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 This research aims to determine the effect of the application of 

classification card media to the learning achievement. This research 

is a quasi-experimental study. The population of this research is the 

students of class X Science of SMA Negeri 7 Kerinci. The sample 

class is students of Class X Science 1 as an experimental class and 

Class X Science 2 as a control class. The research instrument is a 

test with objective questions. The final test result data were 

analyzed using t-test. The results of the t-test analysis showed that 

the application of the classification card media could improve 

student learning achievement. 
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MEDIA KARTU KLASIFIKASI: PENGARUHNYA TERHADAP 

CAPAIAN BELAJAR BIOLOGI 
  ABSTRAK 

Kata Kunci: 

Kartu klasifikasi 

Media pembelajaran 

Hasil belajar 

Biologi 

 Tujuan penelitian ini yaitu mengetahui pengaruh media kartu 

klasifikasi terhadap hasil belajar biologi siswa. Metode penelitian 

ini menggunakan metode quasi eksperimen. Penelitian ini 

mengambil Populasi yaitu siswa kelas X IPA SMA Negeri 7 

Kerinci. Kelas sampel yaitu siswa kelas X IPA 1 dan kelas X IPA 

2. Instrumen penelitian yang digunakan adalah tes dengan soal 

objektif. Data hasil tes akhir dianalisis menggunakan uji-t. Hasil 

penelitian menunjukkan bahwa penerapan media kartu klasifikasi 

dapat meningkatkan capaian belajar biologi siswa. 
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1.     INTRODUCTION 

Biology is the study of living things, and the interactions between them and their 

environment [1]. Biology helps students to understand whatever happens with themselves 

and nature. This understanding is obtained by students through learning, through 

interaction and information exchange between teachers and students [2]. So, in the learning 

process, the teacher not only conveys information about the theory, but also must strive to 

make the information into a learning activity that can be fun and easily accepted by 

students, so as to maximize student learning achievement [3]. For this reason, teachers are 

required to have the ability to design learning that is suitable for students’ needs, one of 

which is by utilizing learning media that is appropriate to the character of students.  
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Learning media are all things that can bring information or messages in interaction 

in the learning process. The use of learning resources and learning media is a strategy in 

learning that can help to achieve learning purposes [4]. The use of learning media can 

increase interest and student attention in learning, so that it can foster motivation to learn, 

allow students to interact directly with their environment, and make students learn 

independently based on their abilities and interests. The use of appropriate media can help 

to achieve one of the goals of learning biology, it is the ability to classify. The ability to 

classify is an important ability in the process of learning science, especially biology. The 

ability to classify can help students to distinguish, identify, classify, categorize, connect 

concepts and others [5]. 

One subject in the study of biology that requires the ability to classify is the 

Magnoliophyta chapter. This chapter is considered quite difficult to understand because 

there are parts that must be studied in the system of classification, identification and 

nomenclature. Not only in understanding, students also have difficulty in remembering 

plant terms because they use Latin. Concepts and vocabulary in biology prevent students 

from understanding the theory [6]. This has an impact on student learning outcomes. Based 

on observations at state high schools in Kerinci Regency, especially in learning biology, 

in the school environment there are many Magnoliophyta plants, Magnolophyta plants that 

are around school can be used as learning resources in the Magnoliophyta chapter. 

Learning results in one of the senior high schools in Kerinci Regency, showed that the 

average score of class X student for Magnoliophyta chapter were low and below the school 

minimum standard. To minimize students’ difficulties in understanding the theory, a 

strategy is needed to sort and group plants according to their characteristics. One strategy 

that can be used is by using simple and attractive media, such as classification card media. 

Some research results show that the use of card media helped students to remember biology 

theory more effectively [7] [6] [8]. 

Based on research results using phylum identification cards, it helped students to 

identify animals and helped students constructed traits through inductive and deductive 

thinking. This media can help to improve student understanding and reduce student 

cheating in learning [5]. The results of previous study using classification cards in the 

learning process prove that there is an increase in student learning outcomes both in 

cognitive and affective aspects through classroom action research [9]. Other research that 

use card media in practical activities prove that card media helped students deduce 

practical results because it can trigger students to come up with creative ideas and help 

students in mastering skills in practical activities [10]. Picture card media can stimulate 

student creativity, so students are interested in learning [11]. 

Learning Biology uses the Living Classification Card media which is implemented 

by distributing cards that contain a sequence of classifications of living things consisting 

of: divisions or phyla to species, pictures of species, and characteristics of each species. 

