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ABSTRACT 

This study is to apply the experimental method which has two 
variables, X and Y. The population is all students who attend SD 
Negeri 20 Palembang. The research sample is using two classes as 
experimental classes and control classes by applying pretest posttest. 
The way researchers collect data is with tests and documentation. 
Researchers carried out validity tests and reliability tests. Data 
analysis applies normality, homogeneity, and hypothesis testing. If 
the tcount value is smaller than the ttable value, then Ho will be 
rejected and Ha will be accepted. However, if the tcount value is equal 
to or greater than the ttable, then Ho will be accepted and Ha will be 
rejected. The results in this study are after the test obtained a 
significant (2-tailed) of 0.001 which is smaller than the significance 
level of 0.05 (5%). After being treated in the form of flash card media 
there was an increase in student learning outcomes in social studies 
subjects. It can be concluded that there is a significant effect when 
applying flash card media on student learning outcomes in social 
studies subjects. Then the alternative hypothesis is accepted and the 
null hypothesis is rejected. 
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INTRODUCTION 

In today's increasingly sophisticated world, technological development is 

very important in learning. Education must use technology to support the 

implementation of learning. In the educational process, using media, methods, 

and evaluating student learning outcomes are important. Nurrita (2018) 

learning media plays a very significant role in the teaching and learning process 

for students. Teachers must also have the ability to create learning media to 

support the learning process to be more effective (Arni et al.,2022). 

Learning media is used by teachers as a means of supporting teaching and 

learning activities in order to facilitate students in understanding the material 

taught to the maximum. Tools or methods used in the teaching and learning 

process are in the form of physical or non-physical objects. As a teacher, the 

biggest challenge in improving learning media is to ensure that the media is in 

accordance with the thinking ability of students and also considers their 

components, needs, and interests. This aims to make the use of learning media 

more successful. Utilizing learning media in learning activities can encourage 
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learners to be motivated in achieving their goals. Thus, it can create an exciting 

learning atmosphere and far superior learning outcomes. 

The important role of media in education can have a significant impact on 

the success of student learning and teaching. Its presence has an important 

impact on students. Learning media is a term whose word comes from 

"medius". This term as a middle part, intermediary, or introduction. 

Intermediary media is a means of sending messages sent by the sender to the 

recipient. Gerlach & Ely said that media can be interpreted as individuals, 

materials, or events that play a role in creating situations that provide 

opportunities for students to gain understanding, skills, or attitudes. In this 

sense, teachers, textbooks, and the school environment act as tools. As often as 

possible, media in the context of learning are often considered as graphic tools, 

photographic fields, and electronic technology, used to record, process, and 

manage image and oral information (Hasanah, 2020). 

In observations and interactions with relevant educators, it can be seen 

that learning materials in social studies subjects only use books that have been 

published by government education and cultural institutions. According to a 

teacher at an elementary school in an interview, it is known that only using 

student books is not enough to meet the learning needs of students. Teachers 

also have difficulty in creating interesting teaching materials for students and 

combining various subject matter. The tools and facilities for social studies 

subjects there do not meet the expected standards. 

Based on some of the challenges mentioned, the choice of learning media 

that is suitable as a solution to improve student learning outcomes is by 

applying flash card media. Learning media is a means of communicating 

knowledge and messages in the teaching and learning process. The main 

purpose of learning media is to optimize the ability of learners to gain a better 

understanding based on the information and messages conveyed so that they 

can achieve learning objectives effectively (Zahwa & Syafi’i, 2022).  

Flashcard media is a form of image media that is in the form of picture 

cards. These cards are known as flashcards because their use involves showing 

them to children quickly. Glenn Doman introduced flashcards, flashcards are 

cards that have pictures and words, he is a brain surgeon from Philadelphia, 

Pennsylvania. He believed that these flashcards could be used by showing the 

card to the child and saying it quickly (Mansyur, 2018). Flashcards are a type of 

card that contains simple words, sentences, or pictures according to Azabdaftari 

and Mozaheb (Taghizadeh et al., 2017). Thus, Asyhar (Asmodilasti & Suparno, 

2018) revealed that flashcards are visual learning tools used to communicate 

messages and convey facts through words, numbers, and symbols. Flashcards 
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are a learning tool consisting of cards that measure 25×30 cm. There is a picture 

attached with the appropriate caption. This is the definition of flashcards in the 

opinion of Susilana & Riyana (Azhima et al., 2021). 

