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ABSTRACT
The problems in this study are the low knowledge on career of the fourth grade students of SD Negeri 84 of Parepare and the less interactive learning process. This study aims to develop learning media in the form of Pakakala Boardgame (the optional board and career cards) suitable for use by the fourth grade students of SDN 84 Parepare. This study is categorized as Research and Development (R&D) that refers to the ADDIE development model. The data were collected using interviews, observations and questionnaires of the Likert scale type with a score range of 1-5. The data were analyzed using qualitative data analysis and descriptive statistics. The results of the study at the analysis stage showed that there were some problems in analyzing the curriculum, the needs of students and the purpose of making board games that were developed to overcome problems in the use of learning media at SDN 84 Parepare. In the design stage, the results showed the problems in designing the initial product, preparing the materials and regulations that will be included in the board game, as well as compiling instruments for assessment of learning media. The validation results showed that the media and material experts stated the learning media as very feasible. The results of trials by the fourth grade students of SDN 84 Parepare and the teacher responses as education practitioners showed that the learning media was declared very feasible. Thus, the developed product, pakakala boardgame (the optional board and career cards), is suitable to be used as thematic learning media in the fourth grade students of SDN 84 Parepare on theme 4 of various occupations.
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INTRODUCTION
The Law No. 20 of 2003 Article 3 on National Education System states that The National Education functions to develop the capability, character, and civilization of the nation for enhancing its intellectual capacity, and is aimed at developing learners’ potentials so that they can be the people imbued with human values who are faithful and pious to one and only God; who possess noble morals and characters; who are healthy, knowledgeable, competent, creative, independent, democratic, and responsible. 
In order to prepare the high-quality Human Resources (HR) in the era of globalization, it is necessary to develop science and technology as to collect information in order to have an impact on the development of life since Indonesia will need human beings who have a high competitive spirit to face the increasing qualifications in the future. These efforts can be made through improving the quality of primary/elementary education. In the elementary education, one aspect that needs to be done to prepare a generation that understands global needs is by providing career guidance.

Career guidance is an integral part of education that is inseparable from educational goals (Tilaar, 2009). The goal of National Education is to produce high-quality human resources as clearly described in Law No. 20 of 2003 on National Education System, Chapter 1 Article 1 Paragraph 1, which states:
“Education means conscious and well-planned effort in creating a learning environment and learning process so that learners will be able to develop their full potential for acquiring spiritual and religious strengths, develop self-control, personality, intelligence, morals and noble character and skills that one needs for him/herself, for the community, for the nation, and for the State.”

Career guidance in elementary school is a necessity so that students have a picture of their lives in the future. Even though the career guidance in elementary school has not been given a formation, it needs to be given to students in order to improve career knowledge. The improved career knowledge can improve self-understanding, responsibility for self-control, maturity in understanding the environment, and learning to make decisions (Tilaar, 2009).

Career is one aspect of human life to meet economic, social and psychological needs. Thus, career selection needs to be prepared early and well because it will have long-term effects on life. Since the school is a bridge to reach a career, the teacher must help students to know, understand and begin to plan what they are like in the next few years.

Career recognition in elementary school students needs to adjust to the existing career developments. According to Ginzberg, Ginzburg, Axelrad and Herna (in Agus, 2012), the development in choosing a career includes three main stages, namely fantasy, tentative and realistic stages. For elementary school students, they are at the fantasy stage. The career selection process is random on the reality that exists in only their impressions and fantasies. Career selection at this time is only based on the impression that results in pleasure and can be obtained from the people in their surrounding environment.

In the fourth grade students of SDN 84 Parepare, the researchers conducted observations and interviews on October 4, 2018. Researchers obtained results which showed that the career guidance process had not been given to the fourth grade students of SDN 84 Parepare. This results in a lack of career knowledge for students because of the lack of information conveyed by the teacher during the learning process. Researchers had an opportunity to conduct surveys using questionnaires which were able to collect the data showed that from 20 students, there were 31 types of careers identified. The occupations familiar to the students are those they can find around, instead, there are many career choices that they need to know in the future. In addition, the researchers also collected data on the reasons for choosing a career that is the pride of the community in their environment. There are also some students who choose careers for personal reasons, such as to treat their parents or to guard the family from danger.

The process of career guidance needs to be carried out to give a sense of awareness earlier about career choices that will be taken. This is in line with the visions of education; to grow and find interests and talents of students in order to prepare them as individuals who are able to adapt to the needs in the future. Career guidance needs to be given to the fourth grade students since it is in accordance with the 2013 curriculum that contains thematic learning about occupations around them. One way that is considered to be an alternative in the career guidance process is by using media. Media that can be used in elementary school is in the form of game-based learning media that is interesting, enjoyable, encouraging curiosity, educating, activating interests and developing creativity. For elementary students, learning is playing and playing is learning (Chatib in Hanani, 2016).  

