists of four sequential stages: define, design, develop, and disseminate. The 

define stage focused on identifying instructional needs, analyzing student 

characteristics, and determining relevant learning objectives. The design stage 

involved constructing the initial prototype of the UNO card media, including 

content structure, visual layout, and game mechanics aligned with the 

curriculum. The develop stage encompassed expert validation and field testing 

to evaluate the validity and practicality of the media. Finally, the disseminate 

stage was conducted on a limited scale to introduce the developed product to 

potential users (Susilawati et al., 2024). 

This study was conducted at SMA Negeri 3 Banjarmasin, Indonesia. The 

selection of this site was based on several considerations. First, preliminary 

observations and interviews with economics teachers indicated that the learning 

process was still predominantly teacher-centered, with limited use of innovative 

instructional media. Second, students demonstrated low engagement, reduced 

concentration, and minimal participation during learning activities, particularly 

in economics subjects. Third, the implementation of digital-based learning media 

was constrained by limited internet access among students, which posed 

challenges for technology-integrated instruction. These conditions make the 

school a relevant and representative setting for developing alternative learning 

media that are interactive, engaging, and independent of digital infrastructure. 

Therefore, SMA Negeri 3 Banjarmasin was considered an appropriate context for 

testing the feasibility of UNO card-based learning media. 

Data were collected using multiple instruments to ensure comprehensive 

evaluation of the developed learning media. The instruments included expert 

validation sheets, student response questionnaires, interviews, and 

documentation. Expert validation sheets were utilized to assess the validity of 

the learning media in terms of content accuracy, instructional design, language 

clarity, and visual presentation. The validation process involved both media 

experts and subject matter experts to ensure the quality and appropriateness of 

the product (Candra & Wayan, 2022; Sinta & Nyoman, 2021). 

Student response questionnaires were administered to evaluate the 

practicality of the media based on students’ perceptions of ease of use, 

attractiveness, and usefulness in supporting learning activities (Candra & 

Suniasih, 2022). In addition, interviews were conducted with teachers and 

selected students to gain deeper insights into learning challenges and user 

experiences. Documentation was also used to support data triangulation, 
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including records of the development process, validation results, and trial 

implementation. 

The collected data were analyzed using descriptive quantitative 

techniques. The scores obtained from expert validation sheets and student 

response questionnaires were converted into percentages to determine the level 

of validity and practicality of the learning media. The percentage scores were 

then categorized into predefined criteria to assess the feasibility of the product, 

such as “very valid,” “valid,” “practical,” and “very practical.” The analysis 

process involved calculating the total score obtained from each instrument, 

dividing it by the maximum possible score, and multiplying the result by 100 to 

obtain a percentage value. This approach allows for a clear and standardized 

interpretation of the evaluation results. The use of percentage-based descriptive 

analysis is widely applied in educational development research due to its 

simplicity and effectiveness in representing feasibility levels (Riki et al., 2022; 

Irawan & Arif, 2021). 

Furthermore, qualitative data obtained from interviews and 

documentation were analyzed through data reduction, data display, and 

conclusion drawing to complement the quantitative findings and provide a more 

comprehensive understanding of the development process and product 

usability. 

 

RESULTS AND DISCUSSION 

Results 

Difine 

At the definition stage, the need for economic learning at SMA Negeri 3 

Banjarmasin was identified through interviews with teachers and the 

distribution of Google Forms to students. Preliminary analysis shows that 

learning is still dominated by conventional methods such as lectures, discussions, 

and group assignments, with limited media use of PowerPoint, video, and 

Quizizz that are rarely applied due to time constraints, teachers' ability in 

technology, and internet package constraints among students. This causes 

students' focus and motivation to learn to be less optimal. 

The student analysis shows the need for more varied and interactive 

learning media, especially those that are game-based and close to students' daily 

lives, such as the UNO card, which can increase interest, enthusiasm, and 

motivation to learn. Task analysis aims to determine appropriate activities and 

questions in game-based learning media, while concept analysis determines the 

subject matter of economic growth and development, including growth rates, 

growth theories, development concepts, indicators, differences in economic 

growth and development, and factors that affect economic development. 
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Furthermore, the analysis of learning objectives refers to the applicable 

Learning Objectives Flow (ATP), with a focus on students being able to 

understand and explain the concept of economic growth and development as 

well as analyze the phenomenon of economic growth and development in 

Indonesia. By considering the constraints of internet packages and the limitations 

of conventional methods, the development of this game-based learning media is 

expected to increase student interaction, motivation, and learning outcomes 

more effectively. 