Learning outcomes can be seen when a person experiences changes in 

their behavior after learning, such as from ignorance to understanding, and 

from incomprehension to understanding. Understanding of learning outcomes. 

Sudjana students' abilities are the result of their learning experience. Learning 

outcomes refer to students who follow the learning process, they will have the 

abilities or skills they have learned (Djonomiarjo, 2018). 

Social studies is a subject that plays a major role in shaping individuals 

into responsible and good citizens. Therefore, teaching Social Studies is very 

significant at the basic education level. Basic education is an important basis in 

understanding and exploring science and how to live in social interaction. This 

is important because students in schools come from a variety of settings that are 

not the same. In addition, having concern for the social environment and 

understanding social values are also part of the moral and ethical education of 

society. Making efforts to introduce and strengthen knowledge about social 

science in more depth is very important in shaping the character of students in 

schools (Sahira et al., 2022). 

Researchers have goals and benefits in carrying out this research, namely 

knowing the problems in the world of education that occur in SD Negeri 20 

Palembang, problems can be obtained from observations, namely observing 

students and also observing how teachers teach, so that when they have carried 

out observations or observations and meet problems then researchers look for 

solutions. The problems that occur at SD Negeri 20 Palembang are student 

learning outcomes that are still relatively low and unsatisfactory and the 

solution applied by researchers to overcome the problems of learning outcomes 

is to use flash card media, when learning takes place researchers can find out 

how students learn, whether students are active and respond or not. Then after 

the research, it is concluded whether the application carried out has an effect or 

not. The benefits of carrying out this research are that it can find out the 

problems that occur in the world of education and can think of the right 

solution in overcoming these problems so that student learning outcomes are 

high and also very satisfying, both for teachers and for students. this research is 

expected to be reading material and open minds for other researchers to be able 

to continue or even explore more deeply the problems that exist in schools. 

Based on the above, the researcher intends to conduct research with the 

title: "The Effect of Flash Card Media on Student Learning Outcomes in Social 

Studies Subjects". 
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RESEARCH METHODE 

This study is to apply an experimental method that has two variables, 

namely X and Y. The variable (X) is flash card media and the variable (Y) is 

student learning outcomes in social studies subjects. The population used was 

all students who attended SD Negeri 20 Palembang. The sample used two 

classes as experimental classes totaling 20 students and control classes totaling 

20 students by applying a pretest posttest on both samples.  The experimental 

class was given treatment by applying flash card media and the control class 

without treatment, namely teaching with conventional methods. The way 

researchers collect data is a test in the form of questions and also 

documentation. The test aims to determine the ability of students and 

documentation aims to provide information in the form of photos or images 

during the study. Researchers carry out validity tests and reliability tests, this 

aims to test the instruments that have been made before giving the instrument 

to the sample. Respondents when conducting trials amounted to 20 students. 

Data analysis applies normality, homogeneity, and hypothesis testing. The 

hypothesis test requirement is that if the tcount value is smaller than the ttable 

value, then Ho will be rejected and Ha will be accepted. However, if the tcount 

value is equal to or greater than the ttable, then Ho will be accepted and Ha will 

be rejected. 

 

RESULT AND DISCUSSION 

The implementation has been carried out at SD Negeri 20 Palembang. 

With prior permission from the principal to carry out the application. 

Previously, researchers had validated the questions on lecturers and teachers 

and had given trials to students with 10 questions and the results were all valid. 

Validation can be translated as determination, namely the extent to which an 

instrument fulfills what is to be measured or the extent to which an instrument 

fulfills its measurement function. After the validity is tested, then next test the 

reliability. Reliability is an index that shows the extent to which a measuring 

instrument can be trusted or reliable. If a measuring device is used twice - to 

measure the same symptoms and the measurement results obtained are 

relatively consistent, then the measuring device is reliable. So that the reliability 

result is 0.643, which means that the question is declared reliable. 

At the time of the study, researchers had carried out a control class pretest 

posttest. The following are the results: 
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Table 1.  

Control Class Pretest 

Responden Pretest Posttest 

1 80 80 

2 27 46 

3 77 77 

4 75 75 

5 69 69 

6 80 83 

7 75 75 

8 54 54 

9 80 80 

10 64 64 

11 79 86 

12 71 71 

13 78 80 

14 72 72 

15 71 71 

16 74 74 

17 71 71 

18 75 78 

19 60 58 

20 63 80 

Jumlah 1398 1455 

 

Researchers have also conducted an experimental class pretest posttest. 

