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Muatan pelajaran Bahasa Jawa masih menjadi mata pelajaran yang
membosankan, ditambah lagi metode guru untuk menyampaikan materi
dengan metode ceramah. Hal ini berdampak terhadap hasil belajar
siswa. Penelitian ini bertujuan untuk menciptakan media Karawa
(Karambol Aksara Jawa) pada muatan pembelajaran bahasa Jawa
siswa kelas Il SD untuk meningkatkan keterampilan membaca aksara
Jawa Nglegena. Penelitian ini merupakan penelitian pengembangan
dengan menggunakan model ADDIE. Subjek penelitian ini yaitu siswa
kelas Il sebanyak 32 siswa, guru kelas lll, dan tim ahli (media dan
materi). Metode pengumpulan data menggunakan observasi, tes,
kuisioner, dan wawancara. Teknik analisis data menggunakan deskriptif

kuantitatif, deskriptif kualitatif, dan statistik inferensial. Hasil penelitian
menunjukkan bahwa uji coba ahli materi, uji coba ahli media, uji coba
kelompok kecil dan uji coba guru kelas dengan kategori sangat layak.
Hasil uji efektivitas dengan uji t-test berpasangan menunjukkan bahwa
hasil pre-test dan post-test sama-sama memiliki peningkatan, sehingga
dapat disimpulkan bahwa ada perbedaan signifikan antara hasil
kelompok besar dan kelompok kecil. Oleh karena itu, media Karawa
pada materi aksara Jawa Nglegena sangat efektif, efisien, dan sangat
layak digunakan dalam proses pendidikan karena dapat meningkatkan
keterampilan membaca aksara Jawa Nglegena siswa kelas Il SD.
Implikasi penelitian ini yaitu dapat membantu guru dalam penyampaian
materi aksara Jawa Nglegena muatan pembelajaran Bahasa Jawa Kelas
[l SD.

0]
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ABSTRACT

The content of Javanese lessons still needs to be more exciting, plus the teacher's method of delivering
the material is using the lecture method. This has an impact on student learning outcomes. This research
aims to create Karawa media (Karambol Aksara Jawa) for the content of Javanese language learning
for class Il elementary school students to improve their reading skills in the Javanese Nglegena script.
This research is development research using the ADDIE model. The subjects of this research were 32
class Il students, class lll teachers, and a team of experts (media and materials). Data collection
methods use observation, tests, questionnaires and interviews. Data analysis techniques use
guantitative descriptive, qualitative descriptive and inferential statistics. The research results showed
that the material expert trial, media expert trial, small group trial and class teacher trial were feasible.
The results of the effectiveness test using the paired t-test show that the results of the pre-test and post-
test both have an increase, so it can be concluded that there is a significant difference between the
results of the large and small groups. Therefore, Karawa media using Javanese Nglegena script material
is very effective, efficient, and suitable for use in the educational process because it can improve the
reading skills of Javanese Nglegena script for third-grade elementary school students. This research
implies that it can help teachers deliver Javanese Nglegena script material for Javanese language
learning content for Class Il Elementary School.

1. INTRODUCTION

Javanese is a language used as a means of communicating in the daily life activities of Javanese
people. Not only as a means of communication, Javanese is also a form of identity and pride for the Javanese
ethnic group. Javanese is one of the languages with the largest number of users compared to other regional
languages (Adelia Firmandasari et al., 2020; Latifah, 2019). One way that can be used to preserve the
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Javanese language is through education. Education is a means of developing potential and efforts to improve
the quality of human resources (Amania et al, 2021; Eni et al.,, 2020). Javanese language learning is a
mandatory local content subject to be taught in elementary schools. Learning Javanese has four aspects of
language skills, namely listening, speaking, reading, and writing skills. Of the four aspects of language skills,
reading skills are skills that have a high level and are complex (Ariani, 2020)Javanese is a local content
lesson found at the elementary/SDLB, SMP, SMPLB, MTS, SMA/MA/SMK education levels.

