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Abstract

Memory is one of the cognitive abilities that plays an important role in the success of the
student's learning process. However, many students still have difficulty recalling the material they
have learned and easily forget new information. This study aims to develop an Interactive Flipbook
game media based on Cheerful Twin Cards to help train the memory of junior high school students
and determine the level of feasibility and practicality. This study uses the Research and
Development (R&D) method with a 4D development model that includes Define, Design, and
Develop stages. The research subjects consisted of 19 students of UPT SMP Negeri 17 Medan. Data
collection was carried out through a needs analysis questionnaire, material expert validation,
media expert validation, BK Teacher response questionnaire and student practicality
questionnaire. The results of the study showed that the developed media obtained a percentage
of material expert validation of 89 % with a very feasible category and media expert validation of
80.33% with a feasible category, the results of BK Teacher responses were 89 .33 with a very
feasible category. Meanwhile, the practicality test yielded an average score of 89.8%, categorized
as very practical. These findings indicate that the interactive flipbook game based on the Cheerful
Twin Cards has excellent feasibility and practicality for use in guidance and counseling services and
learning activities. Therefore, the developed media can be an alternative learning medium that is
engaging, interactive, and can help train students' memory.
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INTRODUCTION

Memory is a fundamental cognitive function that plays a crucial role in the success of
students' learning process. This ability enables individuals to receive, process, store, and recall
learned information when needed. From a cognitive psychology perspective, the memory process
occurs through interrelated stages of encoding, storage, and retrieval, which determine the
quality of information retention. If this process is not supported by appropriate learning strategies
and media, the information received tends to be quickly forgotten. Therefore, strengthening
memory is a crucial aspect in supporting successful learning. (Ermalinda & Nuraeni, 2023) . In line
with That is, card-based games, particularly those with memory-matching card mechanisms, are
effective in training students' visual memory, pattern recognition, and attention (Kristanto et al.,
2019). Educational card games can also significantly improve cooperation and cognitive abilities
compared to conventional learning (Rosa et al., 2023).

The advancement of digital technology has opened opportunities for the development of
more engaging, interactive learning media. One emerging medium is the interactive flipbook, a
digital book equipped with animation, audio, video, and interactive features. Various studies have
shown that flipbooks can increase student interest, understanding, and engagement in learning,
thus offering potential as an innovative medium. (Putri et al., 2020). However, study previously
about Flipbooks generally focuses on improving literacy, understanding of the material, or general
learning outcomes (Aini & Kemala, 2021). Game Memory-based cards are more commonly
developed in the form of board games or game applications separate from digital books (Nabila
et al.,, 2020). Thus, the use of flipbooks as an interactive medium that specifically integrates
memory matching card mechanisms to train memory is still relatively limited. This condition
indicates a research gap in the suboptimal integration of interactive multimedia and memory
training mechanisms in a single, integrated medium.

Based on this gap, this study developed an interactive flipbook game media based on
Cheerful Twin Cards to train students' memory in BK services. This media integrates materials,
twin card games, a level system, reinforcement, and direct feedback to support the encoding,
storage, and retrieval processes. This study aims to develop the media and test its feasibility and
practicality using the Research and Development (R&D) method with the 4D model. Through this
development, it is hoped that innovative and adaptive BK media will be available to help train
students' memory. (Anggraini et al., 2025).

Memory is an individual's cognitive ability to receive, process, store, and recall acquired
information for future use. This ability is closely related to mental processes that allow

8085
IJEVSS, Volume 05 Issue 03, 2026

Copyright at authors some right reserved this work is licensed under a Creative
Commons Attribution-Share Alike 4.0 International License



http://creativecommons.org/licenses/by-sa/4.0/
http://creativecommons.org/licenses/by-sa/4.0/

Iniernanonal Journal ol Educaiion, Vocaiional and Social Science

htips:/ /e-joumal.cifakensuifindo.or.id/index.php /IJEVSS
E-ISSN : 2963 4954 [l VSS

information to be stored not only temporarily but also retrievably retrieved when needed in
learning situations. From a cognitive psychology perspective (Ermalinda & Isna Nuraeni, 2023),
the memory process does not occur simply, but rather through systematic stages. One model that
explains this mechanism is the memory systems theory proposed by Richard Atkinson and Richard
Shiffrin.

