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Abstract: This study aims to develop and evaluate the feasibility, practicality, 

and effectiveness of a game-assisted flipbook on cultural diversity for fifth-

grade elementary school students. The study was conducted in Cluster V 

Tuanku Imam Bonjol, Denpasar, Bali, using the ADDIE development model. 

The participants included two content experts, two media experts, 12 teachers, 

and 65 fifth-grade students, comprising 33 students in the experimental group 

and 32 in the control group. Data were collected using expert validation sheets, 

teacher and student practicality questionnaires, and pretest–posttest assessments 

of concept mastery. The data were analyzed using descriptive statistics, 

percentage conversion, analysis of covariance (ANCOVA), and normalized gain 

(N-gain). The flipbook was developed using Microsoft Word, Canva, and 

Heyzine, and featured contextual narratives, cultural illustrations, reflective 

activities, QR codes, and educational games. The validation results indicated 

that the product was highly feasible, with a mean score of 3.87 (96.75%) from 

both content and media experts. Practicality was also rated very highly, with 

scores of 3.84 (95.88%) from teachers and 3.91 (97.83%) from students. 

ANCOVA results revealed a statistically significant difference between the 

experimental and control groups after controlling for pretest scores (F = 84.980, 

p < 0.001), with a large effect size (partial eta squared = 0.578). Furthermore, 

the N-gain analysis showed greater improvement in the experimental group 

(0.81, high category) compared to the control group (0.51, moderate category). 

In conclusion, the game-assisted flipbook is highly feasible, practical, and 

effective in improving students’ concept mastery in elementary education. 
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Introduction 

Pancasila Education plays a central role in shaping students’ character, morality, and 

national identity in Indonesia by promoting unity, tolerance, mutual cooperation, and respect 

for cultural diversity (Siswanti, 2025). At the elementary level, this subject becomes an early 

foundation for developing responsible citizenship and basic competencies (Anugrah & 

Rahmat, 2024). However, globalization and rapid technological development have created 

challenges, as students are increasingly exposed to global cultural influences that may 

weaken their sense of national identity (Suma & Suastra, 2025). In response, education in the 

twenty first century demands learning that is not only knowledge based but also contextual, 

active, and student centered (Rosnaeni, 2021). 

The Deep Learning Curriculum emphasizes concept mastery and the development of 

deep learning competencies such as character, citizenship, collaboration, communication, 

creativity, critical thinking, self regulation, and computational thinking (Fullan & 

Langworthy, 2024). One essential topic is cultural diversity in Grade V Pancasila Education 

and Social Studies, which aims to strengthen national identity, develop tolerance, and foster 
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appreciation of Indonesia’s multicultural richness (Kemdikbud, 2022). Concept mastery in 

this topic requires students to remember, understand, apply, and analyze cultural information 

meaningfully, rather than merely memorizing facts (Kemdikbud, 2022). This is important 

because cultural awareness among students has declined due to globalization, and cultural 

learning needs to be integrated into education as a contextual resource that supports 

meaningful experiences (Hikmawati et al., 2024; Suma, 2020; Suma & Suastra, 2025). 

Nevertheless, evidence shows that elementary students’ concept mastery remains low. 

Conventional learning practices dominated by lectures and textbooks often make students 

passive and lead to superficial understanding (Ganjarjati & Pamungkas, 2024; Handayani, 

2024). National Assessment data in 2021 also indicate that many students struggle to connect 

information with real life contexts, including socio cultural literacy (Kemdikbud, 2023). This 

condition is reinforced by limited use of interactive digital media, even though digital native 

learners tend to prefer visual and interactive learning environments (Barlian et al., 2022; 

Susilawati et al., 2020). Interactive digital media have been reported to improve motivation 

and understanding, yet schools still face constraints in infrastructure and teacher readiness 

(Maulida, 2024; N. A. Putri, 2024). In addition, assessment practices often emphasize recall 

rather than deep conceptual understanding, which further limits students’ ability to analyze 

and apply cultural knowledge (Yuliawati et al., 2022). 

Recent studies highlight that interactive digital learning media and gamification can 

enhance student engagement and conceptual learning. Educational games integrated into 

learning media can increase motivation through challenges, feedback, and active participation 

(Criesthyanie et al., 2021; Dahliana et al., 2024; Firdaus et al., 2023; Lake et al., 2023). 