Local content is a topic that includes the learning process and local potential of the region in the
educational unit (Lestari et al,, 2021; Prayoga et al., 2019). Javanese language learning begins in elementary
school, in elementary school Javanese language learning takes place from class I to class VI (Naziroh et al,,
2021). Local content is one of the subjects that supports the achievement of the objectives of implementing
the 2013 curriculum. Local content is curricular activities that are adapted to the characteristics and local
potential of each region (Aditya Dharma, 2019; Latifah, 2019). Local content learning is carried out to
develop various skills possessed by students through regional potential such as culture, language, and
customs (Latifah, 2019). The aim of providing local content lessons is that students can recognize and love
the natural, social and cultural environment in the area where they live. Students can preserve and develop
regional strengths and wisdom that are beneficial for national development and themselves. Javanese ksara
is defined as a way or letter with its form, graphic signs, system, and writing order used in Javanese language
and literature. Based on a review of the learning materials contained in the local content subject curriculum
(Javanese), the Javanese script material that applies in class III of elementary school is reading the Javanese
Nglegena script (Atmaja & Nugroho, 2017; Khaerunnisa et al., 2018).

The most frequently encountered educational problems are learning problems which can be
caused by less effective learning processes. Ineffective learning can come from teachers, students,
curriculum, school facilities and infrastructure (Maryanti & Qurrotaini, 2019). At the elementary school age
stage of education, students tend to be more interested in brightly colored games that are easy to play,
equipped with attractive pictures, so it will be easier to remember the learning material presented (Audia
etal.,, 2021). The results of observations carried out in class III of Jetiskarangpung I State Elementary School,
Sragen Regency show several facts about Javanese language learning, especially the material on reading
Javanese script. Some of these facts include learning being dominated by classical lectures which causes
teachers to focus more on the lesson so that students tend to be passive and less interested in learning. Due
to these problems, teachers must create an active and enjoyable classroom atmosphere. An alternative
business that teachers can run is to use learning media in the learning process. Learning media is an
integrated part of the learning series, which means that learning media has an influence on the learning
process so that it can make the learning process and results run well (Aliyyah et al,, 2021; Amania et al,,
2021; Nurwahyuni & Mahyuddin, 2021). Learning media influences how students process and ultimately
understand the material because of its important role in conveying the material (Indra Sukma et al., 2022).

Survey conducted by the Program for International Student Assessment (PISA) released by the
Organization for Economic Co-operation and Development (OECD) in 2019, Indonesia is ranked 62nd out
of 70 countries, or is the bottom 10 countries that have low literacy levels (Amri & Rochmah, 2021). Based
on the results of interviews and observations in the learning process in Class III of Jetiskarangpung I State
Elementary School, Sragen Regency, students' literacy levels are still low. The problem found lies in the lack
of use of learning media in learning activities, especially Javanese language learning content, Javanese
Nglegena script material in class III. This influences the still low level of reading skills in understanding the
Javanese Nglegena script. This can be proven by data on the results of learning Javanese language with the
Javanese Nglegena script material for class IIl at Jetiskarangpung I Public Elementary School, Sragen
Regency, which shows that the number of students with grades below the KKM is still large compared to
students above the KKM, with the percentage of students passing the Javanese Nglegena script learning
material being 21.875%. (complete) and 78.125% (incomplete). For the Nglegena Javanese script material,
the teacher uses the lecture method, while the students are passive and feel bored because there is no media
used in learning. This causes students to have difficulty honing their understanding of the material, resulting
in low grades in class Il Javanese Nglegena script material at Jetiskarangpung I Elementary School, Sragen
Regency. Based on the existing problems, improvements are needed in Javanese language learning,
especially in the material for reading the Nglegena Javanese script. In this regard, learning can be successful
because it is influenced by several factors, one of which is that the use of learning media is still limited to
Javanese LKS books.

An alternative that can be done to improve reading skills and understanding of the Javanese
Nglegena script is by developing Karawa media (Javanese Karambol Script) for class IlI elementary school
which is packaged interestingly and creatively so that students are interested when applied to learning
activities. KARAWA media is inspired by the carom game, which is a game modified with educational
elements that are adapted to the elementary school curriculum. Apart from that, the rules of the game are
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simpler. The carrom game is a game that relies on manual dexterity in aiming at the target. Carrom can be
used to train brain intelligence through game tactics (Eni et al., 2020; Maryanti & Qurrotaini, 2019). The
carrom game is a popular game among Indonesian people. The game of carrom is not a complicated game
such as strategy or tactics but rather a game of dexterity and foresight in determining direction. The goal of
the carrom game is to insert the carom coin into one of the holes in the corner of the board. The fastest
player to put in all the carrom coins is the winner according to the previously agreed rules (Maryanti &
Qurrotaini, 2019).