According to Atkinson and Shiffrin (1968) in the human memory system consists of three
main parts, namely sensory memory, short -term memory, and long -term memory. a. Memory
sensory (sensory memory), Sensory memory is the initial stage in the process of storing
information. At this stage, information is received through the five senses such as sight and
hearing, then stored for a very short time. Information that does not receive attention will soon
be lost, while information that is paid attention to will be passed on to the next stage. b. Short -
Term Memory, Short-term memory functions as a temporary storage place for information that is
being processed. Information at this stage can only last for a short time, around 20—-30 seconds,
unless repeated (rehearsal). In addition to being limited in terms of time, the capacity of short-
term memory is also limited. However, information can be more easily remembered if it is
grouped into meaningful parts (chunking). c. Long-Term Memory, Long -term memory is a more
permanent storage place for information. Information that is successfully processed and repeated
well can be stored for a long time, even for years. This memory has a very large capacity and a
lower forgetting rate compared to short-term memory.

In line with the memory system model described previously, Atkinson et al (2000) in
(Ermalinda & Isna Nuraeni, 2023) suggests that the memory process takes place through three
main stages, namely encoding, storage, and retrieval. First, encoding is the stage when an
individual receives stimuli through the senses and then transforms them into mental
representations that can be processed in the memory system. At this stage, information obtained
from the environment begins to be organized so that it can be understood and stored. Second,
storage is the process of retaining encoded information so that it remains in memory for a certain
period. This process prevents information from being lost immediately but rather can be retained.
both in short-term memory and long-term memory. Third, retrieval is an individual's ability to
access and reuse stored information when needed. The success of this stage is greatly influenced
by the quality of previous encoding and storage.

Related with the encoding, storage and retrieval processes that have been explained
previously, there was some strategies that can used for strengthen Power remember to something
information, good meaningful information or those of a nature random. According to Atkinson et
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al (1994) in (Dina Sukma, 2021), improvement Power remember can done through a number of
method as follows : a. Repetition Strategy ( Rehearsal ), Information is repeated verbally or in
writing so that it is stored more firmly in memory, b. Elaboration Strategy, New information is
connected to existing knowledge or experience so that it is easier to understand and remember,
c. Retrieval Practice Strategy, Training the ability to remember information without looking at the
source, for example through quizzes, questions and answers, or games that require students to
recall information that has been learned , d. Active Learning Strategy , Involving students actively
in learning activities, such as discussions, problem solving, simulations, or educational games so
that the process of remembering becomes more meaningful , e. Mnemonic Strategy , Using
keywords, abbreviations, acronyms, rhymes, or certain associations to make the process of
remembering easier.

Based on the description of the processes and strategies for improving memory, an
individual's success in remembering information is greatly influenced by how it is presented.
Therefore, in the context of school learning, the use of appropriate media is a crucial factor in
optimally supporting the encoding, storage, and retrieval processes. With the advancement of
educational technology, learning media is no longer limited to print but has evolved into more
interactive digital media. One form of digital media widely used in learning is the interactive
flinbook. Flipbook is a digital media that presents material in the form of an interactive book
equipped with various features, such as animation, audio, and video. This combination can
strengthen the information encoding process because it involves more than one sensory pathway,
so that information is easier to store and recall. (Enni Setyorini et al., 2024). In addition to
presenting material visually and interactively, learning that incorporates game elements has also
been shown to increase student engagement. One relevant form of games for training memory is
the cheerful twin card game.