Flipbooks are also considered practical digital media because they integrate multimedia 

elements and support flexible learning across devices (Gicella, 2024; Hayati et al., 2024; 

Kusumaningtyas & Sunarso, 2024). However, cultural diversity learning in many elementary 

classrooms still relies on static materials, while game-assisted flipbooks specifically designed 

to strengthen concept mastery remain limited. The novelty of this study lies in developing a 

flipbook for fifth-grade cultural diversity learning that integrates educational games into the 

instructional flow to promote active engagement, immediate reinforcement, and deeper 

conceptual understanding. Preliminary observations on 11–12 June 2025 in Cluster V Tuanku 

Imam Bonjol, Denpasar, showed that teaching was still dominated by static visuals and 

teacher explanation, contributing to low student engagement, reduced motivation, and limited 

recognition of local cultural elements. 

Therefore, this study offers scientific novelty by developing a game assisted flipbook 

that integrates cultural narratives, visual illustrations, reflective activities, and educational 

games to support meaningful concept mastery. The research addresses four questions: how 

the flipbook is developed, how valid it is based on expert judgment, how practical it is based 

on teacher and student responses, and how effective it is in improving Grade V students’ 

concept mastery in cultural diversity learning. Accordingly, the purpose of this study to 

develop and evaluate a game assisted flipbook by examining its feasibility, practicality, and 

effectiveness in improving students’ concept mastery in cultural diversity. 

 

Research Method 

This study used research and development to produce a game assisted digital flipbook 

and to evaluate its feasibility, practicality, and effectiveness in improving fifth grade 

students’ concept mastery on cultural diversity. The development model followed ADDIE 

with five stages: analysis, design, development, implementation, and evaluation (Branch & 
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Varank, 2009; Safitri & Aziz, 2022). The analysis stage identified curriculum demands, 

student needs, classroom conditions, and existing media through observation and teacher 

interviews. The design stage produced a storyboard and layout plan, including learning 

objectives, core content, interactive activities, and exercises. The development stage created 

the flipbook draft and prepared all research instruments. The implementation stage conducted 

expert validation and field testing. The evaluation stage revised the product based on expert 

feedback, user responses, and learning outcomes. 

 
Figure 1. ADDIE development procedure 

The study was conducted in Gugus V Tuanku Imam Bonjol, Denpasar, Bali, during 

the second semester of the 2025/2026 academic year. Participants included 12 elementary 

school teachers for the practicality test and fifth-grade students for the practicality and 

effectiveness tests. The effectiveness test involved 32 students in the control group (SD 

Negeri 2 Pemecutan, Grade V-B) and 33 students in the experimental group (SD Negeri 13 

Pemecutan, Grade V-B). Content, media, and language experts validated the product and 

instruments. Data were collected through questionnaires and a multiple-choice concept 

mastery test administered as pretest and posttest. The flipbook was developed in Canva and 

converted using Heyzine. Data were analyzed with IBM SPSS 26 using descriptive statistics, 

ANCOVA, and N-gain. Assumption tests included normality, homogeneity, and linearity. N-

gain was interpreted using Hake’s criteria: high (>0.70), medium (0.30–0.70), and low 

(<0.30). 

 

Results and Discussion 

Product development results 

This study developed a game assisted digital flipbook to improve fifth grade students’ 

concept mastery of cultural diversity in Pancasila Education. The flipbook is accessible via 

smartphone, laptop, or computer, allowing flexible independent and group learning through a 

link and QR code. The product was created using Microsoft Word for drafting content, Canva 

for visual design and cultural illustrations, and Heyzine for converting the PDF into an 

interactive flipbook with navigation and integrated educational games. Product development 

results can be seen in Figure 2. 
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Figure 2. Product Development Results 

The flipbook was designed to be communicative, attractive, interactive, and 

appropriate for elementary students by integrating text, visuals, reflection, and game-based 

activities in one medium. This multimedia format supports attention and retention, in line 

with findings that digital flipbooks improve conceptual understanding (Juniati et al., 2025; 

Nurulhusna, 2023), while educational games strengthen engagement and concept mastery 

through active practice and problem solving (Barlian et al., 2022; Nugrahani, 2024). 