 

Design 

The design stage constitutes a critical phase in the development of UNO 

card-based learning media, as it transforms conceptual ideas into a structured 

instructional prototype. At this stage, an initial draft of the learning media is 

systematically developed by integrating economic growth and development 

materials into a game-based format. The design process begins with determining 

the overall structure of the media, which includes several essential components 

such as question cards, judge cards, material guides, teacher manuals, game 

rules, answer keys, and packaging design. Each component is carefully planned 

to ensure alignment with instructional objectives and student learning needs. The 

question cards serve as the core element of the media, embedding key concepts 

and problems related to economic growth and development. Meanwhile, 

supporting components such as material guides and teacher manuals are 

designed to provide clear instructional directions and facilitate effective 

classroom implementation. This comprehensive structure ensures that the 

learning media is not only engaging but also pedagogically sound and 

systematically organized. 

In designing the UNO card media, the original characteristics of the 

traditional UNO game are retained while being pedagogically adapted to 

support learning objectives. The media incorporates standard UNO elements, 

including number cards and action cards such as +2, reverse, skip, +4, and color-

free cards, which are modified to include subject-related tasks and challenges. 

Additionally, judge cards are introduced as an innovative feature to enhance 

interaction and create a more dynamic learning environment. These 

modifications are intended to maintain the familiarity and enjoyment associated 

with the original game while embedding meaningful educational content. The 

integration of game mechanics with instructional material encourages active 

participation, critical thinking, and collaborative learning among students. 

Furthermore, visual and textual elements are carefully designed to ensure clarity, 

readability, and attractiveness. By combining educational content with 

interactive gameplay, the design aims to create a balanced learning experience 
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that promotes both engagement and conceptual understanding. 

The technical development of the media prototype is carried out using 

digital design tools such as Canva and Microsoft Word, which facilitate the 

creation of visually appealing and well-structured learning materials. The initial 

draft includes detailed designs of both the front and back sides of the cards, 

ensuring consistency in layout, typography, and color schemes. In addition to 

card design, a media flowchart is developed to illustrate the sequence of 

gameplay and instructional activities, providing a clear guide for 

implementation. Supporting materials such as the cover page, introductory and 

core sections of the material guide, teacher instructions, game rules, and answer 

keys are also systematically prepared. All components are designed in 

accordance with the Learning Outcomes (Capaian Pembelajaran/CP) and Learning 

Objective Flow (Alur Tujuan Pembelajaran/ATP) to ensure curriculum alignment 

and relevance. This alignment guarantees that the developed media not only 

meets aesthetic and functional standards but also supports the achievement of 

targeted learning outcomes effectively. 

 

Development 

The development stage represents the process of transforming the 

previously designed prototype into a tangible and functional learning product in 

the form of UNO card-based instructional media on economic growth and 

development materials. At this stage, all conceptual designs are systematically 

realized through a structured production process. The researcher integrates 

various components that have been prepared during the design phase, including 

card layouts, instructional content, game rules, teacher guides, and packaging 

elements, into a cohesive and unified product. This stage emphasizes not only 

the technical production of the media but also the pedagogical coherence among 

its components. Each element is carefully reviewed to ensure consistency in 

design, clarity of instructions, and alignment with the intended learning 

objectives. The development process also involves iterative refinement, where 

initial drafts are revised to improve both visual quality and instructional 

effectiveness. As a result, the final product is expected to function as an 

integrated learning system rather than a collection of separate materials. 

A key aspect of this stage is the development of the UNO cards 

themselves, which serve as the central medium for learning activities. Each card 

is carefully designed to reflect specific learning outcomes outlined in the 

Independent Curriculum, ensuring that the content is relevant, accurate, and 

aligned with national educational standards. The question cards incorporate 

essential concepts of economic growth and development, such as growth rates, 

development indicators, and influencing factors, presented in a concise and 
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accessible format. In addition, the design of the cards considers the cognitive and 

developmental characteristics of grade XII students, including their ability to 

engage in analytical thinking and problem-solving. Visual elements such as color 

coding, typography, and layout are also optimized to enhance readability and 

maintain student interest. By combining well-structured content with engaging 

visual design, the cards are intended to facilitate both individual understanding 

and collaborative learning during gameplay. 