RESEARCH METHODS

This study uses a Research and Development (R&D) approach to develop an interactive
flipbook game based on Cheerful Twin Cards to help train junior high school students' memory.
This research is classified as level 1 R&D because it focuses on the design, development, and
validation of the product without conducting effectiveness testing. The research was conducted
at the UPT of SMP Negeri 17 Medan. The research subjects consisted of 19 students in grades VIII-
7 who were selected using a purposive sampling technique based on the recommendations of the
guidance and counseling teacher and research criteria, namely students who have difficulty
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remembering material, easily forget new information, and are willing to participate in media trials.
The number of subjects was considered adequate because level 1 R&D research focuses on
product development and validation, not generalization of research results.

The development model used is the 4D model (Define, Design, Develop, and Disseminate)
. However, this research was only carried out up to the Develop stage. because it is included in
R&D level 1. The product developed is an interactive Flipbook game media based on Cheerful Twin
Cards for Guidance and Counseling services in training students' memory. (Waruwu, 2024) . In
addition to students as trial subjects, the research involved one material expert, one media expert,
and one guidance and counseling teacher as validators. The material expert and media expert
assessed the product's feasibility, while the guidance and counseling teacher assessed the media's
practicality and applicability in guidance and counseling services. Student participation is done
voluntarily with the approval of the homeroom teacher , Guidance and Counseling Teacher and
students. All research procedures were carried out in accordance with the ethical principles of
educational research. (Salsabella et al., 2022)

RESULTS AND DISCUSSION
RESULTS
Requirements Test

Following This explained results analysis need student related Flipbook media
development interactive based card cheerful twins for help participant educate practice Power
remember they .

Table 3. Analysis Results Need Student

No | Dimensions Aspect Indicator Choice (%)
Analysis Answer
1. | Power Characteristics | Students often have difficulty | Strongly 15.79
Remember Participant remembering  material or | agree
participant Educate information that has been | Agree 49.13
educate studied and easily forget new Disagree Less | 33.33
information. No Agree 1.75
Absolutely 0
Not Agree
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Ability Ability Power | Students have difficulty | Strongly 15.79
Cognitive Remember remembering certain terms or | agree
Participant information, often forget when | Agree 43.85
Educate doing assignments, and need a Disagree Less | 36.85
long time to memorize
something. No Agree 3.51
Absolutely 0
Not Agree
Media Types | Media Needs Learners need interesting | Strongly 49.12
digital learning media , have | agree
good visual appearance , and | Agree 38.60
can increase confidence self in —
Disagree Less | 10.53
Study.
No Agree 1.75
Absolutely 0
Not Agree
Learning Need Service Students like game-based | Strongly 56.14
Based Game learning because it makes | agree
learning activities more | Agree 38.60
interesting and  increases Disagree Less | 5.26
activeness in learning. No Agree 0
Absolutely 0
Not Agree
Interest Motivation Students feel that their | Strongly 22.80
Participant Participant memory skills still need to be | agree
Educate Educate improved and require more | Agree 38.60
interesting learning so that | pisagree Less | 35.09
they don't get bored easily and No Agree 351
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forget the material they are | Absolutely 0
studying. Not Agree

Based on results analysis need participant educate to game media development Flipbook
Interactive Based Card Cheerful Twins , some big participant educate give response positive on
every aspects that are measured . In this aspect media suitability , as many as 15.79% of
participants students strongly agree and 49.13% agree that the media is easy used , instructions
use easy understood , and method play can studied with fast . In terms of media design, 15.79%
of participants students strongly agree and 43.85% agree that appearance flipbook interactive
interesting , easy writing read , and images and colors seen clear and interesting .

In this aspect practicality of the media, as many as 49.12% of participants students strongly
agree and 38.60% agree that the media can used with easy and comfortable without need teacher
assistance in continuously . In this aspect benefits of media, 56.14% of participants students
strongly agree and 38.60% agree that the media helps increase focus , power remember , and
activity during learning . Furthermore, in the aspect of Power media pull , 22.80% of participants
students strongly agree and 38.60% agree that the media provides experience fun , worthwhile
learning used in learning , and interesting For used back . Based on findings said , can concluded
that participant educate need game media Flipbook Interactive Based Card Cheerful Twins as an
interesting , practical and useful learning medium For help practice Power remember participant
educate during the learning process .