Media Karawa which is an abbreviation of Javanese Karambol Script. KARAWA is a set of
educational learning media to improve reading skills and comprehension of the Javanese Nglegena script in
Javanese language learning content in elementary schools. The KARAWA game model is a carrom game that
uses a carrom board as a playing medium with the help of reading cards and coins. Each coin is inscribed
with 20 complete Nglegena Javanese characters, namely: ha, na, ca, ra, ka, da, ta, sa, wa, la, pa, dha, ja, ya,
nya, ma, ga, ba, tha, and nga. Apart from that, there is one king coin to determine the course of the game.
Media Karawa is equipped with reading cards which contain instructions for reading the Javanese Nglegena
script sentences on the cards obtained. Reading cards consist of two types, namely 20 Karawa cards and 30
Pangarep cards. Whether or not you can read the sentences in Javanese Nglegena script on the reading cards
determines the steps of the game. If the player can insert a coin into one of the holes on the carom board,
they will get a Karawa card that matches the code of the coin that has successfully entered the hole on the
board, then the player reads the Javanese Nglegena script sentence on the Karawa card. However, if the
player cannot insert a coin into one of the holes, he gets a pangarep card that the player chooses at random,
then reads the sentence. Elementary school age children cannot be separated from the word play. Play has
practical value, meaning that play is used as a medium to improve certain skills and abilities in children
(Dea et al,, 2021; Eni et al., 2020; Srikandi et al,, 2020). Playing has benefits for children's development
(Cendana & Suryana, 2021). Playing can improve children's language development. By playing children
learn to know the environment, to know themselves, other people and their emotions. Language
development in play can improve children's linguistic intelligence (Alam & Lestari, 2019; Rahmawati &
Idawati, 2020). By playing, good communication will be established between children, their friends and
their environment (Cendana & Suryana, 2021). Traditional games have higher social and educational values
than modern games such as online games. Traditional games involve physical activity, creativity, group
work, and emotional intelligence (Amania et al., 2021; Sri Rejeki et al., 2020). The benefit of Karawa media
is to improve elementary school students’ skills in reading and understanding the Javanese Nglegena script.

Previous research findings stated that the HOTS (Higher Order Thinking Skill) based carrom
educational game tool as a science learning medium for Class IV Elementary Schools is suitable for
application and is effective in helping the learning process (Eni et al., 2020). The similarity is the use of
carrom media, while the difference lies in the learning content. Previous research was on class IV science
learning content, while this research is on class Ill Javanese language content. IPS Expert (PS Carrom Board)
as a social studies learning medium for Class IV Elementary Schools is effectively used as a learning medium
in Elementary Schools (Maryanti & Qurrotaini, 2019). The similarity is the use of carrom media, while the
difference lies in the learning content. Previous research was on class IV social studies learning content,
while this research is on class 11l Javanese language content. Karophi (Carrom Operation Counting) for class
IV of Pete State Elementary School, Seyegan District, Sleman Regency, Yogyakarta, is effectively used as a
learning medium in elementary schools. The similarity is the use of carrom media, while the difference lies
in the learning content. Previous research was on Class IV Mathematics learning content, while this research
is on Class III Javanese Language content. Carrom media is an effective media and is suitable to be applied
in the learning process because it can increase students' learning motivation. However, in previous research
there has been no study that specifically reviews the improvement of Javanese Nglegena script reading skills
for grade III elementary school with the development of carrom media. Therefore, this research aims to
create Karawa media (Javanese Karambol Script) to improve the reading skills of Javanese Nglegena script
for grade III elementary school.

2. METHOD

The method in this research is the research and development method. The research was carried
out at Jetiskarangpung I Elementary School, Sragen Regency. The research subjects included 32 class III
students at Jetiskarangpung I State Elementary School, Sragen Regency, class 1l teachers at Jetiskarangpung
[ State Elementary School, Sragen Regency, media experts, and material experts. The research was
developed using the ADDIE model. The ADDIE model is a teaching model that is widely used by several
educational designers and training programmers to develop educational and training programs (Fitriani et
al., 2021). The ADDIE model has 5 stages, namely Analyze, Design, Development, Implementation, and
Evaluation (Eni et al,, 2020).
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The first stage is the analysis stage. This stage carries out identification using teacher interviews,
observations, and document studies, namely data on learning outcomes at Jetiskarangpung I Elementary
School, Sragen Regency. The second stage is design, which begins with creating a framework for making
Karawa media. The third stage is product development. The product design has been prepared and created
in the following stages: the researcher designs and makes the KARAWA media in concrete form, then
reviews the results of the media development before it is validated, once it is suitable, the product is ready
to be validated. Next, instruments were created for the material and media expert team, as well as
instruments for teacher and student responses. The instrument grid is presented in Table 1, Table 2, and

Table 3.

