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ABSTRACT 

 
This study aims to develop learning media thorugh a game referred to as edugame, in this case is using quartet 
cards regarding snacks for school children. This was a development research (R&D) which referred to the ADDIE 
development model including 4 stages, namely: Analysis to analyze module development needs, Design of the 
product in the form of module, Development of the module which was further assessed for feasibility by material 
and media expert for improvement, Implementation of the module as learning and teaching material, and 
Evaluation as the result which indicated that edugame (quartet cards) was feasible to use. In fact, this study only 
reached the development process due to time and manpower limitations. The edugame development procedures 
included the stages of needs analysis, literature study, media selection, preparation of teaching materials, media 
design, product validation, and final product improvement. The study instruments used in this study were material 
validation questionnaire, media validation questionnaire and parental acceptance response questionnaire. It was 
found that according to material experts, the edugame (quartet cards) regarding healthy snacks for students 
(PJAS) was included in the “very good” category, both in the aspect of material quality and the aspect of material 
benefit. Furtehrmore, according to media expert, such edugane was included in the “good” category in terms of 
media quality, language use and media layout aspects. In addition, the acceptance response variable was included 
in the “Very good” category in terms of ease of use, attractiveness, and efficiency aspects. Thus, based on the 
results of the assessment results, it can be concluded that the edugame (quartet cards) regarding healthy snacks 
for students was feasible to use. 
(kosongsatuspasitunggal 10 pt). 
 
Keywords: Edugame, Kwartet Card, Snacks for school children  
  
INTRODUCTION 
 

The problem of food safety has become a world concern. The frequency of food poisoning outbreak in 
campuses or schools is also quite high, one of the causes of which is school snacks.1 According to outbreak data 
in 2018 regarding snacks for school children, children in elementary schools are groups that are vulnerable to food 
poisoning. Such finding is supported by the results of the survey conducted by The Food and Drug Monitoring 
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Agency (BPOM) in 2018 which showed that 42 times (14.4%) incidents of food poisoning was due to snacks, and 
the highest outbreak was found among elementary school children by 34 incidents.2 Data derived from BPOM RI 
2011 annual report on food poisoning outbreak, it was found that 19% food poisoning cases occurred in schools 
and about 78.57% of them occurred among elementary school children. BPOM conducted laboratory tests on 
Snacks for School Children (PJAS) in 866 Elementary Schools/ Madrasah Ibtidaiyah spread across 30 cities in 
Indonesia. The results showed that there 1,705 of 4,808 samples of snacks (35.46%) did not meet the food safety 
and quality requirements (TMS). Current condition in Indonesia reveals that children still experience a double 
burden of nutrition, namely malnutrition and overnutrition. Common Nutritional Problems found among 
Elementary School–age Children include short, thin, overweight, obese, and anemia.2 School children still 
experience a period of growth and development, so they need adequate food consumption along with balanced 
nutrition. 

Considering the dangers of these unhealthy snacks, it is necessary to introduce healthy snacks and snacks 
that are harmful to health to school-age children so that they may have knowledge, a positive attitude and will 
behave in consuming healthy snacks. Therefore, it is very important to introduce healthy snacks, unhealthy snacks 
as well as their consequences for health. Health education which aims to introduce healthy and unhealthy snacks 
to school-age children is very effective when implemented using the method of playing in groups since school-
age children are involved in the stage of social development in the form of group-learning and have already 
understood the rules in group. In addition, the appropriate media for conveying messages to elementary school-
age children should involve images that are easy to understand. Currently, the authors developed edugame (quartet 
cards) with imaged accompanied by brief and clear explanations. 
 
METHODS 
Characteristics of Participatants and Research Design 
 

ADDIE development in this study involved analysis, design, development, implementation, and 
evaluation. This development research aims to develop an edugame (quartet cards) regarding snacks for school 
children. 

The subjects in this study consisted of the main informant, namely the teachers in charge of UK; the key 
informant, namely the school principals; and additional informants, namely the class teachers at State Elementary 
School in Perhentian Raja Sub-District. Furthermore, there were also material experts, namely lecturers in 
nutrition courses and media expert, namely educational technology expert. 

The study instrument used here was an interview guide to obtain as much information as possible from 
the subjects. Researchers used a voice recorder during the in-depth interviews. The edugame (quartet cards) 
validation assessment instrument was used to obtain validation data from media expert and material experts on 
the developed edugame (quartet cards). The study site was State Elementary School in Perhentian Raja Sub-
District, Kampar District, Riau Province. The study was conducted in January 2023. 
Data analysis 

Qualitative data were obtained through in-depth interviews. Data were further analyzed through 
transcription, reduction, coding, and categorization processes. Furthermore, interpretation analysis was perfomed 
until themes emerged. The theme components obtained through the qualitative stage were then transferred into 
edugame (quartet cards). 