The prototype, Menjelajah Warna Budaya Nusantara, used a storytelling approach 

with two characters, Loka and Sari, and covered three subtopics: Warna-Warna yang Terlupa, 

Budaya Aset Masa Depan, and Budaya Harus Dijaga. Each chapter combined cultural 

examples, reflection tasks, and games, helping students connect concepts with real-life 

contexts and reinforcing learning through interactive challenges and feedback, consistent with 

evidence on game-based flipbook media (Rumahenga et al., 2025; Wahyuni, 2025). 

Feasibility results 

The feasibility of the developed learning media was evaluated through expert 

validation by content experts and media experts to ensure that the game assisted flipbook is 

not only visually engaging but also meets academic and pedagogical standards for teaching 

cultural diversity in elementary school. This validation stage is essential in the ADDIE model 

because it determines whether the product is appropriate for classroom implementation. The 

feasibility results through expert judgements can be seen in Table 1.  
Table 1. Feasibility Results 

No. Validity Expert 1 Expert 2 Mean Criteria 

1 Media Validity 4.00 3.93 3.96 Feasible Without Revision 

2 Content Validity 3.87 3.87 3.87 Feasible Without Revision 

According to Table 1, the flipbook was categorized as “Feasible without revision” by 

both expert groups, indicating that it met feasibility standards in content accuracy, 
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instructional function, and media quality based on BSNP and AECT standards. Media experts 

gave a mean score of 3.96, showing strong quality in layout, typography, illustrations, 

consistency, navigation, and technical usability, which supports previous findings that 

attractive and interactive flipbooks enhance learning interest and engagement (Arisandhi et 

al., 2023; Firdaus et al., 2023; Susilawati et al., 2020).  

Content experts gave a mean score of 3.87, indicating that the flipbook aligned with 

curriculum outcomes and supported students’ understanding of cultural diversity. High 

ratings on Self Instruction, Self Contained, and User Friendly suggest that the flipbook 

supports independent learning, provides complete material, and uses language appropriate for 

fifth-grade students. These findings are consistent with previous studies showing that digital 

flipbooks improve conceptual understanding through systematic and visual presentation 

(Juniati et al., 2025; Nurulhusna, 2023; E. Putri, 2020) and support contextual, meaningful 

learning(N. A. Putri, 2024; Rumahenga et al., 2025).  

Practicality results 

Practicality is a key indicator for determining whether a learning product can be 

implemented effectively in real classroom settings. A learning medium may be valid in terms 

of content and design, but it must also be easy to use by teachers and students during actual 

instruction. The results of the practicality test by the teacher can be seen in Figure 3. 

 
Figure 3. Practicality Test Results by Teachers 

Based Figure 3, on the practicality test involving 12 teachers and 32 fifth grade 

students, the developed game assisted flipbook was categorized as highly practical across all 

assessed aspects, including visual appearance, usefulness, ease of use, and the systematic 

organization of learning materials. This indicates that the product reflects a user centered 

approach, where learning media should support teachers’ instructional tasks while providing 

a comfortable learning experience for students (Marlina et al., 2021). 

Teacher responses showed that the flipbook contributed to a more structured and 

engaging learning process. The practicality scores ranged from 3.73 to 3.92, with the 

usefulness aspect receiving the highest score, suggesting that the flipbook strongly supported 

teachers in delivering cultural diversity content effectively. This aligns with (Pardomuan et 

al., 2023), who emphasized that instructional media should function as a tool that helps 

teachers transfer information more efficiently and improves instructional effectiveness. 

Teachers also highlighted that the attractive layout, contextual illustrations, and the 

integration of educational games encouraged more active and participatory classroom 

learning. In addition, the user friendly aspect was rated very highly because the flipbook 

could be operated easily without requiring complex technical skills, consistent with AECT 

recommendations that digital learning media should be accessible and adaptive for users. 

Furthermore, the results of the practicality test by students can be seen in Figure 4. 
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Figure 4. Practicality Test Results by Students 

According to Figure 4, student practicality results also demonstrated very positive 

responses. Mean scores above 3.90 across all aspects confirm that the flipbook was not only 

visually appealing but also created an enjoyable and easy to follow learning experience. The 

content aspect obtained the highest score (3.93), indicating that students found the content 

understandable due to the smooth storyline, relevant visual examples, and educational games 

that supported learning through play. Students also reported that the colorful illustrations, the 

characters Loka and Sari, and the dynamic layout helped maintain attention, which is 

consistent with Piaget’s view that elementary school students learn effectively through 

concrete and visually supported experiences. These findings support previous studies 

showing that digital flipbooks are highly practical because they enhance motivation, focus, 

and engagement compared to conventional media (Juniati et al., 2025; Nugrahani, 2024; 

Nurulhusna, 2023). 