Development Product

Cheerful Twin Card Game was developed by adapting the concept of the Flip and Match
game , a memory matching game that requires players to memorize the position of each card
before finding the right pair. This game concept inspired the development of the media because
it is considered capable of training memory skills through observation, concentration, and
information recall.

Although inspired by the Flip and Match game mechanism , the Happy Twin Cards media
developed in this study has different characteristics. The researcher made modifications to the
appearance, content, gameplay, and integrated materials on memory, instructions for use, a
gradual level system, and feedback into an interactive flipbook media . In addition, this media was
specifically designed to support Guidance and Counseling services with the aim of training
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students' memory. Thus, Happy Twin Cards is not a reproduction of the Flip and Match game , but
rather the result of media development that adapts the basic mechanism of the card matching
game and is adjusted to the research objectives, student characteristics, and the needs of
Guidance and Counseling services. This media is in the form of a digital flipbook that can be
accessed online via the link https://joyful-semolina-92b676.netlify.app/ making it easier for

students to use it anytime and anywhere.

Inspired by the game Flip Modified Results into Flipbook
and Match
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explanation of the concept S
Daya ingat adalah kemampuan otak untuk menerima,

section contains an

of ~memory which is menyimpan, dan mengin?o? kembali informasi. Kemampuan

presented concisely and is ‘ﬂ'h:::'l’;": penting dalam proses belajar dan kehidupan
sehari-hari.

easy for students to Daya ingat  membantu  memahami  materi

pelajaran. Kemampuan ini memudahkan seseorang dalam
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understand.
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Daya ingat terdiri dari beberapa jenis:

1. Memori Sensorik
Memori sensorik menyimpan informasi dari indera dalom waktu
t singkat. Contohnya melihat kilatan cahaya atou suara sesaat.
2. Memori Jangka Pendek
Memori pendek menyimpan informasi dalom waktu
terbatas.Con mengingat nomor telepon sementara
3. Memori Jangka Panjong
Memori jangka panjang menyimpan informasi dalom waktu lama.
Contohnya pengalaman masa kecil atau pelajaran yang sering diulang.

1. Encoding adalah proses mmsuldwn lnfmll Iw dalam
otak.Informasi diperoleh melalui Indera seperti melihar,
mendengar, dan nmnboco

2. Storage odaloh proses mcnyimpcm informasi dalam
memori. Informasi dapat disimpan dalam jangka pendek
pun jongka panjang.

3. Retrieval odalah proses mengingat kembali informasi yang \
telah disimpan Proses ini terjadi soat seseorang
m informasi tersebut,

bc mPcnlmiﬂm daya Ingat dapat dilakukan melalul beberapa metode
rl
1. Chunking  (Pengelompokan  Informasi)  merupakan  teknik
nrlumhlwn oh informasi menjadi unit-unit yang lebih
kecil namun b:mm sehingga lebih mudah disimpan dalam memori

) dan Penyandion, Bermokna
t membantu individu mengaitkan m'or
yong sebelumnya tidak saling
.Mctodc PQRST ( preview, Question, Ready, Summarize),
teknik  membaca bertujuan  meningkatkan
E:c“ sekaligus memperkuat daya ingat terhadop moteri
aan,
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Case Study Display,
contains  examples  of
problems related to
students' memory abilities
in everyday life.
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Seorang siswa kelas IV SD bernama Andi mengalami
kesulitan dalam mengingat materi pelajaran yang telah
disampaikan oleh guru. Ketika guru menjelaskan di kelas,
Andi  terlihat memperhatikan, namun seat diminta
mengulang kembali materi, ia sering lupa dan tidak mampu
menjawab dengan tepat.Selain itu, ketika diberikan soal
latihan, Andi sering merasa bingung karena tidak ingat
langkah-langkah penyelesaian yang sebelumnya telah
diajarkan. Ia juga jarang mengulang pelajaran di rumah
\ dan mudah terdistraksi saat belajar.