 
RESULTS AND DISCUSSION 
 
The results of this study were obtained from the first stage of study which was the media development stage of 
edugame (Quartet Cards) regarding Snacks for Elementary School Children (PJAS) through in-depth interviews 
with1 nutritionist and 1 media expert, 2 school principals as the persons in charge of the elementary school, 2 
teachers in charge of the elementary school UKS as part of the management of snacks at school. The second stage 
was performed among 2 class teachers. Data collection was carried out from January 12 to 23, 2023. 
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Characteristics of Research Subjects 
1. Characteristics of the First Phase Research Subjects 
The characteristics of the research subjects can be observed in the following table:  

Table 1 Characteristics of Qualitative Respondents 
Name Occupation Total 

Nutritionists Dosen 1 
Principal Civil servant 2 

Person in charge of UKS Civil servant 2 
 
2. Characteristics of the Second Phase Research Subjects 
The research subjects in the second stage involved 1 media expert and 2 classroom teachers:  
Table 2 Qualitative Characteristics of Respondents Feasibility Test by Experts and Acceptance Test by 
Parents 

Name Occupation Total 
Media Expert Ka.TU 1 

Classroom teacher Honor 1 
Classroom teacher PNS 1 

 
Conceptual Model for the Development of Edugame (Quartet Cards) regarding Snacks For School 
Children 

Conceptual model for the development of "Quartet Cards regarding Snacks for School Children (PJAS)" 
media was obtained from a qualitative study conducted among 8 people including 1 nutritionist, 2 school 
principals, 2 teachers in charge of UKS, 2 elementary school teachers at SDN Perhentian Raja, and 1 media expert. 
In-depth interviews with these 8 people aims to develop a good edugame (quartet cards) that suits the needs of 
students and teachers as well as the needs to create the proper edugame (quartet cards)  prototype. 
1. Results of In-depth Interview 
1) Analysis  
(1) Needs 

The following are excerpts from interviews with respondents including school principals, teachers in 
charge of UKS, parents of students and media expert reviews:  
"Until now, no one has provided specific education about snacks for school children in this school, there was only 
a little information provided by the community health center."(R5) 
"Games are better if they are used to increase knowledge. Here, knowledge is only delivered through counselings" 
(R4) 

Based on the results of interview above, the respondents explicitly said that in reality, edugame (quartet 
cards) was not yet available in schools and those with high initiatives strongly agreed with the provision of 
edugame (quartet cards) since it is really needed by school children and may further improve their knowledge and 
understanding on healthy school snacks. 

Respondents of nutritionists explicitly stated that the development of an edugame (quartet cards) about 
snacks for school children was needed, especially since many children have a poor knowledge on school snacks. 
Proper imformation is surely needed to increase children's knowledge about healthy snacks for school children, 
especially elementary school-age children. 
(2) Characteristics  

Interviews conducted with respondents of teachers in charge of UKS at school revealed the 
characteristics of students at school. 
“There were children who brought packed meal and there also children who bought snacks. If their parents had 
time to cook, they would bring packed meal, but if they didn't have time, the children would buy snacks" (R2) 

Based on the results of interview above, the respondents explicitly conveyed that the characteristics of 
students at school were sometimes not conducive and were supported by the busyness of parents, the number of 
snacks provided as well as the afternoon lessons conducted which were included in the category of vulnerable 
hours for students which made students less concentration in learning. However, interesting learning media will 
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be able to make students more focused. In addition, materials which are packaged properly will be atractive for 
students to make them re-concentrate. 
(3) Materials 

Interviews conducted with respondents revealed that the materials that must be included in the edugame 
(quartet cards) were about clean and healthy snacks for school children (PJAS), snacks that meet balanced 
nutrition, made from natural ingredients, do not use preservatives and artificial food coloring agent. 
"The images were simple and liked by children since they were in the form of cartoon, the language was also easy 
for children to understand" (R6)  
"The images were quite good and the explanation was easy for children to understand" (R7) 

Based on the interview excerpts above, the respondents explicitly stated that the contents or materials 
presented in the edugame (quartet cards) were packaged in an attractive way so that it could increase students' 
attitudes and initiative. The students were encouraged to play while learning about snacks for school children, due 
to students and the community still have poor knowledge and understanding about the importance of healthy 
school snacks to form quality children. Respondents said that the images were interesting, since so far school 
children had only received occasional and brief counseling from the CHC. 
2) Design  
(1) Image Framework 

The image framework was made in Sketch using CorelDraw and Photoshop softwares. The lineart was 
made digitally, and the coloring on the images was applied after lineart visualization in the form of a base color 
which was then followed by the final coloring. 
(2) Game Methods 

Interviews conducted with respondents found that the learning methods used were games and quizzes. 
"Oh, it's better if this game uses cards, kids can be distracted from cellphones, can’t they?" (R7).  