The practicality of classroom implementation was further strengthened by the ease of 

navigation and accessibility of the flipbook. Navigation buttons, page control, and 

compatibility with various devices enabled flexible use both in classroom learning and 

independent study at home. This is consistent with findings that digital learning media with 

high flexibility and device compatibility improves usability and effectiveness in elementary 

school contexts (Dzakiyah et al., 2023; Fitriani, 2024). Overall, these practicality results 

confirm that the game assisted flipbook is appropriate for teaching cultural diversity and 

supports both theoretical expectations and prior evidence on the benefits of interactive 

flipbook-based learning. 

Effectiveness results 

The effectiveness of the developed learning media was evaluated through students’ 

improvement in concept mastery after using the game assisted flipbook. The following 

presents the results of a comparison of the results of mastery of the concept of cultural 

diversity in the experimental and control groups. 
Table 2. Comparison of Concept Mastery Results Based on KKTP 

Statistics 
Experimental Group Control Group 

Pretest Posttest Pretest Posttest 

N 33 33 32 32 

Minimum 20,00 70,00 20,00 50,00 

Maximum 55,00 100,00 60,00 95,00 

Std. Dev. 9,44 7,39 9,25 9,82 

Mean 36,21 88,03 36,25 68,91 

KKTP Good Fair 

Based on Table 2, the findings indicate a substantially higher learning gain in the 

experimental group compared to the control group. In the experimental group, the mean score 

increased sharply from 36.21 in the pretest to 88.03 in the posttest. The decrease in standard 

deviation from 9.44 to 7.39 suggests that the improvement was more evenly distributed, 

meaning that most students benefited consistently from the intervention. In contrast, the 
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control group showed a lower improvement, from 36.25 to 68.91, while the standard 

deviation increased to 9.82, indicating wider variation in students’ achievement and less 

consistent learning outcomes. In terms of KKTP criteria, the experimental group reached the 

“Good” category, whereas the control group remained at the “Fair” level, strengthening the 

evidence that the game assisted flipbook produced more optimal learning effects. Prior to 

conducting ANCOVA, prerequisite tests were performed to ensure the assumptions of 

parametric analysis were met. The results of the prerequisite tests in this study can be seen in 

Table 3. 
Table 3. Research Prerequisite Test Results 

No. Prerequisite Test Sig. Results 

1 Kolmogorov-Smirnov Test 0,061 Normally Distributed 

2 Levene's Test 0,332 Homogeneity Variance 

3 Deviation from Linearity 0,677 Linear Relationship 

Based on Table 3, The Kolmogorov–Smirnov test showed a significance value of 

0.061 (> 0.05), confirming that the posttest residuals were normally distributed. Levene’s test 

yielded a significance value of 0.332 (> 0.05), indicating homogeneity of variance between 

groups. The linearity test also confirmed a linear relationship between pretest scores 

(covariate) and posttest scores, with Deviation from Linearity Sig. = 0.677 (> 0.05). These 

results confirm that all ANCOVA assumptions were satisfied and the effectiveness analysis 

could be conducted appropriately. The results of the hypothesis testing in this study can be 

seen in Table 4. 
Table 4. ANCOVA Hypothesis Test Results 

Tests of Between-Subjects Effects 

Dependent Variable:   Posttest   

Source 

Type III Sum 

of Squares df Mean Square F Sig. 

Partial Eta 

Squared 

Corrected Model 6335.836a 2 3167.918 45.261 .000 .593 

Intercept 18620.182 1 18620.182 266.030 .000 .811 

Pretest 394.140 1 394.140 5.631 .021 .083 

Group 5947.973 1 5947.973 84.980 .000 .578 

Error 4339.548 62 69.993    

Total 412400.000 65     

Corrected Total 10675.385 64     

a. R Squared = .593 (Adjusted R Squared = .580) 

According to Table 4, the ANCOVA results demonstrated a significant treatment 

effect on posttest scores after controlling for students’ initial ability. The class factor 

produced F = 84.980 with Sig. = 0.000, indicating a highly significant difference between the 

experimental and control groups. The pretest covariate was also significant (F = 5.631; Sig. = 