The following are the results: 

Table 2.  

Experimental Class Pretest Posttest 

Responden Pretest Posttest 

1 72 69 

2 54 47 

3 77 77 

4 75 75 

5 69 69 

6 73 83 

7 75 81 

8 54 61 

9 74 83 
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Responden Pretest Posttest 

10 64 69 

11 79 97 

12 74 76 

13 78 86 

14 70 72 

15 69 71 

16 66 74 

17 71 77 

18 27 86 

19 53 69 

20 63 86 

Jumlah 1337 1495 

 

From the data in the two tables above, we get the following: 

Table 3.  

Recapitulation of 

 Pretest Posttest 

Experiment Control Experiment Control 

Lowest Grade 27,00 27,00 47,00 46,00 

Highest Score 79,00 80,00 97,00 86,00 

Average 51,92 62,47 71,44 62,47 

 

It can be seen that in the table section, it is listed that the pretest scores of 

the experimental and control classes with the same low score of 27.00, and the 

highest score of the experimental 79.00 and control 80.00. In general, the 

participants of the experimental and control groups had similar levels of 51.92 

and 62.47. However, there was an increase when applying the posttest in both 

classes, namely the lowest score in the experimental class 47.00 and the control 

group 46, while the highest score of the experimental class reached 97.00 and 

control 86. And when averaged the experimental class got 71.44 and the control 

62.47. This means that there was an increase of 19.52 in the experimental class, 

but the control class had no increase. This proves that the experimental class 

given treatment in the form of flash card media has an influence and 

improvement on the learning outcomes of social studies subjects. The results 

obtained were continued by testing the normality. The Normality Test is used 

to determine whether the samples used in this study contribute normally or not. 
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Table 4.  

Normality 

 Class 
Statistik 

Df Sig.(2-tailed) 

Pretest 
Experiment 20 0,368 

Control 20 0,302 

Posttest 
Experiment 20 0,246 

Control 20 0,302 

 

Table 4 explains that all four data are normally distributed. This means 

that the data exceeds 0.05 and can continue at the next test stage, the 

homogeneity test is carried out to find out how stable the data is. The lavene 

test is used to test homogeneity. According to the criteria, the data is considered 

homogeneous if the significance value is > 0.05. If the significance value is <0.05 

the data comes is considered homogeneous. The following are the results of the 

study: 

Table 5.  

Homogeneity 

 Statistik 

Description 
 

Levene 

Statistic 

Pretest 0,685 Homogen 

Posttest 0,396 Homogen 

 

Based on the data that has been processed, it can be seen that the pretests 

of the experimental and control groups are homogeneous, and the posttests of 

the experimental and control classes are also homogeneous. Next, test the 

hypothesis (T test). The final results that will be obtained first need to test the 

hypothesis. With the assessment criteria if the significant value <0.05 then Ho is 

rejected and Ha is accepted, meaning that there is a significant effect. If the 

significant value is> 0.05 then Ho is accepted and Ha is rejected, meaning that 

there is no significant effect. The T test used is the independent sample t test, 

which aims to compare whether the two independent variables have a 

difference or not.  
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Table 6.  

Hypothesis 

t-test for Equality of Means 

T Sig. (2-

tailed) 

Mean 

Difference 

Std. Error 

Difference 

95% Confidence Interval of 

the Difference 

Lower Upper 

9,400 0,001 18,0598 1,90358 14,21112 21,85637 

 

After the test obtained significant (2-tailed) of 0.001 which is smaller than 

the significance level of 0.05 (5%). After being treated in the form of flash card 

media there is an increase in student learning outcomes in social studies 

subjects. It can be concluded that "there is a significant effect when applying 

flash card media on student learning outcomes in social studies subjects". Then 

the alternative hypothesis is accepted and the null hypothesis is rejected. 

The research conducted is also supported by previous research namely by 

(Hotimah, 2010) the proficiency of students in learning English can be 

improved through the use of flash card media aids. This development can be 

seen from the consistent increase in student learning outcomes each cycle. In 

the first cycle, students achieved an average score of 68, with a learning 

achievement rate of around 72%. This score was obtained through an 

assessment of students' ability to listen to vocabulary (listening) and pronounce 

it (speaking). In the second phase, there was a more significant improvement 

with the average student score reaching 84. They also managed to achieve 

learning completeness of around 100. This assessment was based on their 

ability to listen to vocabulary and speak it. 