Based on the interview excerpt above, the respondent explicitly stated that the learning process applied 
the game/quiz method. However, because it was possible that there were several sections that required lectures, 
the lecture method would also be inserted during the teaching and learning process depending on the materials 
involved. 
(3) Game Media 

Interviews conducted with respondents found that the game medium used was quartet cards. 
“Good”(R5).  
"We also got banners from the health department, but it's just for display. When the kids went to the UKS they 
saw the information about balanced nutrition. However, if the kids did't come here they wont’t see it. Through 
this quartet card game, the kids know the information well" (R5). 

Based on the interview excerpts above, respondents explicitly conveyed that the game media that were 
often used were story books, quizzes as well as questions and answers. Counselings usually used power points 
and sources of teaching materials in the forms of books, ebooks, websites, videos, articles, especially journals. 
But, literatures in the library are good enough for the Elementary School stage. Sometimes there were updates 
such as counseling or training regarding the latest books facilitated by the school. 
(4) Display  

Interviews conducted with respondents revealed that the desired game appearance in this learning game 
was cartoon covers, easy-to-read writing, bright and upbeat colors, Indonesian and contemporary languages, 
illustrated games, 33 cards, and descriptions. 
“Many attractive image, then the colors were also funny. The most important thing was that the explanation was 
shorter but clear, so it's not too tiring." (R3). 
"The appearance was ok, the images were good, but it's not child-friendly. The corners of the cards should be 
rounded up a bit, then you can make it waterproof, so that it fits children when playing, it doesn't tear because of 
water and is more long-lasting" (R4).  

Based on the interview excerpts above, the respondents explicitly stated that the expected edugame 
(quartet cards) display was suing the current trend colors, bright and colorfull. Elementary school children are the 
target, so it needs to be adjusted for color combinations that attract the attention of school children. 

The concepts existed in the design development were discussion and playing in groups. In addition, the 
display concepts available in Edugame (quartet cards) were image cards, easy-to-read text, bright colors, 
Indonesian and contemporary languages mixed together, with a total of 33 cards.  
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2. Development of Edugame (Quartet cards)  
The edugame (quartet cards) aboutregarding snacks for school children (PJAS) was developed based on 

the results of in-depth interviews in the first stage about needs in the field. There was a need to create an innovation 
in health education through edugame (quartet cards) that could help teachers and children acquired 
knowledgeinformation about appropriate snacks for school children (PJAS) so as to create children with good 
quality. 
1) Analysis Stage 

The activity performed at this stage was needs analysis by collecting the required data which formed the 
basis for the development of Edugame (quartet cards). The materials chosen to be involved in the Edugame 
(Quartet cards) were tips for choosing healthy snacks, characteristics of healthy snacks, dangers of unhealthy 
snacks, chemical contamination, and physical contamination. 
2) Design Stage  

Table 3 Creating an Edugame Development Framework 
Card Section 

Drawn using Coreldraw X7 
Front of cards Back of cards 

Image of a primary school boy holding a trophy Images were adjsuted to the topic 
Unpad Logo and Name of Researcher and 

Supervisors 
Explanation of Arial letter 

 
3) Development Stage 
Table 4 Development of Edugame "Quartet Cards" regarding Snacks for School Children (PJAS) Design  

No Material Before Revision After Revision 
1 Front of Cards 

(contain images and 
explanations) 

 

 

 
 

 

 
 

 

 

2 Drafting team   
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(The team that compiled and 
studied the edugame (quartet 
cards) regarding Snacks for 
School Children (PJAS)) 
were: 
  

Mustika Hana Harahap 
Prof. Dr. Dida Akhmad 
Gurnida, dr., Sp.A(K)., 
M.Kes.,   
Dr. M. Alamsyah Azis., dr., 
SPOG(K).,KIC., M.Kes) 

 
4) Implementation Stage 

Implementation of edugame (quartet cards) was not performed due to time limitation. 
5) Evaluation Stage 

Evaluation was not performed due to time lim. 
 