Table 1. Media Expert Instrument Grid

Aspect Asse_ssment Item Amount
Indicators Item
Suitability Appropriate a. Displays Core Competencies, Basic Competencies and 3
media learning indicators
with the topic b. Displays learning objectives
learning c. A combination of writing and images
Appearance Display design a. The size of text, images, and fonts are clearly visible in 4
interesting the media
b. Media size
c. Composition of design and color arrangement
d. Selection of font type
e. The appearance and placement of images in the
background does not interfere with the content of the
material
Quality or a. The media display is clearly visible to students 3
display quality b. Media durability
media c. The time duration is correct
Usage Easy medium a. Mediais easy to use 2
used by b. Media can be reused
Students and
teachers
Superiority = Media can a. Mediais able to provoke student responses 3
Understood by b. Media can provide interactive two-way communication
user c. Information can be received easily by students
Amount 15
Table 2. Material Expert Instrument Grid
Aspect Assessment Item Amount
Indicators Item
Competence Material suitability a. The material is in accordance with KI, KD, and 5
With competence learning indicators
What was b. The material is appropriate to the learning objectives
achieved c. Material can improve cognitive aspects
d. Material can improve affective aspects
e. The material can improve psychomotor aspects
Suitability Material suitability a. The material in the media is presented in accordance 4
With media with the learning objectives
b. The material in the media is easy to understand
c. Images are presented in sync with the material
d. Mediaincreases students' curiosity about the material
Material suitability a. The evaluation questions are presented in sync with 1
With evaluation the material
learning
Language Clarity of language a. The use oflanguage is easy to understand 4
b. The language used is simple
c. The narrative is clear, short and informative
d. Use of language in accordance with language rules
Amount 14
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Table 3. Teacher and Student Response Instrument Grid

Amount
Aspect Item Item
Appearance a. KARAWA's media appearance is interesting 4
b. All KARAWA media components are clearly visible
c. The size and font used are clear
d. The choice of design, color and image is precise and clear so it is easy to
understand
Material/ a. The material on the KARAWA media covers the Javanese Nglegena script 2
Content b. The material presented grows students' insight and knowledge in
understanding the Javanese Nglegena script
Use a. KARAWA media can be studied in large and small groups 3
Media b. KARAWA media motivates students to learn
c. KARAWA Media creates a pleasant learning atmosphere
Time a. The choice of time duration is correct 1
Amount 10

Implementation is the fourth stage. The ready product is then tested by material experts and media
experts. These trials involve small and large group trials to find out how effective and feasible the product
is. The fifth stage is the evaluation stage. After implementation, there were several shortcomings and
weaknesses. Then these deficiencies and weaknesses are analyzed to improve the product so that it is more
effective and meets the indicators to be achieved. When there are no revisions, it means the media is suitable
for use. This research uses 3 statistical evaluation techniques and strategies, specifically quantitative
descriptive methods, qualitative descriptive methods, and inferential statistical techniques (Ayu et al.,
2020). In this research, data evaluation uses inferential statistics, namely data processing by applying
inferential statistical formulas to test hypotheses regarding product development and conclusions are
drawn from the results of testing these hypotheses (Diah Purnami Dewi et al., 2022). This method is used
to determine the effectiveness of the product using evaluation results of measuring instruments before and
after students observe the Karawa media. In order to find out the results of the test equipment
measurements, notes were collected through pre-test and post-test (Herdyana, 2019).Before the tests and
instruments used are given, the devices have been tested for validity and reliability. Validity is then
measured using the point biserial correlation formula and reliability is measured using the Kuder Richadson
20 (KR-20) formula. Then the pre-test and post-test results distributed to students will be analyzed using
paired sample t-tests to understand the differences between pre-test and post-test results (Kusumadewi,
2019). Expert validation interpretation criteria are presented in Table 4.