According to Hamidjojo (in Arsyad, 2017), learning media is all forms of media used by humans to convey or express ideas or opinions. While Gagne and Brigggs (in Arsyad, 2017) suggest that learning media includes tools that can be physically used to deliver the contents of learning materials such as books, tape recorder, cassette tapes, video recorder, movies, slides, photos, images, graphics, television, computer, reality and models. Thus, based on the explanation from the experts above, the researchers concluded that learning media is a tool that can be physically used to facilitate the delivery of ideas or contents of learning materials.

The Government Regulation (PP) No. 32 of 2013 on National Education Standards for Higher Education Article 19 paragraph 1 states that the learning process must be able to encourage students to learn. Whereas, the Law of the Republic of Indonesia Number 14 of 2005 Article 20 on the Duties of Lecturers and Teachers, Government Regulation No. 32 of 2013 Article 20, and Regulation of the Minister of National Education (Permendiknas) No. 41 of 2007 require lecturers and teachers to plan and develop learning materials. Teachers can develop their own learning media according to students' needs. In making and developing learning media, it is necessary to consider the cognitive development stage of Piaget's theory (in Susanto, 2014), namely the sensorimotor stage (0 – 2 years old), pre-operational stage (2 – 7 years old), concrete operational stage (7 – 11 years old), formal operational stage (11 – 15 years old). Elementary school students are in the concrete operational stage. At this age, students can understand the message through pictures and direct activities (in Ibda 2015). 

Elementary school students love learning by playing. This was stated by Hariyanto (in Listyani, 2017) that elementary school children like activities that are fun, full of fun and of game values. To make the learning process interesting for them, it is necessary to build fun atmosphere for the convenience of learning. The statement is in accordance with the theory in Baharuddin (2017), education and developmental, that, at the final age, children are classified into four major groups, namely self-help, social help, social skills and playing skills. One of the things that can be done to make students learning while playing is by modifying the game media into learning media as stated by Sunar (in Listyani, 2017).

In the research conducted by Hanani (2016) in developing and using learning media in the form of career cards as a substitute for counseling teachers at Samirono Elementary School, it was found that in the use of career cards as learning media, students could more easily recognize the occupations in the card series he made. This is because children unconsciously learn through the process of playing. Learning while playing using games is one of the things that attracts researchers to conduct this study. From many kinds of games, boardgames are one of the interesting media that can be modified into learning media that are familiar to children and easy to use. Boardgames tend to make learning interesting and are very suitable for the purpose of education, at this time, it was not a teacher-centered but interactive student-centered learning. Board games can be modified according to thematic learning. In the 2013 thematic syllabus for the fourth grade students, the carrier guidance is included as materials in a theme 4 concerning kinds of occupation.

Based on the problems above, the researchers were interested in trying to develop a learning media in the form of boardgame to improve students’ career knowledge in fun, interactive and active learning under a title of “The Development of the Boardgame Learning Media (Optional Board and Career Cards) in the Fourth Grade Students of SDN 84 Parepare.” Boardgame was chosen due to the ability to adapt to students' various learning styles. Another reason was that boardgame learning media can achieve learning objectives in accordance with the various themes of various jobs. This boardgame-based learning media was developed to find out the validity and attractiveness of its usability in fourth grade students of SDN 84 Parepare.
METHOD
In this study, the researchers used ADDIE development model from Dick and Carry because it was more general and in accordance with the objectives of the media development to be carried out. ADDIE Model (in Kusprimanto, 2014) is an acronym for Analysis, Design, Development, Production, Implementation or Delivery and Evaluation. This model was chosen since it has some advantages, such as; dynamic and flexible in accordance with the needs needed by the researchers (Ariyanto, 2014). In this study, the researchers only used 3 (three) stages, namely Analysis, Design and Development due to the limited time, research needs and costs.  
At the analysis stage, there were some analysis conducted on the needs of students, contents and formulation of objectives. The design stage consisted of product design, preparation of rules and game instruments and product assessment instruments. The development stage consisted of product making, expert validation (consisting of media experts, material/content experts, practitioners/teachers and students), as well as revisions obtained from suggestions and criticisms from the experts (validators) through a questionnaire. The score obtained was then made in percentage to determine the feasibility of learning media based on the following reference table.
Table 1. Media Feasibility Criteria
	No
	Score in Percent (%)
	Feasibility Criteria

	1
	81% - 100%
	Very Worthly

	2
	61% - 80%
	Worthly

	3
	41% - 60%
	Enough

	4
	21% - 40%
	Not Worthly

	5
	0% - 20%
	Very Unworthly





(Source : Adaptation Arikunto in Ernawati,2017)

RESULTS AND DISCUSSION
Results
The developed product was then tested for product feasibility by the validators/validation experts. There were 4 kinds of validations, namely material expert validation, media expert validation, teacher validation and responses from the fourth grade students of SDN 84 Parepare. The data obtained were then analyzed for its feasibility to find out the media feasibility criteria.