Feasibility of materials and media of edugame (quartet cards) regarding “Snacks for School Children 
(PJAS)”  
1. Material Experts 

Table 5  Material Validation by Material Experts 
No Statement Score 
 R2 R3 R4 R5 R6 
1. The accuracy of the title with the contents of edugame (quartet 

cards) 
4 5 5 4 5 

2. The clarity of Quartet card framework 4 5 5 3 4 
3. The clarity of material exposure 4 5 5 4 5 
4. The clarity of the images provided 5 5 5 4 5 
5. Completeness of the description of the materials in accordance 

with the level of development of elementary school children 
4 5 5 3 4 

6. The materials presented are in accordance with everyday life 5 5 5 4 5 
7. Presented competencies that must be mastered by students 5 5 5 4 4 
8. Language suitability with good and correct Indonesian rules 4 5 5 4 5 
9. Spelling accuracy 4 5 5 4 5 
10. Accurate use of terms 5 5 5 4 4 
11. The accuracy of the use of sentence structures 5 5 5 4 5 

 
Referring to the conversion of the Benchmark Reference Assessment (PAP), the value of X (mean 

derived from experts) the result was in a very good category since the X value was on a scale of 5 (X>4.2). Thus, 
it can be interpreted that the feasibility of the edugame (quartet cards) materials about snacks for school children 
(PJAS) was very good.  

Based on the validation results from the material experts, it can be concluded that the edugame (quartet 
cards) media regarding Snacks for school children (PJAS) was declared feasible with improvements/revisions by 
1 expert, while 4 experts declared a proper use without improvement.  
 
2. Media Expert 

Table 6 Validation by Media Expert 
No Statement Score 
1.  Image quality 5 
2.  Attractiveness of the image design 4 



PROCEEDING OF  
THE 2ND PAYUNG NEGERI INTERNATIONAL HEALTH 

CONFERENCE 
Digital Product Inovation as The Fundamental of Research and Tecnopreunership in Health Sector 

 

 
Vol 2 No 1 Tahun 2023 

   184 
 
 
 

3.  The clarity of writing or typing 5 
4.  The accuracy of the presentation of the materials 5 
5.  The compatibility of edugame (quartet cards) with learning objectives 5 
6.  The suitability of edugame (quartet cards) with student characteristics 4 
7.  Efficiency of edugame (quartet cards) in relation to time   4 
8.  Efficiency of edugame (quartet cards) in relation to cost 5 
9.  Efficiency of edugame (quartet cards) in relation to effort  5 
10.  Safety for students 5 
11.  The quality of edugame (quartet cards) 5 

 
Referring to the conversion of the Benchmark Reference Assessment (PAP), the value of X (mean of 

each aspect) was 4.7, on a scale of 4. So, it can be interpreted that the feasibility of edugame (quartet cards) media 
regarding snacks for school children (PJAS) was in the moderate category. Based on the validation results from 
media expert, it can be concluded that the edugame (quartet cards) regarding snacks food for school children 
(PJAS) was declared feasible for use with certain improvements or revisions.  

Table 7 Aspects to be Improved According to Expert Assessment 
Respondent  Proposed Improvement After Improvement  
R3  It's quite good and helpful, it should be packed 

as neatly as possible to make it safe for children 
and in the future, the card material should be 
water resistant.  

Improved the edugame 
(quartet cards) design 

R4  The corners of the cards should  be rounded up 
a bit , so that they are not sharp for fear of 
injuring the child 

Improved the edugame 
(quartet cards) printing 

Table 4.10 presents the results of improvement based on the analysis made by 1 nutritionist, 2 school 
principals, 2 teachers in charge of UKS. The results were further corrected and shown back to the assessors so as 
to further conduct trial of edugame (quartet cards) among students. 
 
Parental Acceptance Response towards Edugame (Quartet Cards) regarding “Snacks for School Children” 
Table 8 Parental Acceptance Response towards Edugame (Quartet Cards) regarding “Snacks for School 

Children” (PJAS)” 
No Statement Score 

 R 7 R 8 R 9 

1  The materials presented in edugame (quartet cards) were easy to 
understand 

3 5 5 

2  The materials presented in edugame (quartet cards) were systematic 4 5 5 
3  The language used in the edugame (quartet cards) was simple and easy 

to understand 
4 4 5 

4  Edugame (quartet cards) had an attractive appearance 4 5 4 
5 The composition of the images in edugame (quartet cards) was clear 

and easy to understand 
3 4 4 

6 The composition of colors in edugame (quartet cards) was interesting 
to read 

5 5 4 

7  Presentation of materials on edugames (quartet cards) could stimulate 
students' ideas in solving problems 

3 4 5 

8  Presentation of materials on edugames (quartet cards) could develop 
communication skills 

5 4 5 

9  Presentation of materials on edugames (quartet cards) could develop 
collaboration skills 

4 4 5 

10  Edugame (quartet cards) could be used as a means of independent 
learning 

4 5 5 
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Referring to the conversion of the Benchmark Reference Assessment (PAP), the X (mean) values weres 

3.9, 4.57, 4.71, and 4.5. The X values were on a scale of 5 ( >4.2). Thus, it can be interpreted that the acceptance 
response of edugame (quartet cards) regarding snacks for school children (PJAS) was very good. 