In addition to the card components, supporting materials are developed 

to ensure the usability and effectiveness of the learning media in classroom 

settings. These include a comprehensive teacher guide, a material handbook, 

clearly defined game rules, and an answer key that provides accurate solutions 

for each question card. The teacher guide is designed to assist educators in 

implementing the media effectively, offering step-by-step instructions, learning 

strategies, and classroom management tips. Meanwhile, the material handbook 

provides a concise yet comprehensive overview of the subject matter to support 

student understanding. The development stage also includes the design of media 

packaging to ensure durability, organization, and ease of use. Before proceeding 

to the validation phase, the entire product undergoes internal review to identify 

and correct any inconsistencies or technical issues. This ensures that the final 

product meets both pedagogical and practical standards for classroom 

implementation. 

 

Teacher's Handbook 

The teacher's handbook is used as a guideline for teachers to make UNO 

cards independently and guide students in the learning process using UNO 

cards. 

 
Figure 1. Teacher Guide Page View 
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The figure 1 illustrates the structure and functional role of the teacher’s 

handbook as an integral component of the UNO card learning media. The 

handbook is designed as a practical guide that enables teachers to independently 

create and implement UNO-based instructional materials in the classroom. As 

shown on the left side of the figure, the handbook provides step-by-step technical 

instructions for designing UNO cards using digital tools, including accessing 

templates, editing question content, and exporting the final product for printing. 

This indicates that the handbook not only supports pedagogical implementation 

but also empowers teachers with the technical skills required to develop 

customized learning media. Such guidance is particularly important in contexts 

where teachers may have limited experience with instructional design tools, 

ensuring that the media can be reproduced and adapted sustainably. 

On the right side, the handbook outlines detailed procedures for 

classroom implementation, including group formation, stages of learning 

activities, and rules of the UNO-based game. It integrates instructional flow with 

gameplay mechanics, beginning from material delivery to interactive learning 

through card play, and concluding with reflection and evaluation. The inclusion 

of sample questions and answer keys further enhances clarity and consistency in 

instruction. This structure reflects a well-organized learning scenario that 

promotes student engagement, collaboration, and active participation. Overall, 

the teacher’s handbook serves as both a technical manual and a pedagogical 

framework, ensuring that the use of UNO card media is systematic, effective, and 

aligned with learning objectives. 

 

Material Handbook 

This section contains material that will be studied by students, including, 

the rate of economic growth, the theory of economic growth, the concept of 

economic development, the difference between economic development and 

economic growth, indicators of economic development, and factors that affect 

economic development. 
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Figure 2. Material Guide Page View 

The figure 2 presents a section of instructional material on economic 

growth and development, which is integrated into the UNO card learning media. 

The left page focuses on the fundamental concept of economic growth, beginning 

with a clear definition that emphasizes the increase in the production of goods 

and services over time. The material then introduces economic growth as an 

important indicator measured through Gross Domestic Product (GDP). A 

formula for calculating the growth rate is provided, accompanied by detailed 

explanations of each variable to ensure conceptual clarity. Furthermore, the 

inclusion of a contextualized example problem demonstrates how theoretical 

concepts can be applied in real situations, guiding students through the process 

of calculating economic growth. This structured presentation from definition, to 

formula, to application reflects a pedagogically sound approach that facilitates 

progressive understanding and supports students in mastering both conceptual 

and procedural knowledge. 

Meanwhile, the right page extends the discussion to include major 

theories of economic growth, such as the Harrod-Domar theory, Schumpeter’s 

theory of innovation, and endogenous growth theory, followed by an 

introduction to the concept of economic development. Each theory is presented 

concisely, highlighting its core assumptions and contributions, such as the role 

of investment, innovation, and human capital in driving economic growth. The 

transition to economic development broadens the perspective by emphasizing 

multidimensional aspects, including structural changes, institutional 

transformation, and improvements in quality of life. This indicates that the 

material is designed not only to convey factual knowledge but also to develop 

students’ analytical understanding of economic phenomena. Overall, the content 
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demonstrates a comprehensive and well-organized instructional design that 

supports both the theoretical and practical dimensions of learning, making it 

highly suitable for integration into interactive, game-based learning 

environments. 

 

Game Rule Book & Answer Key 

The game rule book and answer key contain guidelines related to how to 

play UNO cards and provide answer keys for each question card. 

