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Abstract 

This study aims to assess the effectiveness of using UNO cards as a teaching aid in accounting education by comparing pre-test and 
post-test scores. The research design employed a before-and-after experimental approach. The study population comprised 244 students 
enrolled in the accounting vocational program across three grade levels, with a reachable population of 172 students in class X. 
Proportional simple random sampling was utilized to select a sample of 60 students, who subsequently completed pre-tests and post-
tests using a motivation questionnaire. Data were quantitatively analyzed using a Likert scale and gain score analysis. Descriptive 
statistical results revealed a significant increase in students' learning motivation, with a post-test mean score of 91.13 compared to the 
pre-test mean score of 70.60. The majority of students exhibited a moderate level of motivation (58.3%), followed by high motivation 
(41.7%). Additionally, the data distribution was found to be normal for both pre-test and post-test scores. The paired sample t-test 
indicated a significant difference between the pre-test and post-test scores (p<0.001), suggesting a positive impact of using UNO cards 
as a learning medium. These findings suggest that the innovative and engaging nature of UNO cards contributes to heightened student 
motivation and active participation in accounting education. In conclusion, the incorporation of UNO cards as a teaching aid in 
accounting education effectively increased students' learning motivation. The use of innovative and engaging learning media, such as 
UNO cards, is recommended to enhance students' interest and enthusiasm in the learning process. 

Keywords: Learning Media, Accounting, Uno Cards, Learning Motivation. 

Introduction 

Learning is an essential aspect of human life because it occurs throughout a person's lifetime. It is a 
deliberate effort by educators to impart knowledge, organize environments, and employ various methods 
to enable students to engage in learning activities effectively and efficiently, yielding optimal results 
(Sugihartono et al., 2007). Learning can be characterized as a dynamic exchange between learners and 
instructors, shaped by a multitude of internal and external elements, all directed towards accomplishing 
the objectives of the educational journey. The effectiveness of this journey is usually denoted by 
favorable alterations in an individual's conduct. 

Vocational High Schools, commonly known as SMKs, are formal institutions designed to prepare students 
to work based on the skills and knowledge they acquire upon graduation. SMKs play a pivotal role in 
producing high-quality graduates and human resources who are expected to seamlessly integrate into 
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society, applying the knowledge and skills they've learned in their respective majors. This aligns with the 
statement made by Sukmadinata & Syaodih (Sukmadinata & Syaodih, 2012), which defines vocational 
education as a system that equips graduates for the workforce, emphasizing practical skills directly relevant 
to job tasks or competencies. As an institution dedicated to workforce development, SMKs require 
cohesive educational elements that collaborate to generate well-prepared graduates for the job market. 

These educational components are oriented towards providing the knowledge and skills necessary for 
specific job roles (Herlina et al., 2021). In vocational education, just as in many other fields, recognizing 
and understanding the differences in learning styles to adapt to the institute's learning conditions and 
students' aptitudes is crucial (Mohamad et al., 2014). Hence, when it comes to the educational process 
in SMKs, it is crucial to take into account vital elements including learning methods, educational 
materials, teaching tools, and the instructional methodologies applied. Additionally, it can be contended 
that maintaining rigorous research standards is pivotal in fostering the triumph of the educational 
journey within SMKs. An exemplification of efficient learning approaches is employing teaching media 
to convey instructional content to students, as it substantially shapes their understanding and familiarity 
with the presented material. 

Learning media (Romig et al., 2018) is closely related to the facilities and infrastructure available at 
school. These facilities and infrastructure play a crucial role in supporting learning activities in schools. 
Unfortunately, school facilities are often underutilized and may become damaged, as in the case of 
projectors, due to teachers not making effective use of these resources (Huang et al., 2020). In this 
section, it is apparent that many schools, including vocational schools where practical work is prevalent, 
still fall short of meeting established standards (Sholihin et al., 2020). 

Nevertheless, the incapacity to make use of specific amenities should not hinder the educational 
experience (Schär & Kaiser, 2006). Hence, educators need to showcase creativity in designing 
educational materials when the school infrastructure cannot be accessed. They can leverage various 
external sources as alternative learning media (Dijkema et al., 2019). A conducive learning environment 
significantly impacts students' motivation during the learning process, especially the surroundings of the 
school. A favorable environment allows students to concentrate on their studies, while an unfavorable 
one, such as proximity to markets and factories, can disrupt school activities (Weyns et al., 2021). 