Based on the results of parental acceptance response towards edugame (quartet cards), it can be 
concluded that the edugame (quartet cards) regarding snacks for school children (PJAS) were very well accepted 
by students of State Elementary School in Perhentian Raja Sub-District. 

Table 9 Recommendation and Criticism 
Respondent Recommendation and Criticism regarding Parental Acceptance Response 
R7  Edugame (quartet cards) was very good and easy to understand, hopefully in the future it can 

be even better 
R8  Everything was good  
R9  I like the edugame (quartet cards). However, since the completion process was online, at first 

I was confused about how to fill it out because it couldn't be as fast as the offline work. 
Thank you for the edugame (quartet cards) that was made, the materials were very useful 

 
Table 4.8 presents the results of student responses based on analysis by 3 respondents. According to 

student recommendation and criticism, it was obtained a very good acceptance response towards Edugame 
(quartet cards) regarding snacks for school children (PJAS). 
 
Discussion  
The Concept of Development of Edugame (quartet cards) regarding Snacks for School Children (PJAS) 

Based on the results of study, the preparation of edugame (quartet cards) regarding "Snacks for School 
Children (PJAS)" was developed in accordance with the field needs as an interesting phenomenon in the 
development of society 5.0 era children. To face the era of society 5.0 there should be an paradigm shift in 
educational unit. The researchers applied the ADDIE model in the development of edugame (quartet cards) 
regarding Snacks for School Children (PJAS) to increase elementary students' knowledge. A study conducted by 
Arshinta 2019 revealed the effectiveness of edugame (quartet cards) which was effective in changing knowledge 
about healthy snacks. The ADDIE model provides answers to the problems in quality learning planning. Such 
finding is in line with the Decree of National Education Ministry no.41 of 2007 concerning process standards, 
wherein a teacher is asked to develop a lesson plan (RPP) and one of the elements in the lesson plan is learning 
resources. Furthermore, a study conducted by by (Sari, 2022) found that application of the ADDIE model learning 
design made it easier for teachers to plan quality, effective, and efficient learning. 

The ADDIE development model consists of 5 stages, namely analysis, design, development, 
implementation, and evaluation. At the analysis stage, The opinions of respondents were obtained. It was found 
that edugame (quartet cards) was an interesting and easy-to-understand method for providing education about 
snacks for school children which covered images, easy-to-read writing, bright colors, Indonesian and modern 
languages, illustrated edugame (quartet cards), 33 cards. Besides, respondents revealed that edugame (quartet 
cards) references were not yet available at State Elementary in Perhentian Raja Sub-District. On the other hand, 
sucb development was accepterd in a very enthusiastic manner and is fully supported by students, teachers and 
the other school environment. They said that the title of edugame (quartet cards) was very interesting. In addition, 
one of the most important things was that they said that this edugame (quartet cards) was needed by elementary 
school children because school snacks are part of knowledge that students must understand for their health. 
Therefore, this edugame (quartet cards) is important to discuss among elementary school children.  

The availability of edugame (quartet cards) acts as the latest and alternative reference as a source of 
student learning and may facilitate teachers in the teaching and learning process. It is expected that in the future, 
children, parents and the community will be able to understand the importance of good parenting, and to 
distinguish between snacks that are healthy be consumed and those that are not allowed in order to create good 
quality children for the future. 

The next stage performd by researchers was the design stage. At this stage the researchers prepared the 
edugame (quartet cards) framework based on the guidelines for preparing teaching materials published by 
RISTEKDIKTI (2017). Furthermroe, to determine the edugame (quartet cards) layout, the activities carried out 
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by the researcher were choosing the type of lettersfont size, margins, spacing, paper size, and page numbering. 
The study prces is in line with the theory put forward by Daryanto, 2013 that design and development of edugame 
(quartet cards) should pay attention to several points such as: format, organization, attractiveness, font size, 
spacing, and consistency. In addition, the researchers also selected reference books related to the topicvof snacks 
for school children (PJAS) and prepared an edugame assessment instrument (quartet cards) in terms of the 
feasibility aspect of the material, media and student acceptance responses. 

The development of edugame (quartet cards) fulfilled self-instruction aspect, namely there were learning 
objectives, learning materials presented in sub-activities, a summary of the subject matter, assignments, 
illustrations and examples and there were also feedback to find out the level of mastery of the materials.  In self-
contained aspect, the material for disciplinary parenting on reproductive health presented in the edugame (quartet 
cards) had been adjusted to the competencies divided into 6 learning activities namely learning activity 1 on tips 
for choosing healthy snacks, learning activity 2 on learning characteristics of healthy snacks, learning activity 3 
on the dangers of unhealthy snacks, learning activity 4 on chemical contamination, learning activity 5 on physical 
contamination, and learning activity 6 on biological contamination. In stand alone aspect, the developed edugame 
(quartet cards) could stand alone. This is indicated by the existence of activities in edugame (quartet cards) that 
students could do without needing or using other teaching materials. In addition, the edugame (quartet cards) 
developed was user friendly since it was easy to use.  
 