‘
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Kasus ini menunjukkan bahwa proses memori belum berjalan
optimal

1. Encoding - Informasi belum dipahami dengan baik
2. Storage ~ informasi tidak tersimpan kuat
3. Retrieval ~ kesulitan mengingat kembali

o Untuk mengatasi masaloh tersebut, diperiukan media '
pembelajaran yang:

1. Melatih siswa mengingat secora berulang
2. Meningkatkan fokus soat belajar

3. Memberikan pengalaman belajar yang menyenangkan
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How to Play Display, The
how to play page contains
instructions for using the

Langkah-langkah bermain:

1. Pemain akan melihat beberapa kotak tertutup di layar.
2. Klik satuy kotak untuk membuka dan melihat isi kalimat di
dalamnya.
. Kemudian klik kotak lain untuk mencari pasangan kalimat yang
sama

Cheerful Twin Cards game.

3

4. Jika kedua kotak memiliki kalimat yang soma, maka kotak
akan hilang.

5. Jika tidak sama, kotak okan tertutup kemball.

6. Ulangi langkah tersebut hingga semua pasangon ditemukan,

Level 1: 6 kotak (mudah)

Level 2: 10 kotak (sedang)

Level 3: 14 kotak (sulit)
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Cheerful Twin Card Game
Display , The game page
displays three levels of
play, namely Level 1, Level
2, and Level 3

Closed View and Wrong

Card View Not a pair
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Saya
percaya
diri

Snyn

percaya
diri

Feasibility and Practicality Test

Following is results of the feasibility and practicality test of interactive media based card
cheerful twins based on assessment carried out by media experts , experts material , guidance
counselors and students .

Validation Material

Validation of material in the game card The cheerful twins involved one expert validator,
Ahmad Syarqawi , a lecturer in the Islamic Education Guidance and Counseling Study Program.
The results of the expert validation calculations are presented as follows.

Table 4. Results of Material Expert Validation

No. Aspect Score Percentage | Eligibility Category
Content Suitability Aspect 14 93.33% Very Worthy
Aspect Presentation 13 8 6.66 % Very Worthy
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3. | Benefits Material 13 86.66% Very Worthy
4. | Aspect Graphics 14 93.33% Very Worthy
5. | Aspect Linguistics 13 86.66% Very Worthy

Average Percentage 67/ 75 x 100% 89.33% Very Worthy

Based on the results of the material feasibility assessment, an average percentage of 89.33
% was obtained, which is included in the "very feasible" category.

Media Validation

Media validation in games card The cheerful twins involved one expert validator, Fitria
Umami, who is a lecturer and staff member of the Islamic Education Guidance and Counseling
Study Program . The results of the media expert validation calculations are presented as follows.

Table 5. Media Expert Validation Results

No. Aspect Score Percentage | Category Eligibility
1. | Aspect Media View 11 73.33 % Worthy
2. | Aspects of Media Graphic Design 12 80% Worthy
3. | Media Writing 13 86.66% Very Worthy
4. | Media Attraction 11 73.33% Worthy
5. | Media Implementation 13 86.66% Very Worthy
Average Percentage 60/75 x 100% 80.33% Worthy

Qualitative data obtained from media experts provides several suggestions for
improvement, namely adding material in the flipbook . Based on the results of the media feasibility
assessment, an average percentage of 80.33 % was obtained, which is included in the "feasible"
category.

Guidance and Counseling Teacher Response Questionnaire

The Guidance and Counseling (BK) teacher response questionnaire was given to one BK
teacher, namely Mrs. Wirda Selvya Tambunan, to obtain responses to the digital flipbook game
media based on the Cheerful Twin Cards that had been developed.
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Table 6. Results of Guidance and Counseling Teacher Responses

No. Aspect Score Percentage | Practicality Category
1. | Compliance Material 14 93.33% Very Practical
2. | Media Display 14 93.33% Very Practical
3. | Convenience Use 13 86.66% Very Practical
4. | Benefits of In-depth Media 13 86.66% Very Practical

Service

5. | Eligibility Use 13 86.66% Very Practical
Average Percentage 67 /75 x100 89.33% Very Practical

Based on Table 6 , the results of the Guidance and Counseling (BK) teacher response
guestionnaire on the digital flipbook game media based on the Cheerful Twin Cards obtained an
average percentage of 89.33 % with a very appropriate category . These results indicate that the
media received a very appropriate response from BK teachers and was considered suitable for use
as a supporting media in guidance and counseling services .