Table 2. Results of Material Expert Validation

	No
	Aspect
	Score V1
	Score V2

	1
	Content Feasibility
	4,5
	5

	2
	Language
	4,67
	5

	3
	Display
	4,5
	5

	4
	Guidance Objectives
	4,67
	5

	Average
	4,59
	5


Description: V1 = Validation stage 1; V2 = Validation stage 2
Table 2 shows the results of material expert validation. Based on the calculation, the assessment made by the material experts in the first stage shows the average results of 4.59 which was converted to 91.8%, based on Table 1, categorized as very feasible. The assessment of the second validation was obtained by obtaining an average of 5 which was converted to 100%, categorized as very feasible.

Graphic 1. Comparison between the Results of Material Expert Validations
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Table 3. Results of Media Expert Validation

	No
	Aspect
	Score V1
	Score V2

	1
	Graphic Design of Media
	5
	5

	2
	Physical Appearance of Package
	4,2
	4,8

	3
	Graphic Design of Package
	1
	5

	4
	Physical Appearance of Career Cards
	5
	5

	5
	Physical Appearance of Boardgame
	2,6
	5

	6
	Ease of Use
	4,5
	5

	7
	Artistic Formation
	5
	5

	8
	Usability
	4,5
	5

	9
	Supporting Capacity
	5
	5

	10
	Rules
	5
	5

	Average
	4,18
	4,98


Description: V1 = Validation stage 1; V2 = Validation stage 2
Table 3 shows the results of media expert validation. Based on the calculation, the assessment of media experts in the first stage shows an average of 4.18 which was converted to 83.6%, based on Table 1, categorized as very feasible. The assessment on the second validation was obtained with the increasing average of 4.98 which was converted to 99.6%, categorized as very feasible category.

Based on the assessment of media and material experts, then Pakakala boardgame learning media is very feasible to be tested. The experiment is a follow-up process after validation to find out whether the developed learning media able to reach the objectives of development or not. The objective of developing Pakakala boardgame as learning media is to be able to achieve the learning objectives, namely the introduction of the kinds of careers that are appropriate to theme 4 concerning various occupations. The experiment aimed to discover the strengths and weaknesses of the process that can be related to the theory of learning media. This experiment stage is different from the implementation stage in the ADDIE theory. This stage was only aimed to see how students and teachers/practitioners respond to Pakakala boardgame learning media developed in the study. From the experiment conducted to 20 fourth grade students of SDN 84 Parepare, the average response was 4.53 which was converted to 90.6%, based on Table 1, categorized as very feasible.

Table 4. Results of Teachers’ Responses
	No
	Aspect
	Score

	1
	Media
	5

	2
	Material
	5

	3
	Language
	5

	4
	Students’ acitivities when using the media
	5

	Average
	5


The responses shown by the teacher in the experiment of Pakakala boardgame learning media obtained the results of 5, categorized as "Very Feasible". The researchers also interviewed the teachers during the experiment process. The teachers considered learning media is very interesting and needs to be improved because it can improve students' interest and participation in the learning process. The Pakakala boardgame learning media was also assessed by the teachers to ease the workload of the teacher since the students can use it independently without the help of a teacher. The teachers added that even though it attracts students’ interest but learning media can cause noisy condition to the class. It will give another task to the teachers to keep the learning situation conducive without disturbing other classes
Discussion

After obtaining the data about the problems and the needs of learning media that are suitable for the fourth grade students, the researchers tried to find relevant theories. The theories are related to the types of learning media that are in accordance with the conditions or characteristics of the fourth grade students who are in concrete operation. There is also a theory about choosing career development in students/children. The fourth grade students are in the fantasy stage where the career selection process is random about the reality that exists in only impressions and fantasies. Career selection at this time is only based on the impression that results in pleasure and can be obtained from the people in their surrounding environment.
Based on the general theory, researchers designed a game-based learning media in accordance with the data collected from a questionnaire distributed to the fourth grade students of SDN 84 Parepare. There are several types of game-based learning media proposed by Seels and Glasglow (in Arsyad, 2017), such as puzzles, simulations, boardgames and cardgames. Researchers chose to develop a boardgame-based learning media. This type of game was chosen because boardgames are one of the interesting media that can be modified into learning media that are familiar to children and easy to use. Boardgames tend to make learning interesting and are very suitable for the purpose of education, at this time, it was not a teacher-centered but interactive student-centered learning. Board games can be modified according to thematic learning.