 

 

Figure 3. Page View Game Rules & Answer Key 

The figure 3 illustrates two important components of the UNO card 

learning media, namely the game rules and the question–answer cards, which 

together support both the procedural and cognitive aspects of learning. On the 

left side, the game rules are presented in a clear and sequential format, outlining 

how the game should be played in the classroom. The rules include instructions 

such as matching cards based on color or number, answering questions when a 

card is played, and responding to special action cards according to predefined 

conditions. This structured set of rules ensures that the learning process remains 

organized while maintaining the interactive and competitive nature of the game. 

By embedding instructional tasks within the gameplay mechanics, the design 

encourages active participation, immediate feedback, and collaborative learning 

among students, which are essential elements in student-centered learning 

environments. 
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On the right side, the figure displays an example of a question card 

categorized as “Kartu Hijau” (Green Card), which contains structured columns 

for question and answer. The sample question focuses on the definition of 

economic growth, with a corresponding answer that emphasizes the increase in 

the production of goods and services over time. This format demonstrates how 

academic content is integrated directly into the game, transforming traditional 

assessment into an engaging learning activity. The use of categorized cards 

allows for systematic organization of topics, while the inclusion of answer keys 

ensures accuracy and consistency in learning outcomes. Overall, this component 

reflects a well-designed instructional strategy that combines gameplay with 

formative assessment, enabling students to reinforce their understanding of key 

economic concepts in an interactive and enjoyable manner. 

 

UNO Card 

There are 76 cards with details of 50 question cards (red, yellow, green, 

blue, orange), 5 reverse  cards (red, yellow, green, blue, orange), 5 skip cards  (red, 

yellow, green, blue, orange), 5 +2 cards (red, yellow, green, blue, orange), 5 +4 

cards (red, yellow, green, blue, orange), 5 color-free cards (red, yellow, green, 

blue, orange), and 1 black card. 

 

 
Figure 4. UNO Card Display 

The figure 4 appears to present a structured worksheet or assessment grid 

related to learning materials, likely used as part of the UNO card learning media 

evaluation or supporting exercises. It includes tabular columns labeled with 

letters and segmented rows that seem to organize different items, questions, or 

categories of responses. Additionally, small illustrative icons within certain cells 

suggest the integration of visual cues to support comprehension or classification 

tasks. The layout indicates a systematic approach to organizing student activities, 

possibly for matching, identifying, or analyzing concepts in a guided format. This 

type of visual-structured worksheet supports active learning by helping students 
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categorize information, recognize patterns, and engage more interactively with 

the material, thereby reinforcing conceptual understanding through both textual 

and visual elements. 

 

Disseminate 

Validity of UNO Card Learning Media 

The validity of the UNO card learning media was determined through a 

validation process conducted by media experts and subject matter experts. The 

media validation involved two expert validators, and the results of their 

assessments are presented in Table 1. The findings indicate that the developed 

UNO card learning media achieved a very high level of validity, with an average 

percentage score of 93.5%, which falls into the “very valid” category. 

The validity assessment was based on several key aspects, including 

suitability, teacher usability, ease of use, availability, usefulness, visual display, 

text clarity, and image quality. The results demonstrate that the media achieved 

very high validity in terms of suitability, as the content aligns well with the 

learning objectives and corresponds to students’ characteristics, particularly their 

preference for interactive and game-based learning media. In addition, the media 

also showed strong validity in terms of availability, as it can be used without 

requiring internet access or additional technological devices, making it flexible 

and adaptable to various classroom conditions. 

However, in the text aspect, the media obtained a “valid” category rather 

than “very valid.” Expert feedback indicated that the initial background color 

used in the material guide and game rules reduced text readability due to 

insufficient contrast with the font color. Based on this input, revisions were made 

by changing the background color from blue to white to improve readability and 

visual comfort. This refinement enhances the clarity of written instructions and 

supports more effective use of the learning media. 

In terms of teacher usability and ease of implementation, the modified 

UNO card media enables teachers to deliver learning materials in a more 

interactive manner, reducing monotony in the classroom. The game rules are 

designed to be simple and familiar, as they are adapted from conventional UNO 

gameplay, allowing the media to be implemented with minimal instruction. 