Game Practicality Test Flipbook Based Card Happy Twins

Test the practicality of the game card Cheerful twins are carried out with the participants
educated on the 26th May 2026 at the UPT of SMP Negeri 17 Medan. This trial involved 19
participant Educate as respondents to determine the level of practicality and feasibility of the
game card Cheerful twins in helping participants educate practice Power remember .

Table 7. Practicality Test Results Based on Student Responses

No. Aspect Score Percentage Practicality
Category

1. | Convenience Media Usage 13, 63 90.86 % | Very Practical
2. | Media Display 13.84 92.26 % | Very Practical
Practicality In 12.68 85.73% Very Practical

Learning
Benefits of In-depth Media Learning 13.26 88.4% Very Practical
Media Interest and Feasibility 13.94 92.93% Very Practical
Average Percentage 67.35 /75 89.8% Very Practical
x100
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Based on results of the practicality test of the Card media Happy Twins based on response
student show that the media developed own level very high practicality . This is seen from all over
aspect assessment obtained "Very Practical " category . In the aspect convenience media use ,
obtained average score of 13.63 with percentage of 89.8%. The results show that student feel
media Card Cheerful Twins easy used and instructions game can understood with good . Aspect
media display acquisition average score of 13.84 with percentage of 92.26% which includes in very
practical category . This is show that design, color , images , and media presentation are capable
interesting attention student during the learning process .

Next , the aspect practicality in learning get average score of 12.68 with percentage of
85.73%. This result show that the media can used with Good in activity learning and helping
student follow the learning process with more easy . In terms of benefits of media in learning
obtained average score of 13.26 with percentage 88.40%. Findings This indicates that student feel
benefits of media in help increase Power remember , concentrate , and understand to material
studied . Aspects interest and eligibility of the media to obtain the highest average score , namely
of 13.94 with percentage of 92.93% and including in very practical category . The results show that
student own high interest to use Card media Cheerful Twins and assess the media worthy used in
learning . In a way overall , average percentage media practicality reached 89.8%, which was
obtained from a total score of 67.35 from score maximum 75. With Thus, the Card media Cheerful
Twins are rated easy used , interesting , useful , and worthy implemented in learning For help
increase Power remember participant educate .

DISCUSSION

The results of the needs analysis indicate that students have difficulty recalling material
they have learned, easily forget new information, and experience obstacles in retaining
information over a certain period of time . This reflected from results analysis needs that indicate
that participant educate Still experience various obstacle in ability Power remember as well as
requires learning media that is interesting, interactive and involving activity play, with percentage
agreement that revolves around between 59.64% to 94.74%. The height level need the indicates
that participant educate requires learning media that does not only delivery - oriented material ,
but also able to involving participant educate in a way active in the process of learning and helping
practice ability Power remember through enjoyable and meaningful activities . This finding aligns
with research by Ermalinda and Nuraeni (2023), which states that memory is a crucial skill in the
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process of receiving, storing, and recalling information acquired by students during learning. Good
memory skills will make it easier for students to understand material and retain information for a
longer period of time. Furthermore, Hasanah et al. (2023) explain that memory is closely related
to learning success because the learning process essentially requires students to be able to recall
information they have learned. This condition indicates that students' memory skills still require
attention in the learning process. This is important because memory is one of the cognitive
abilities that plays a role in students' learning success. Memory is considered a crucial need for
students to learn optimally, as measuring learning outcomes in schools is inseparable from the
activity of remembering information that has been learned. With good memory, students tend to
more easily understand material, retain information, and achieve optimal learning outcomes. This
finding aligns with research (Hasanah et al., 2023). which states that memory has an important
role in the process of receiving, storing and recalling information needed in learning activities.
Memory ability plays an important role in receiving, storing, and recalling information that has
been obtained.