0.021), showing that prior knowledge contributed to learning outcomes, yet the treatment 

effect remained dominant. Importantly, the Partial Eta Squared value for the class factor was 

0.578, which indicates a large effect size according to Cohen’s standard. This means that the 

flipbook intervention had a substantial practical effect on students’ concept mastery, not 

merely a statistically significant one. In addition, the model’s R² value of 0.593 indicates that 

59.3% of the variance in posttest achievement was explained by the model, suggesting a 

strong contribution of the intervention to students’ learning outcomes. Effectiveness was 

further supported by the N-Gain analysis. The results of the N-Gain test can be seen in Table 

4.5. 
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Table 5. N-Gain Test Results 

Statistics 
Group 

Experimental Control 

N 33 32 

Minimum 0,58 0,09 

Maximum 1,00 0,89 

Std. Dev. 0,119 0,153 

Mean 0,81 0,51 

Criteria Effective Moderately Effective 

Based on Table 4, the experimental group achieved a high mean N-Gain score of 0.81, 

categorized as “effective,” with values ranging from 0.58 to 1.00 and a relatively small 

standard deviation (0.119), indicating stable and consistent improvement across students. 

Meanwhile, the control group reached a mean N-Gain of 0.51, categorized as “moderately 

effective,” with a wider range (0.09–0.89) and a higher standard deviation (0.153), reflecting 

inconsistent improvement among students. These findings confirm that conventional learning 

was less capable of producing uniform conceptual understanding of cultural diversity. 

From a theoretical perspective, these results align with constructivist learning 

principles, particularly Piaget’s view that elementary students learn more effectively through 

concrete, visual, and interactive experiences. The flipbook provided contextual storytelling, 

visual representations, and game based challenges that supported active meaning making 

rather than passive reception of information. This is consistent with previous studies 

reporting that digital flipbooks significantly improve conceptual understanding because they 

present learning content in a structured, interactive, and developmentally appropriate format 

(Dzakiyah et al., 2023; Juniati et al., 2025; Nurulhusna, 2023). Overall, the results confirm 

that the game-assisted flipbook is highly effective for improving fifth-grade students’ mastery 

of cultural diversity concepts and can be recommended as an instructional alternative to 

conventional teaching approaches. 

 

Conclusion 

This research concludes that the developed game-assisted flipbook is an effective 

learning innovation for improving fifth-grade students’ concept mastery in cultural diversity. 

The product was systematically produced through the ADDIE development stages and 

designed to match elementary learners’ characteristics by combining contextual storytelling, 

visual illustrations, reflective activities, and educational games in one interactive digital 

medium. The feasibility evaluation confirms that the flipbook meets both pedagogical and 

technical standards, as validated by material and media experts, indicating that the content 

accuracy, instructional structure, and media design quality are appropriate for classroom 

implementation. In addition, the practicality results demonstrate that the flipbook is easy to 

use and beneficial in real learning situations, supporting teachers in delivering lessons more 

effectively while helping students engage with the material in a more enjoyable way. Most 

importantly, the effectiveness findings show that learning with the game-assisted flipbook 

leads to higher and more consistent improvement in students’ concept mastery compared to 

conventional instruction. Therefore, the flipbook can be recommended as a feasible, practical, 

and effective digital learning medium for teaching cultural diversity in elementary schools. 
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Recommendation 

School principals are encouraged to support the wider implementation of digital 

learning media such as game-assisted flipbooks as part of school-level digital transformation 

and the implementation of the national curriculum, which emphasizes active, contextual, and 

technology-integrated learning. This support can be realized by improving ICT facilities, 

strengthening school policies on digital innovation, and organizing continuous teacher 

training so that the use of interactive media becomes sustainable and aligned with current 

curriculum demands. Teachers are recommended to integrate the flipbook into classroom 

activities to enrich instructional strategies, increase student engagement, and utilize its 

interactive features to explain cultural diversity concepts more effectively. Students are 

advised to use the flipbook for both independent and group learning and actively participate 

in the educational games to strengthen understanding in a more meaningful and enjoyable 

way. For future research, it is recommended to develop similar flipbook-based media for 

different topics or grade levels and test its effectiveness using alternative research designs 

and broader samples. Potential barriers such as limited device availability, unstable internet 

access, and differences in students’ digital literacy should also be considered, as these factors 

may influence learning outcomes and the consistency of implementation. 
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