Feasibility of Edugame (quartet cards) regarding “Snacks for School Children” 

The feasibility assessment of edugame (quartet cards) in this study was determined by three criteria, 
namely validity, practicality and effectivenes. The validity of edugame (quartet cards)developed was known based 
on the assessment of material experts and media expert. The edugame (quartet cards) validity assessment was 
carried out before the researchers conducted a trial of the edugame (quartet cards) among elementary school 
students. Based on the assessment of material experts in terms of the feasibility aspects of content, presentation, 
and language, the overall mean X value was on a scale of 5 (X>4.2) which involved in a very good category or 
the the edugame was declared very feasible. 

Access to edugame (quartet cards) regarding snacks for school children made it easier for teachers, 
students and parents to find appropriate and correct and practical information. Such finding is in line with the 
study conducted by Sumarno (2011) which revealed that edugame (quartet cards) was one of the effective learning 
media that could foster study habits, responsibility and positive behavior. Student assertive behavior is a skill that 
can be learned and developed. Therefore, designing edugame (quartet cards) acts as an alternative to be applied 
to develop such assertive behavior. Some study findings that discussed learning strategies using edugame (quartet 
cards) showed that there were positive outcomes. 

The study finding is also supported by a study conducted by Fauzan A (2012) that education was the key 
to the success of a country and became capital in the development of human resources. Many efforts are being 
made by various parties to improve the quality of human resources through innovative programs for the world of 
education, one of which is the development of interactive learning support tools/media. The position of learning 
media is very important in assisting the learning process for both students and teachers since learning media can 
be a means of delivering information as well as a tool to overcome the limitations of space and time as well as 
sensory limitations and make the learning atmosphere more fun, interactive and interesting.  
 
Student Acceptance Responses towards Edugame (quartet cards) "Snacks for School Children" 

The practicality and attractiveness of edugame (quartet cards) was determined based on the results of the 
student response questionnaire. Based on student response questionnaire, the aspects of convenience, 
attractiveness and efficiency obtained an overall mean X value on a scale of 5 (X>4.2) which included in a very 
good category. Thus, it can be concluded that edugame (quartet cards) regarding snacks for school children was 
well accepted by students. Therefore the edugame (quartet cards) developed was quite practical for students to 
use. 

The attractiveness of the edugame (quartet cards) product regarding snacks for school children was based 
on its layout that applied a variety of colors. In addition, the images used supportedthe presentation of the materials 
and the presentation of practice questions and evaluation could also construct students' conceptual understanding. 
Interesting learning using edugame (quartet cards) could motivate students in changing attitudes and behaviour 
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since students were interested to always repeat reading, by looking at the variations in the images on the edugame 
(quartet cards). 

Assessment based on the student responses in small groups obtained very good category with very 
feasible conclusion. Therefore, this edugame (quartet cards) could be applied for supporting the learning process. 
This edugame (quartet cards) regarding snacks for school children contained material supported by the presence 
of still images and cartoon images as needed. Playing information quartet cards could make student learning 
activities less boring and more fun. The study finding is rin accordance with the study conducted by Kholisho YN 
(2017) which showed that there was an increase in student learning interest after intervention using edugame 
(quartet cards). Such increase could be observed in students’ attitudes that were enthusiastic in working on 
learning projects. 

The innovation of developing edugame (quartet cards) regarding snacks for school children was self-
compiled by the researchers based on the interpretation of the interview results which was further distributed on 
hard files to various schools. Appropriate and precise information may become a means and can facilitate student 
learning. Edugame (quartet cards) is a form of learning efficiency so as to achieve educational goals. Edugame 
(quartet cards) was designed in a language that was easily understood by students according to their level of 
knowledge. Edugame (quartet cards) was arranged as attractively as possible, and could be used systematically 
and independently to achieve the learning objectives that had been set. Besides that, with an attractive design and 
according to the characteristics of students, edugame (quartet cards) could increase and direct students' attention 
during learning. This is reinforced by the theory about the benefits of learning media, namely making learning 
activities more attractive to students so as to foster learning motivation. 
 