Furthermore, the usefulness aspect of the media is reflected in its potential to 

create a more engaging and enjoyable learning environment, where students feel 

more relaxed and motivated during the learning process. The visual design of the 

media, which incorporates varied colors and relevant images, further contributes 

to its attractiveness and aligns with students’ learning preferences, thereby 

enhancing overall engagement and participation. 
Table 1. Expert Validation Recapitulation 

Yes Validator Percentage (%) Criteria 



2772                                                 Journal of Educational Management Research  Vol. 05 No. 03 (2026): 2758-2778 

 Available online at  https://serambi.org/index.php/jemr 

1 Media Member 93,5 Highly Valid 
2 Material Expert 100 Highly Valid 

Average 96,75 Highly Valid 

 

In table 1, you can see the results of the validity of the material experts 

carried out by two validators who showed a very high level of validity with very 

valid criteria with a percentage of 100%. The assessment of UNO card learning 

media is carried out based on curriculum, materials, language, and evaluation 

aspects, where all aspects obtain a very high level of validity. The UNO card 

learning media was declared very valid because the questions presented were in 

accordance with CP and ATP in economic growth and development materials. 

This suitability shows that the media developed has been aligned with the 

demands of the applicable curriculum so that it can support the achievement of 

learning objectives optimally. The material in the question card has been adjusted 

to the characteristics of grade XII students and presented systematically so that it 

is easy to understand. In addition, the use of language is considered appropriate, 

consistent, and in accordance with the characteristics of students so that it makes 

it easier for students to understand the questions, game instructions and the 

content of the material delivered through learning media. The questions 

presented in the UNO card learning media have been in accordance with the 

material studied. 

 

Practicality of UNO Card Learning Media 

After the developed learning media is declared valid, the next stage is to 

carry out a trial to identify the level of practicality of the media. The practicality 

assessment is based on the results of the student response questionnaire. The 

results of the learning media trial in small groups can be seen in table 2. Based on 

the data presented in the table, it is known that the response of students in the 

small group trial to the use of learning media reached a percentage of 94.4%. This 

percentage indicates that the learning media developed is classified as very 

practical, so it is suitable for use in the learning process based on user assessment. 

 
Table 2. Recapitulation of Student Response Results 

Yes Trial Percentage (%) Category 
1 Small groups 94,4 Very Practical 
2 Large groups 94,4 Very Practical 

Average 94,4 Very Practical 

 

To find out the practicality of media in a larger scope, a large group trial 

was carried out involving 34 students. The aim of this trial was to measure the 

practicality of media in real learning situations, with more variation of student 

characteristics. The results of the questionnaire presented in table 2 show a 
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percentage result of 94.4%. This percentage also shows that media is in the very 

practical category. These results are then recapitulated together with the results 

of the small group trial in table 2, which shows an average achievement of 94.4% 

which is in the very practical category. This average score indicates that the UNO 

card-based learning media developed is able to be used well by students from 

various ability backgrounds. 

 

Discussion 

The findings of this study demonstrate that the developed UNO card 

learning media achieved a very high level of validity (96.75%) and practicality 

(94.4%), indicating its strong feasibility as an instructional tool in economics 

learning. These results are consistent with prior studies that reported high 

validity of game-based learning media through expert validation processes 

(Agustriyani et al., 2024; Alfarabi, 2020). The alignment between the developed 

media and curriculum standards (CP and ATP) further strengthens its 

instructional relevance, which has been identified as a key determinant of 

effective learning media design. In addition, the suitability of the content with 

students’ characteristics reflects the importance of contextual and learner-

centered approaches, as highlighted in previous research emphasizing the role of 

interactive media in improving student motivation and engagement (Nur et al., 

2023). However, unlike earlier studies that primarily focused on general subject 

areas, this research specifically addresses economic growth and development 

materials, which are conceptually complex, thereby contributing to a more 

specialized application of game-based learning in social science education. 

From the perspective of practicality, the consistently high student 

response scores in both small and large group trials confirm that the UNO card 

learning media is highly usable and well-accepted by learners. This finding aligns 

with previous studies indicating that UNO-based learning media can 

significantly enhance student participation, motivation, and classroom 

interaction (Jumaroh et al., 2022; Kurniawan et al., 2023; Mahartika et al., 2020; 