Table 4. Expert Validation Interpretation Criteria

Percentage Criteria Appropriateness
0% - 20% Totally Not Worth It Not feasible
21% - 40% Not feasible Not feasible
41% - 60% Decent Enough Revision
61% - 80% Worthy Revision
81%-100% _ Very Worth It _ No Revisions

3. RESULT AND DISCUSSION

Result

The results of this development research examine 3 main points, namely the design of Karawa
media, effectiveness, and feasibility of KARAWA media. The media development carried out is guided by the
ADDIE development model which includes analysis, design, development, implementation, and evaluation
(Eni et al., 2020). The first, is the analysis stage, problem identification activities through observation,
interviewing class teachers, and document study, namely learning outcomes data at Jetiskarangpung [
Elementary School, Sragen Regency. Interviews conducted with class III teachers focused on questions
focused on learning content which still had many grades below the KKM, learning content and material that
was still difficult for students to understand, students' attitudes towards learning, then focused on learning
media. The less than optimal learning process in class Il Javanese Nglegena script material is caused by a
lack of learning media in the process of learning activities. The Basic Competencies and learning indicators
used in the Karawa media development process are presented in Table 5.
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Table 5.Basic Competencies and Learning Indicators

Basic competencies Indicator
3.4 Understanding the Javanese Nglegena 3.4.1 Getto know the Javanese Nglegena script
letters (complete 20 letter) 3.4.2 Analyze sentences in the Javanese Nglegena
script
3.4.3 Rearrange the sentences in Javanese script
Legendary
4.4 Read and write simple sentences Javanese 4.4.1 Read simple sentences in Javanese letters
Nglegena letters (complete with 20 letters) Legendary

The second is the design stage, at this stage the media layout is improved in stages including
preparing a media work plan starting from preparing a framework for developing concrete Karawa media
(Javanese Karambol Script. The reference in making Karawa media is the product specifications that have
been made. Then preparing the script to create Karawa media, after that the researcher collected
equipment, namely a laptop and the Canva application to design the appearance of reading cards, carrom
coins, and a guidebook for using Karawa media. The third stage of development, compiling and making
concrete Karawa media, starting from carrom boards, coins, reading cards, and a guidebook for media use.
Next, the researcher checked the development results again before validating them, if they were
appropriate then the media product was ready to be validated by media experts and material experts. Then
the researcher prepared a product validation instrument for media experts and material experts, aresponse
instrument teachers and students, and a Karawa media design validation questionnaire conducted by media
and materials experts. The results of the development of Karawa media are presented in Figure 1, Figure 2,
Figure 3, Figure 4, Figure 5, Figure 6, Figure 7, and Figure 8.
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Figure 2. Karawa Card Display
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Figure 5. View of Karawa Coins Figure 6. View of the KING Coin

Figure 7. Small Group Test Figure 8. Large Group Test

Product validation through criticism from experts, namely class III teachers at Jetiskarangpung I
State Elementary School, Sragen Regency, PGSD UNNES lecturers as media experts, and UNNES Javanese
Literature lecturers as material experts. The trial was carried out with 32 class Il students at
Jetiskarangpung I Public Elementary School, Sragen Regency, divided into 6 students for the small group
test and 26 students for the large group test. Furthermore, assessments and improvements were carried
out in accordance with expert advice, small group trials and large group trials were carried out to increase
the suitability of KARAWA media. The results of the validity of audio visual media are presented in Table 6.

Table 6. Product Validity Test Results

No. Test Subjects Validity Results Information
1 Material Expert Test 92% Very Worth It
2 Media Expert Test 94% Very Worth It
3 Small Group Trials 92% Very Worth It
4 Large Group Trials 92.6% Very Worth It
5 Classroom Teacher Test 96% Very Worth It

The results of the research show that the media developed, namely Karawa (Javanese Karambol
Script), is very suitable to be applied in the learning process of Javanese Nglegena script material for class
III at Jetiskarangpung [ State Elementary School, Sragen Regency. The implementation stage is the stage in
which a product is feasible and can be applied to the learning process to determine its effectiveness through
the distribution of pre-test and post-test questions. The test was given twice, namely before using the
product by students to measure the level of students' understanding of the Javanese Nglegena script
material being taught.

Table 7. Product Effectiveness Test Results (Average)

No. Test Subjects Pre-test Post-test Sig. (2-tailed)
1 Small Group Trials 66.6 83.3 0.015
2 Large Group Trials 63.9 84.5 0,000
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The results of the research show that the media developed, namely Karawa (Javanese Karambol
Script), is very suitable to be applied in the learning process of Javanese Nglegena script material for class
[1I at Jetiskarangpung I State Elementary School, Sragen Regency. This is proven by the sig results. (2-tailed)
<0.05 so there was a significant difference in the pre-test and post-test results on the Nglegena Javanese
script material before and after the application of Karawa media in class III of Jetiskarangpung I Elementary
School, Sragen Regency. Evaluation stage, in this stage assessments and improvements are carried out in
accordance with expert criticism, small group trials and large group trials are carried out in order to
increase the suitability of KARAWA media.