LIMITATION OF THE STUDY 
There were several limitations of this study. The implementation of edugame (quartet cards) trial was not 
performed so that the effectiveness was not described. Furthermore, this research did not assess the evaluation of 
edugame (quartet cards) development due to limited research time. This study was only conducted until design 
development as well as design and development of edugame (quartet cards) due to limitations regarding time and 
manpower. 
 
CONCLUSION AND RECOMMENDATION 
 

Conclusion  
The study was conducted using the R&D (Research and Development) method through the ADDIE model 
consisting of: Analysis, Design, Development, Implementation, and Evaluation. 
 
Recommendations 
Further research is needed by involving large groups of respondents to determine the user acceptance response in 
a larger group. In addition, ther should be further research regarding the final product improvement of edugame 
(quartet cards) regarding "snacks for school children (PJAS)". Based on student acceptance responses, it was 
found that edugame was very well accepted by students. Such finding indicated that Schools may implement 
education by using Edugame (quartet cards) regarding "Snacks for School Children (PJAS)". It is even more 
efficient if the edugame is applied for all students.Our sincere gratitude is delivered to the Head of the Education 
Office, to the principal of State Elementary School in Perhentian Raja Sub-District, Kampar District, Midwifery 
Study Program of UNPAD, Nutritionists and Media expert and all parties who have supported and assisted the 
completion of this study. 
 
REFERENCES 
 
Tanziha, I dan Prasojo G. (2012). Pemberian Makanan Tambahan Anak Sekolah dalam Upaya Perbaikan Gizi 

dan Kesehatan. Kerjasama Nurani Dunia dan Departemen Gizi Masyarakat. Fakultas Ekologi Manusia, 
IPB. Bogor. 

 



PROCEEDING OF  
THE 2ND PAYUNG NEGERI INTERNATIONAL HEALTH 

CONFERENCE 
Digital Product Inovation as The Fundamental of Research and Tecnopreunership in Health Sector 

 

 
Vol 2 No 1 Tahun 2023 

   188 
 
 
 

Rosenkranz, R. R., Rodicheva, N., Updike, N., Rosenkranz, S.K., Dzewaitowski, D.A (2017). Behaviorally 
Oriented Nutrition Education at a Russian Summer Camp Improves Childrens Dietary Choices : A Quasy 
Experimental Study. Nutrire, 42 (1). 1-8. https://doi.org/10.1186/s41110-017-0044-z. 

 
Indrati & Gardjito (2014). Pendidikan Konsumsi Pangan.Jakarta: PT Fajar Interpratama Mandiri. 

 
Husna, A.R., dan Reliani. 2016. Street food cards sebagai media merubah pengetahuan, sikap dan perilaku anak 

usia sekolah dalam mengonsumsi jajanan di SDN 1 Wonorejo Rungkut Surabaya. Jurnal Keperawatan 
Muhammadiyah 1(1). 

 
Helmi D.R.Zaman S, (2014). Permainan untuk meningkatkan intelegensi anak. Jakarta: Visi Media Pustaka. 

 
Rahman, NF, Irmayani (2021). Edukasi Kesehtaan Tentang pemilihan jajanan sehat di sekolah dasar dan taman 

kanak – kanak khairu ummah makassar. Makassar : Jurnal pasopati. 
https://ejournal2.undip.ac.id/index.php/ pasopati/ article/view/11993/6210 

 
Indah, NA(2019). Pengaruh Pendidikan kesehatan dengan metode simulation game (kartu quartet cards) terhadap 

peningkatan pengetahuan siswa tentang jajanan sehat di SDN 071 Sukagalih Kota Bandung Tahun 2019. 
Skripsi. Bandung : Universitas Bahakti Kencana. https://repository. bku.ac.id/xmlui/ 
handle/123456789/2294?show=full 

 
Perdana, Widiastuti N(2013). Pengaruh Peer Group Tutorial terhadap perilaku jajan sehat siswa kelas 3 di SD 

Ilam Hdayatullah Denpasar Selatan : Universitas Udayana. Ojs.unud.ac.id 
 
Adventus, M., Jaya, I. M. M., & Mahendra, D. (2019). Buku Ajar Promosi Kesehatan. In Pusdik SDM Kesehatan 

(1st ed., Vol. 1, Issue 1, pp. 1–91). http://repository.uki.ac.id/2759/1/Bukumodulpromosikesehatan.pdf 
 
Randi (2014). Pengembangan Game Edukasi Nama Hewan dan Habitatnya. Garut: STT Garut. 

 
Pandjianto, T (2017). Media GAED (Game Edukasi) dalam Pembelajaran  (Implementasi Game Edukasi Dalam 

Pembelajaran Anak). 
 

Rahman, R., & Tresnawatu, D. (n.d.). Pengembangan game edukasi pengenalan nama hewan dan habitatnya 
dalam tiga bahasa sebagai media pembelajaran berbasisi multimedia. Jurnal Sekolah Tinggi Teknologi 
Garut, 13(1), ISSN:2302-7339. 