Furthermore, the needs analysis results indicate that students require learning media that
are engaging, interactive, and involve play. This situation indicates that the use of conventional
media is not fully capable of meeting students' learning needs. Therefore, media innovations are
needed that can create a fun learning environment while also helping train students' memory
skills. These findings align with research findings (Ali et al., 2025). which states that the use of
interactive media can increase student interest and motivation in learning. The presence of direct
feedback features in the media also helps increase student confidence and active engagement
during the learning process .

The media developed in this research is an interactive flipbook based on Cheerful Twin
Cards, designed to help train students' memory through card-matching activities. The media
development was carried out using a 4D model, which includes the stages of define, design,
develop, and disseminate. (Ade Rahayu, 2025) . The choice of flipbooks as a learning medium was
based on their ability to present material in an engaging manner through a combination of text,
images, color, and interactive elements. Visually engaging presentations can increase student
attention, making the information received easier to process and remember. These findings are
supported by research by Putri et al. (2020) which states that interactive flipbook media can
increase student interest through the presentation of material that combines text, images, and
visual elements in an engaging manner . Meanwhile, the Cheerful Twin Cards game is designed
based on the principle of memory matching , requiring students to memorize the position of cards
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and match them to their corresponding pairs. This activity involves concentration, repetition, and
information recall, which play a crucial role in training memory skills. This finding aligns with
research by Kristanto et al. (2019), which explains that games with memory matching mechanics
can help train memory skills through repeated information search and matching activities.

In addition, (Raymond et al., 2018) who developed the Memory Training Game and found
that repetitive information recall through games can help improve students' short-term memory
skills. In these games, students are required to remember and recall information that has been
received, so that the memory training process takes place actively and repeatedly . The
combination of interactive flipbooks and twin card games is one of the advantages of the
developed media because it not only presents the material in an interesting way, but also provides
an active and enjoyable learning experience for students. Thus, this media is expected to be an
alternative learning medium that can help train students' memory more effectively
Purwidiantoro and Hadi (2020) explain that game-based learning can increase students'
motivation, active participation, and interest in learning. Therefore, the integration of interactive
flipbooks with twin card games is expected to create a more meaningful learning experience while
supporting the strengthening of students' memory skills .

The results of the validation by material experts show that the content of the material
presented in the media achieved a percentage of 89.33 %, categorized as very feasible. This finding
aligns with research by Putri et al. (2020), which states that learning media designed based on
student needs and learning objectives tend to achieve a high level of feasibility because they are
able to more optimally accommodate user characteristics . This percentage indicates that the
content presented in the media aligns with development objectives, student needs, and the
characteristics of the services provided. A high validation score indicates that the material
presented meets the requirements of content suitability, language, graphics, and usability.
Furthermore, media expert validation results yielded a percentage of 80.33 % , categorized as
adequate. These results indicate that the media meets the requirements for appearance, design,
readability, ease of use, and visual appeal.

An attractive media display is one of the One factor that can increase students' interest in
using media in the learning process. This finding is supported by research by Pratama (2024), who
explained that the use of flipbooks with attractive and interactive designs can increase student
engagement in the learning process. Furthermore, Setyorini et al. (2024) stated that flipbooks are
effective as interactive learning media because they can present material in a more engaging
manner than conventional media. The validators also provided several suggestions for media
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improvements, such as adding material to the flipbook and improving some aspects of the display.
These suggestions were then used as the basis for product revisions, improving the resulting
media and meeting user needs. The revision stage is a crucial part of development research and
development because it aims to produce a more optimal product before it is used by students .

The results of the guidance and counseling teacher responses showed that the
appropriateness of the media content achieved a percentage of 89.33 %, categorized as very
appropriate . These results indicate that the material presented is in accordance with
development objectives, student characteristics, and the needs of guidance and counseling
services. This finding is in line with research by Putri et al. (2020) which states that learning media
designed based on student needs and learning objectives tend to achieve a high level of
appropriateness because they are able to accommodate user characteristics more optimally.