After making the initial design, the media and material/content experts then conducted validation to it. According to the validators, the developed product has met the criteria. This is supported by the results of the material and media/content validation that direct researchers to revise until the developed products meet the criteria. The Pakakala boardgame has met several criteria in accordance with the opinion of Sisilana & Riyana (in Listyani) that the media is appropriate and in accordance with its objectives. The purpose of developing Pakakala boardgame learning media is that the delivery or learning process in theme 4 in the fourth grade class is directed, uniform and attracts students' interest also in accordance with the objectives of the material objectives.

The results of the assessment are in accordance with the identification of the benefits of learning media as stated by Kemp and Dayton (in Solihatin, 2012) that the delivery of material becomes uniform, clear, interactive and interesting, makes time and energy efficient and improves the quality of student learning outcomes. Based on the content of learning material, the material is in accordance with the contents of the theme 4. Suitability of learning media with the characteristics of the fourth grade students of elementary school who have curiosity, love to play, actively move and ask questions. The use of learning media is adjusted to the hours of learning provided and can also be used outside of learning hours as a source of learning and entertainment for students.

The results of the material expert validation at the final stage obtained a score of 5, categorized as very feasible. The media expert validation obtained a result of 4.98, categorized as very feasible. The students' responses on the experiment showed a result of 4.53, categorized as very feasible. Teachers' responses as an education practitioner, showed a result of 5, categorized as very feasible. The product developed by researchers has quality improvements both in terms of contents, materials and forms of learning media resulted from the validation or advice given by experts at both stages.

Pakakala Boardgame is efficient and easy to carry as a learning media, creating a different learning atmosphere and its use safely used by students independently based on the result of observations that researchers get during the experiment. The results of the experiment observed by the researchers showed students were very enthusiastic and gained new knowledge about the types of career choices. Based on this result, it can be concluded that students enjoy the learning process. The situation or condition is in accordance with the theory conveyed by Hariyanto (in Listyani, 2017) that elementary school students like activities that are fun, full of fun and full of game values. To make the learning process interesting for them, it is necessary to build fun atmosphere for the convenience of learning.
Based on the experiment of using Pakakala boardgame as learning media which was conducted on the fourth grade students of SDN 84 Parepare, there was improvement in career knowledge. It is based on observations when students answer questions from cards on the boardgame. The work that was not previously written on students' career knowledge in the pre-research questionnaire can be answered after answering questions that mention the occupations, workplaces and characteristics.

Based on the whole process that has been carried out by researchers starting from the pre-research and research, the development of Pakakala boardgame as learning media (optional board and career cards) shows changes in the learning process. The changes start from verbalism teaching technique to be active, interactive and fun. The researcher also observed students trying to be more independent in answering questions. The process of discovery learning and group discussion takes place to answer questions on career cards. It is in accordance with the opinion of experts named Latuhem (in Orowala, 2017) regarding the benefits of learning media. The benefits of learning media are:
(1) Interesting and grabbing students' attention to the materials; (2) Reducing and even eliminating verbalism; (3) Overcoming differences in learning experiences based on the socio-economic background of students; (4) Providing new learning experiences; (5) Overcoming the boundaries of space and time; (6) Helping students to develop their minds regularly; (7) Growing student's own business skills based on experience and reality; (8) Enabling direct contact between students and teachers, the community and the surrounding environment.
Based on the stages that have been done, it can be concluded that this development study has achieved the desired goal, namely to produce a feasible career card as a learning media for students in the fourth grade class of SDN 84 Parepare.
CONCLUSIONS AND SUGGESTIONS
The need to develop boardgame learning media in SDN 84 Parepare is for making variations in the learning process. The 2013 curriculum requires teachers to be creative and innovative in making the learning process to be interactive.

The results of the study showed that the validation by material experts is categorized as very feasible (5.0), while the results of the validation by media experts showed that the product is very feasible (4.98). The results of the responses on the experiment showed the product is categorized as very feasible (4.53). The results of the teachers' responses as an education practitioner on the experiment showed that the product is categorized as very feasible (5.0). 

Based on these results, the developed Pakakala boardgame for the fourth grade students of elementary school is suitable for use in learning the theme 4 concerning various occupations. The researchers suggested that the Pakakala boardgame can be used as learning media by the teachers in fourth grade class as the materials for theme 4 concerning various occupations in order to create variations in the learning process.
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