 
Novalindry. (2013). Promosi kesehatan. Jakarta: Raja Grafindo Persada. 

 
Vitianingsihi. (2016). Perancangan media pembelajaran berbasis online. Bandung: Alumn. 

 
Putra, W., Nuhroho, P., & Wahyu. (2016). Game edukasi berbasisi android sebagai media pembelajaran untuk 

anak usia dini. Jurnal Informatika Merdeka Pasuruan, 1(1). 
 
Jayanti, Melinda, E., & Farija, N. (2018). Game edukasi” kids learning” sebagai media pembelajaran dasar untuk 

anak usia dini barbasis android. Jurnal Khatulistiwa Informatika, 1(1). 
 
Yunus, M., Astuti, F., & Khairina, M. (2015). Game edukasi matematika untuk sekolah dasar. Jurnal Informatika 

Mulawarman, 10(2), Diakses https:// e-journals. unmul. ac. id. 
 
Pramuditya, A., Noto, S., & Purwono, H. (2018). Desain game edukasi bebasisi android pada materi logika 

matematika. Jurnal Nasional Pendidikan Matematika, 2(2). 
 



PROCEEDING OF  
THE 2ND PAYUNG NEGERI INTERNATIONAL HEALTH 

CONFERENCE 
Digital Product Inovation as The Fundamental of Research and Tecnopreunership in Health Sector 

 

 
Vol 2 No 1 Tahun 2023 

   189 
 
 
 

Wijayanto, E. (2018). Pengaruh penggunaan game edukasi terhadap hasil belajar IPA sisa Kelas IV SDN 
Kajartengguli Prambon Sidoarjo. Jurnal Pendidikan Guru Sekolah Dasar, 16(1). 

 
Simanjuntak, B. (2018). Pengaruh penggunaan game edukasi interaktif “ tematik” berbasis micromedia flash 

terhadap hasil belajar tema 4 berbagai pekerjaan Kelas IV SDN 028229 Binjai Barat TP.2017/2018. Jurnal 
Guru Kita, 2(3), 14-20. 

 
Suseno, Argo. 2010. “Manfaat Game dalam Kegiatan Belajar”. Tersedia pada 

http://argosus.wordpress.com/2010/02/23/manfaat-game-dalam-kegiatan belajar/. 
 
Budiarti, R. S., & Sadikin, A. (2016). Pengaruh Kartu Kwartet Animalia Dengan Model Tgt Terhadap Pemahaman 

Materi Taksonomi Hewan Siswa Sman 8 Kota Jambi. Biodik, 1(1). https://doi.org/10.22437/bio.v1i1.3354 
diakses melalui https://online-journal.unja.ac.id/biodik/article/view/3354 

 
Setyorini, Indah dan Abdullah, M. H. (2013). “Penggunaan Media Permainan Kartu Kuartet Pada Mata Pelajaran 

IPS Untuk Peningkatan Hasil Belajar Siswa Di Sekolah Dasar”. JPGSD. 1(2), 0-216. 
 
Zentalian, M.R. 2014. Pengaruh Alat Permainan Edukatif Monopoli Terhadap Perilaku dalam Memilih Jajanan 

Sehat pada Siswa Kelas V SDI Musra Surabaya. Skripsi, Surabaya : Universitas Muhammadiah Surabaya. 
 
Fitri CN (2012). Faktor-Faktor yang Berhubungan dengan Kebiasaan Konsumsi Makanan Jajanan pada Siswa 

Sekolah Dasar di SDN Rawamangun 01 Pagi Jakarta Timur. Skripsi. Depok: Fakultas Kesehatan 
Masyarakat Universitas Indonesia. 

 
Yuliastuti, R (2012). Analisis Karakter Siswa, Karakter Orangtua, dan Perilaku Konsumsi Jajanan pada siswa – 

siswi SDN Rambutan 04 Pagi Jakarta Timur Tahun 2011. Depok : FKM UI. 
 
Fijriyah, F 2013. Pengaruh Alat Permainan Edukatif Giant Snake And Ladders Game Terhadap Sikap Dan Praktik 

Jajan Anak Usia Sekolah. Skripsi Program Studi S1 Keperawatan, Fakultas Ilmu Kesehatan, Universitas 
Muhammadiyah Surabaya. 

 
Aprilia BA (2017). Faktor yang berhubungan dnegan pemilihan makanan jajanan pada anak sekolah dasar. 

http://eprints.undip.ac.id/32606/1/403_ Bondika_Ariandani_aprillia_G2C007016.pdf. Semarang 
 
 
 