Then it is also supported by (Nurhasanah, 2021) in a study conducted on 

The Gold Generation students, it was found that the use of flashcard media for 

hijaiyah letters has a significant effect on the learning outcomes of iqro one 

students. The only thing that is proven is through the results of the t-test, where 

the t-count value of 10.610 is obtained which is compared to the t-table value of 

1.711 with a degree of freedom (dk) of n-1 and a significance level of 0.05 or 5%. 

Thus, this test is a one-party test without interpolation. In this context, the rule 

applies that, if the tcount value exceeds or is equal to the ttable value, the null 

hypothesis is valid. Ok, after the calculation, it is known that the tcount is 

higher than the ttable (10.610 > 1.711), so the hypothesis that has been proposed 

can be accepted. This shows that "there is a significant effect of the use of 

flashcard media hijaiyah letters on the learning outcomes of iqro one by The 

Gold Generation students". 
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This research is also supported by (Ramlah et al., 2023) according to this 

study, the use of flashcards has a positive effect. In addition, there are also 

several other factors that play a role in influencing the development of symbolic 

thinking skills and linguistic intelligence in children. The innovation of this 

study lies in the effort to make flash card media that is tailored to the theme and 

learning material, as well as variations in how it is used every day. This flash 

card media is applied with various methods such as finding and showing cards 

and others. Thus, children will not feel bored and saturated with monotonous 

and routine learning activities. The problem or shortcoming in this study lies in 

the implementation of the research found by using fun flash card media. This 

resulted in noise in the classroom and disrupted the focus of learning. In 

addition, controlling children became more difficult. One of the other 

weaknesses is the high cost of the research, as it requires a lot of flash card 

media to be made. 

 

CONCLUSION  

After the test obtained significant (2-tailed) of 0.001 which is smaller than 

the significance level of 0.05 (5%). After being treated in the form of flash card 

media there was an increase in student learning outcomes in social studies 

subjects. It can be concluded that "there is a significant influence when applying 

flash card media on student learning outcomes in social studies subjects. Then 

the alternative hypothesis is accepted and the null hypothesis is rejected". 

 

ACKNOWLEDGEMENT 

The author feels very grateful to God Almighty for His gracious grace and 

mercy, which enabled the author to complete this educational journal writing 

very well. The author is fully aware that the collaboration and support of 

various parties were instrumental in completing this educational journal. 

Therefore, the authors would like to express their most sincere gratitude and 

immense appreciation to our parents who never tired of praying for our success 

and smoothness in completing this paper. We would also like to thank our 

lecturers who have provided guidance and guidance, as well as our friends 

who have contributed to the making of this paper. 

 

REFERENCES 

Arifudin, O. (2023). Pendampingan Meningkatkan Kemampuan Mahasiswa 

Dalam Submit Jurnal Ilmiah Pada Open Journal System. Jurnal Bakti 

Tahsinia (JBT), 1(1), 50–58. 

Arni, Y.,Gofur, H.R., Muljadi.,& Alfitrie, L.A. (2022). Implications of the  



ALACRITY : Journal Of Education 
Volume 4 Issue 1 Februari 2024 
Page : 38 - 48 

47 

influence of parental attention and learning facilities on online learning in 

primary school. Qalamuna-Jurnal pendidikan, sosial, agama, 14(1), 613-628 

Asmodilasti, A., & Suparno, D. (2018). Effectiveness of Flashcard in Improving 

Cognitive Ability of 5-6 Year Old Students. 249(Secret), 103–106.  

Azhima, I., Meilanie, R. S. M., & Purwanto, A. (2021). Penggunaan Media 

Flashcard untuk Mengenalkan Matematika Permulaan Pada Anak Usia 

Dini. Jurnal Obsesi : Jurnal Pendidikan Anak Usia Dini, 5(2), 2008–2016.  

Cholifatin, N. A. (2018). Meningkatkan Hasil Belajar IPS Dengan Model Course 

Review Horay kelas IV. jurnal Basic Education, 3.  

Djonomiarjo, T. (2018). Pengaruh Model Problem Based Learning Terhadap 

Hasil Belajar. Jurnal Ilmu Pendidikan Nonformal Aksar, 05(01), 39–46. 

Hafidzoh Rahman, N., Mayasari, A., Arifudin, O., & Wahyu Ningsih, I. (2021). 

Pengaruh Media Flashcard Dalam Meningkatkan Daya Ingat Siswa Pada 

Materi Mufrodat Bahasa Arab. Jurnal Tahsinia, 2(2), 99–106.  