The use of this media allows students to learn by playing. Playing in learning has important 

values that cannot be ignored [6]. Thus, students do not feel bored and can learn 

independently, and do not depend on the teacher’s explanation. Based on those reasons, 

the purpose of this study is to determine the differences in student learning achievement 

that use the classification card media and those that do not use the classification card on 

Magnoliophyta chapter.  
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2.    METHOD 
The type of this research is quantitative with quasi-experimental methods. The design 

of this study was the Post-test Only Control Group Design. The study was conducted in 

two class groups, the experimental class and the control class. Then, learning by using the 

classification card media is conducted in the experimental class and learning without using 

the classification card media is conducted in the control class. At the end of learning, both 

classes are given a final test (posttest) to see student learning outcomes after treatment and 

a final test (posttest). The study design can be seen in Table 1. 

  
Table 1. Research Design 

Class Treatment Posttest 

Experimental X T 

Control - T 

Information: 

 Q = posttest to measure improvement in learning outcomes in both classes. 

 X = the treatment given to the experimental class using the classification card media. 

The population in this study were all students of class X Science in SMAN 7 Kerinci. 

The sample is determined using cluster random sampling technique. The instrument used 

to collect the data was the final test (posttest) in the experimental class and the control class 

to see student learning achievement. The test is in the form of objective questions. Before 

the final test is given to the sample class, the test is tested first. For trial tests, the tests were 

conducted in class XI Science 2 of SMA Negeri 7 Kerinci. The data analysis technique 

used is normality test, homogeneity test, and hypothesis test. To test hypotheses towards 

learning outcomes, we use the t test. 
 

3. RESULTS AND DISCUSSION 

Classification card learning is carried out in parallel between the control class and 

the experimental class with four meetings. In the experimental class, magnoliophyta 

learning uses classification card media, while magnoliophyta learning in the control class 

does not use classification card media. At the final meeting (in the fifth meeting), a final 

test was held to measure student learning achievements. The learning achievements of 

students in class X Science 1 and X Science 2 can be seen in Table 2. 

 
Table 2. Student Post-Test Results 

Class N 𝒙 S Xmin Xmax 

Control 36 72,78 7,67 50 90 

Experiment 33 78,18 9,95 60 90 

 

Based on Table 2, the average score of students in the experimental class was 78.18, higher 

than the score of students in the control class that was 72.78. So, the learning outcomes of 

students who use the classification card media have reached the minimum completeness 

criteria of SMA N 7 Kerinci, which is 75. 

The differences in the learning achievements of the control class and the 

experimental class were carried out by using the t-test, normality test and homogeneity 

test. Normality test results can be seen in Table 3. 

 
Table 3. Normality Test Results 

Class N Lo Lt Conclusion 

Control 36 0,1073 0,147 Normal 

Experiment 33 0,1362 0,154 Normal 
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Based on Table 3. The normality test results are stated to be normally distributed because 

Lo<Lt. Homogeneity test is done after the normality test. Homogeneity test using F test. 

Homogeneity analysis results obtained are Fcount = 1.68 and Ftable = 1.80, it can be 

concluded that the data from the experimental class (using the classification card media) 

and the control class (not using the classification card media) have homogeneous variances 

at a 95% confidence level. 

Hypothesis testing is done to determine differences in student learning achievements 

in the sample class. Hypothesis test results with the t-test can be seen in Table 4.  

 
Table 4. T-test results 

Class tcount ttable S 

Post-test 2,52 1,66 8,93 

 

Based on Table 4, tcount> ttable so, it can be concluded that there are differences in learning 

achievements in students who learn with classification card media with students who study 

without classification cards. This difference in learning outcomes indicates that the use of 

classification cards influences student learning achievements. The improvement of 

students’ learning achievements who learn by using the classification card media became 

so high because the classification card is one of the learning strategies created by 

researchers by adapting a game. Learning that uses media can make learning becoming 

more meaningful, because the lesson delivered can be more easily understood by students 

[12]. The purpose of classification is to help students recognize, classify and study the 

taxonomy of living things [13]. The use of classification card media can attract students' 

attention, interests and responses to the learning process so that the learning process 

becomes more interactive. Learning with science edutainment plant-based smart cards can 

increase students’ interest in learning, and make students’ concept understanding increase 

[14]. Learning by applying cards as learning media can provide direct experience to 

students, so that the information conveyed can be contextually accepted by students [15]. 

The use of card media in the learning process helps students understand subject matter 

more easily, increasing the enthusiasm, attention and interest of students in learning [16]. 

Different results appear to the control class that during the learning process in the 

magnolyphyta chapter did not use the classification card media, so students become bored 

and have difficulty in understanding learning material and make students unable to 

understand the material contextually 

 

4. CONCLUSION 

The use of classification card media in learning in magnoliophyte chapter shows that 

there are differences in learning achievements between the control class and the 

experimental class. The test results show that the learning achievements in the 

experimental class l are better than the control class. The average post test score of the 

experimental class was 78.18 and the control class was 72.78. It can be concluded the 

classification card media can stimulate students’ creative ideas and help students to 

understand the theory, because the classification card media is designed with colorful 

visuals and attractive images. Therefore, it is recommended for teachers to use instructional 

media that are designed by the themselves in the learning process in school.   
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