Discussion

The research results show that Karawa media is categorized as very good, effective, and very
suitable for application in the learning process. There are many factors that make Karawa media suitable
for use. First, choosing the right ADDIE development model in the Karawa media development process
because it consists of 5 stages starting from analysis, design, development, to small and large group trials
and product improvement (Saragi & Tegeh, 2022). So that it can support the increase in the success of
Karawa media. Second, Karawa media is applied to learning because it makes it easier for students to
understand the Javanese Nglegena script material well, because there are reading cards that can improve
reading skills in understanding the Javanese Nglegena script for class Il elementary school students.
Choosing the Canva application as support in designing the appearance of reading cards, carrom coins, and
guidebooks as support can help teachers optimize the learning process so that it becomes more interesting.
Karawa media in the form of game media can save time so that students' reading skills are implemented
directly.

The third, the material presented is in accordance with KI, KD, indbinders, and learning objectives.
The material presented is packaged sequentially and completely, making it easier for students when using
Karawa media. The media is equipped with a guide book, making it easier for students to play Karawa
media. Material that is arranged coherently and varied makes it easier for students to digest the content of
the material (Coles, 2019; Diah Purnami Dewi et al., 2022; Yeh et al., 2020). A person's learning outcomes
are obtained through direct experience (concrete), the reality that exists in a person's life environment then
through artificial objects to verbal symbols (abstract) (Permatasari et al., 2019; Widyaningsih et al., 2020).
The medium for conveying a message becomes more abstract the further it goes to the top of the cone,
according to Edgar Dale in Dale's Cone of Experience (Sari, 2019).Karawa media is included in the third
category from the top of the cone which includes the levels of word symbols, visual symbols and still images.
Media Karawa is included in the still image category because it has Javanese script images that are
interesting and relevant to the learning material. Media Karawa can sharpen students' attention and
awareness of the material presented (Rahmatullah et al.,, 2020). The concrete application of Karawa media
really supports the learning process, thereby realizing better learning quality and increasing students'
interest in learning. Therefore, the use of Karawa media can provide students with a deeper and easier to
understand material experience in the learning process, so that students are not only limited to knowing
the material but are able to improve their reading skills in the Javanese Nglegena script.

The fourth, carrom media is suitable for use and is effective in helping the learning process and
improving reading comprehension skills. The advantages of this research are that the media can be played
individually and in groups, improves the motor system because it uses concrete media, increases students’
speed in answering Javanese Nglegena script questions on reading cards, uses quality materials so they are
not easily damaged, and increases students' ability to answer script questions. Javanese is legendary
because it is arranged randomly so that the sentences that are read are different. Karawa media requires a
place to store because it consists of several components, namely a carom board, coins, reading cards and a
guidebook for using the media.

This finding is reinforced by previous research findings stating that the HOTS (Higher Order
Thinking Skill) based carom educational game tool as a science learning medium for Class IV Elementary
Schools is suitable for application and is effective in helping the learning process (Eni et al., 2020). IPS
Expert (PS Carrom Board) as a social studies learning medium for Class IV Elementary Schools is effectively
used as a learning medium in Elementary Schools (Maryanti & Qurrotaini, 2019). The limitation of this
research is that it only focuses on developing learning media on the Javanese Nglegena script material for
class III elementary school. The implication of this research is to increase knowledge regarding Javanese
language learning theory, especially regarding Javanese Nglegena script material, the development of
Karawa media can help teachers in delivering Javanese Nglegena script material for Class IIl elementary
school Javanese language learning content.
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4. CONCLUSION

Karawa media can be used as an effective learning tool to improve the reading skills of Javanese
Nglegena script for third grade elementary school students. This research can increase knowledge and
insight regarding the development of Karawa media in learning activities, for teachers to add references in
Javanese language learning, especially to improve students' reading skills and understanding of the
Javanese Nglegena script. For schools, providing encouragement and motivation to schools to develop
learning media according to needs. Apart from that, it provides a general overview of the development of
learning media that is interesting, innovative, fun, creative, and easy for students to understand and use.
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