The results of the practicality test showed that the media obtained an average percentage
of 89.8%, with the category of very practical . This in accordance with theory practicality product
proposed by Nieveen (1999), who stated that something product it is said practical if can used in
a way easy , understandable by users , and capable reach objective its development . The
percentage indicates that students responded very positively to the use of the Cheerful Twin Card-
based Interactive Flipbook . The high level of practicality indicates that the media is easy to use,
easy to understand, and can be applied in learning activities. These results indicate that students
have a high interest in using the media because the media presents learning in the form of
interesting and fun games. The use of games in learning can create a more active learning
atmosphere so that students are more motivated to participate in learning activities . In addition
to increasing interest, the media is also considered to help students understand and remember
the information learned. Through the card matching activity, students are required to pay
attention, remember, and find the matching card pairs. This activity indirectly trains students’
memory and concentration skills.

Theoretically, the Interactive Flipbook media based on Cheerful Twin Cards supports the
process of memory formation through the stages of information reception, information storage,
and information recall. When students observe the images, text, and information contained in the
flipbook , they carry out the process of receiving and encoding information into memory . In
general, Overall , the results of this study indicate that the developed media is not only suitable
for use based on expert assessment, but is also practical for use by students. Thus, the Interactive
Flipbook based on Cheerful Twin Cards has the potential to be used as a learning medium that
helps train students' memory in a more interesting and enjoyable way. Thus , the Cheerful Twin

8104
IJEVSS, Volume 05 Issue 03, 2026

Copyright at authors some right reserved this work is licensed under a Creative
Commons Attribution-Share Alike 4.0 International License



http://creativecommons.org/licenses/by-sa/4.0/
http://creativecommons.org/licenses/by-sa/4.0/

Iniernanonal Journal ol Educaiion, Vocaiional and Social Science

hiips:/ /e-jouamal.cafakensuifindo.or.d/index.php /IJEVSS
E-ISSN : 2963 4954 UEVSS

Card media is not only visually attractive, but also has a theoretical basis that supports the
development of students' memory abilities.

CONCLUSION

Study This succeed developing game media Flipbook Interactive based Card Cheerful Twins
for help practice Power remember participant educated at UPT SMP Negeri 17 Medan. Media
development was carried out using the 4D model ( Define, Design, Develop, and Disseminate ),
but study only implemented until Develop stage according to with characteristics study Research
and Development (R&D) level 1. Analysis results need show that participant educate experience
difficulty in remember return material that has been easy to learn forget information new , and
requires interesting and based learning media game . Therefore that , developed Flipbook media
Interactive based Card Cheerful Twins as alternative learning media For help practice Power
remember participant educate .

Validation results expert material get percentage by 89.33% with very suitable category,
whereas results validation media experts obtain percentage by 80.33% with category feasible .
The results of the BK teacher's response showed that the aspect of the appropriateness of media
content obtained a percentage of 89.33 % with a very feasible category . Besides that , the results
of a practical test involving 19 participants educate show average percentage of 89.8% with very
practical category . Findings the show that Flipbook media Interactive based Card Cheerful Twins
have level excellent feasibility and practicality For used in service guidance and counseling and
activity learning . With Thus , Flipbook media Interactive based Card Cheerful Twins is declared
very worthy and very practical For used as a medium that can help practice Power remember
participant educate as well as support creating a more effective learning process interesting ,
interactive , and meaningful .

CONCLUSION
Game media Flipbook Interactive based Card The Cheerful Twins who have developed
stated feasible and practical so that can utilized as supporting media service Guidance and
Counseling , especially in practice Power remember participant educate . Guidance and counseling
teachers are advised For utilize this media in a way sustainable and adaptable material and level
difficulty game with characteristics participant educate.
For researchers next, this media can developed more carry on with add variation material ,
features interactive , as well as level more games diverse . Besides that , research furthermore
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recommended For test media effectiveness through design experiment with amount more
subjects wide so that obtained proof empirical about the influence of media on improvement
Power remember participant educate .
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