Rosita et al., 2022; Kurniati et al., 2025). The integration of competitive and 

interactive elements within the game structure encourages active engagement 

and immediate feedback, which are essential for effective learning processes 

(Sulistiyanti & Fitria, 2020; Bikalawan et al., 2024). Furthermore, the results 

reinforce earlier findings that learning environments incorporating elements of 

play can reduce student anxiety and create a more enjoyable learning atmosphere 

(Wahyu, 2021). Compared to conventional methods that tend to be teacher-

centered and monotonous, the UNO card media provides a more dynamic and 

student-centered learning experience, thereby addressing the issues of low 

engagement and motivation identified in the preliminary analysis. 
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In addition, the visual and structural design of the media plays a crucial 

role in its effectiveness and usability. The use of appropriate typography, color 

variations, and relevant images contributes to improved readability and student 

interest, supporting findings from previous studies on the importance of visual 

design in instructional media (Fernando & Deli, 2023; Tanjung & Faiza, 2019; 

Putri & Kristiana, 2022). The revision made based on expert feedback particularly 

the adjustment of background color to enhance text clarity demonstrates the 

importance of iterative design in improving media quality. Moreover, the 

incorporation of structured components such as teacher guides, material 

handbooks, and game rules ensures that the media is not only engaging but also 

systematically organized and easy to implement. This is consistent with earlier 

research emphasizing that well-designed instructional media should combine 

aesthetic appeal with pedagogical functionality to maximize learning outcomes. 

The findings of this study also provide important theoretical implications. 

The effectiveness of the UNO card learning media supports the principles of 

constructivist learning theory, which emphasize active participation, interaction, 

and knowledge construction through meaningful experiences. The game-based 

approach encourages students to engage in discussion, problem-solving, and 

collaborative learning, thereby facilitating deeper understanding of economic 

concepts. In addition, the results align with the theoretical framework of game-

based learning, which posits that the integration of challenge, competition, and 

enjoyment can enhance both cognitive and affective learning outcomes. By 

demonstrating that non-digital, game-based media can effectively support 

learning in contexts with limited technological access, this study also contributes 

to the discourse on equitable and inclusive education. This is particularly 

relevant in addressing the challenges of digital distraction and limited access to 

technology highlighted in previous studies (Nabilah, 2025; Ainani et al., 2024). 

From a practical perspective, this study offers a scalable and accessible 

instructional solution for teachers, particularly in contexts where digital 

infrastructure is limited. The UNO card learning media can be easily 

implemented without requiring internet access, making it a flexible alternative to 

technology-dependent learning tools. The simplicity of the game rules and the 

familiarity of the UNO format allow for efficient classroom integration, even for 

teachers with limited experience in innovative instructional design. Furthermore, 

the adaptability of the media enables its application across different learning 

contexts and student ability levels. Despite these strengths, this study is limited 

by its focus on validity and practicality without examining the effectiveness of 

the media in improving learning outcomes. Future research is therefore 

recommended to employ experimental designs and larger sample sizes to assess 

the impact of UNO card learning media on students’ academic achievement and 
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higher-order thinking skills. Nevertheless, the present findings provide strong 

evidence that UNO card-based learning media can serve as an innovative, 

engaging, and practical approach to enhancing economics education. 

 

CONCLUSION  

The most important finding of this study highlights that the development 

of UNO card-based learning media offers a meaningful pedagogical innovation 

by successfully integrating game elements into economics learning, particularly 

in complex topics such as economic growth and development. The study 

demonstrates that learning media designed with interactive, competitive, and 

student-centered principles can significantly enhance engagement, motivation, 

and usability, even in contexts with limited technological access. The key lesson 

drawn from this research is that effective learning does not always require 

sophisticated digital tools; rather, well-designed, contextually relevant, and 

pedagogically grounded media can create equally impactful learning 

experiences. This study also contributes to the academic field by strengthening 

the empirical evidence on game-based learning within social science education, 

an area that remains relatively underexplored compared to STEM disciplines. By 

aligning instructional design with constructivist and game-based learning 

theories, this research provides a valuable framework for developing innovative, 

inclusive, and accessible learning media. 

Despite these contributions, this study has several limitations that should 

be acknowledged. First, the research focuses only on the validity and practicality 

of the developed media without examining its effectiveness in improving 

students’ learning outcomes or higher-order thinking skills. Second, the study 

was conducted in a single school with a limited sample size, which may restrict 

the generalizability of the findings to broader educational contexts. Therefore, 

future research is recommended to employ experimental or quasi-experimental 

designs to measure the impact of UNO card learning media on student 

achievement, critical thinking, and long-term retention. Additionally, further 

studies could explore the adaptation of this media to other subjects, educational 

levels, and diverse learning environments, as well as integrate hybrid approaches 

that combine game-based and digital learning innovations. 
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