Hasanah, N. (2020). Pelatihan Penggunaan Aplikasi Microsoft Power Point 

Sebagai Media Pembelajaran pada Guru SD Negeri 050763 Gebang. Jurnal 

Pengabdian Kepada Masyarakat (JPKM), 1(2), 34–41.  

Hennizal. (2019). Upaya Meningkatkan Hasil Belajar Matematika Melalui 

Pendekatan PAIKEM Siswa Kelas I SDNegeri 024 Limau Manis 

Kecamatan Kampar Kabupaten Kampar. Jurnal PAJAR ( Pendidikan dan 

Pengajaran), 3(1), 111-121. 

Hotimah, E. (2010). Penggunaan Media Flashcard Dalam Meningkatkan 

Kemampuan Siswa Pada Pembelajaran Kosakata Bahasa Inggris Kelas II 

MI Ar-Rochman Samarang Garut. Jurnal Pendidikan Universitas Garut, 4(2), 

108.  

Jamalia, J. (2018). Upaya Meningkatkan Hasil Belajar IPS Melalui Media 

Permainan Ular Tangga pada Peserta Didik Kelas VI SD Negeri 104/IX 

Kedemangan Kabupaten Muaro Jambi. Jurnal PGSD, 11(2), 100-105. 

Mansyur, U. (2018). Pembelajaran Inovatif Bahasa Indonesia di Sekolah Dasar. 

Nurfadhillah, dkk. (2021). Media Pembelajaran SD. Sukabumi: CV Jejak. 

Nurhasanah, E. (2021). Pengaruh Media Pembelajaran Berbasis Flashcard Huruf 

Hijaiyah terhadap Hasil Belajar Iqro pada Santri The Gold Generation. 

Jurnal Inovasi, Evaluasi Dan Pengembangan Pembelajaran (JIEPP), 1(2), 60–68.  

Nurrita, T. (2018). Pengembangan Media Pembalajaran Untuk Meningkatkan 

Hasil Belajar Siswa. Jurnal Ilmu-Ilmu Al-Qur'an, Hadist, Syari'ah, dan 

Tabiyah, 172. 

Parni. (2020). pembelajaran Ips Di Sekolah Dasar. Cross-Border: Jurnal Kajian 

Perbatasan Antarnegara, Diplomasi Dan Hubungan Internasional, 3(2), 96– 105. 

Ramlah, F., Mukminin, A., & Raudhatul Jannah, S. (2023). Pengaruh 



ALACRITY : Journal Of Education 
Volume 4 Issue 1 Februari 2024 
Page : 38 - 48 

48 

Penggunaan Media Flash Card terhadap Kemampuan Berpikir Simbolik 

dan Kecerdasan Linguistik Anak Usia 5-6 Tahun. Murhum : Jurnal 

Pendidikan Anak Usia Dini, 4(1), 259–271.  

Sahira, S., Rejeki, R., Jannah, M., Gustari, R., Nasution, Y. A., Windari, S., & 

Reski, S. M. (2022). Implementasi Pembelajaran Ips Terhadap 

Pembentukan Karakter Siswa Di Sekolah Dasar. Autentik : Jurnal 

Pengembangan Pendidikan Dasar, 6(1), 54–62.  

Sugeng, B. (2020). Fundamental Metodologi Penelitian Kuantitatif (eksplanatif). 

Yogyakarta: DEEPUBLISH. 

Taghizadeh, M., Vaezi, S., & Ravan, M. (2017). Digital Games, Songs and 

Flashcards and Their Effects on Vocabulary Knowledge of Iranian 

Preschoolers. Internasional Journal of English Language & Translation Studies, 

5(4). 

Wahyuni, S. (2020). Penerapan Media Flash Card untuk Meningkatkan Hasil 

Belajar Tema “Kegiatanku.” Jurnal Ilmiah Sekolah Dasar, 4(1), 9.  

Zahwa, F. A., & Syafi’i, I. (2022). Pemilihan Pengembangan Media Pembelajaran 

Berbasis Teknologi Informasi. Equilibrium: Jurnal Penelitian Pendidikan Dan 

Ekonomi, 19(01), 61–78.  

Wulandari, T., & Adam, M. (2022). Efektivitas Penggunaan Aplikasi CANVA 

sebagai Media Pembelajaran IPA MI/SD. Jurnal Riset Madrasah Ibtidaiyah 

(Jurmia), 2(1), 102-118. 