The proximity of nearby markets and factories can give rise to a range of pollution problems, including 
noise pollution. This noise disturbance has the potential to disrupt students' concentration during their 
learning activities due to the cacophony generated by the environment. Additionally, air pollution poses 
a significant threat to learning activities, as factory emissions can contaminate the air students breathe. 
In such situations, students may not have access to clean air, potentially leading to breathing difficulties. 
Given that the learning process relies on a calm and focused atmosphere, these environmental challenges 
can pose considerable obstacles (Vatankhah, 2021). 

Game-based learning has emerged as a prominent trend in supporting 21st-century education (Azizan 
et al., 2018). According to Nurhasanah and Permatawati (Nurhasanah & Permatawati, 2013), the 
development of modified games as learning tools provides an alternative approach to assist students and 
educators in the learning process. Games used for teaching and learning offer several advantages, 
including their inherent excitement, capacity for facilitating learning interactions, ability to provide direct 
or indirect feedback, applicability to concepts within society, and adaptability through modifications of 
tools or rules, as well as the ease of reproducing them for various participants. Therefore, incorporating 
game-based media into the educational toolkit encourages students to participate more actively in the 
learning journey, ultimately boosting their motivation and communication abilities (Sakif, 2022). 

One of the constructivist theories is the behavioral theory introduced by Burrhus Frederic Skinner. He 
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proposed that behavioral theory is contingent upon consequences (Kearsley in (Batson & Feinberg, 2006)). 
In game design, behavioral theory is utilized to teach players the fundamental rules of the game and to elicit 
responses based on other players' attitudes or behaviors. Players receive direct or indirect positive or 
negative feedback within the game, influencing their actions based on prior experiences. For instance, in 
the Uno card game, when another player draws a +4 card, players will attempt to counteract its effects if 
they possess a similar card. If they lack the card, they must accept its consequences. Nevertheless, all players 
in the game are aware that the number of such cards is decreasing, reducing the likelihood of other players 
having them. Therefore, the constructivist theory can be effectively applied to games. 

One example of card-based learning media is Uno cards. Uno, a card game, is relatively simple and 
suitable for players as young as seven years old. The inception of Uno cards dates back to 1971 in 
Reading, Ohio, when Merle Robbins introduced the game to his family. In 1972, Merle Robbins sold 
the copyright, and the Uno card game gained widespread recognition through International Games Inc. 
(Hidayati, 2014). According to the rules of Uno, each player begins with seven cards. To initiate the 
game, a single card is drawn from the deck and serves as the starting card. To play a card, participants 
must match either the number or color of the starting card. Failure to make a match result in a penalty 
of drawing one card. The game concludes when a player holds just one card and exclaims "UNO." 

U-Eco is a game designed for 4 to 5 players or groups, accompanied by one judge. The gameplay and 
components of U-Eco are somewhat similar to the Uno card game, but U-Eco incorporates theme cards, 
question cards, and material cards. Each material card provides a description of the material, aimed at 
helping students grasp the fundamental concepts, and is accompanied by gameplay. In the U-Eco game, 
there are also symbol cards and question cards that can be strategically employed to obstruct other 
players' paths to victory. This adds an element of excitement to the game as players respond to each 
other's symbol and question cards, striving to hinder their opponents' progress and compete for victory. 
In the context of learning, participants indirectly engage with the concepts introduced in the card game, 
potentially increasing their motivation to learn. Teachers may be more inclined to utilize this media due 
to its flexibility, as it doesn't require extensive equipment like LCD screens or laptops, and it can be 
played in various locations with minimal space requirements. Additionally, the game's rules tend to be 
straightforward, making it accessible even to those playing for the first time. According to J. Briggs (cited 
in (Susilana & Riyana, 2008)), media serves as a tool to engage students in the learning process, 
emphasizing the importance of physical, mental, and emotional engagement. Uno cards can be used as 
an educational medium, promoting fine motor skills, social interaction, and strategic thinking. 

Learning motivation plays a pivotal role in students' pursuit of their educational goals. It derives from the 
concept of "motive," which signifies the driving force behind one's actions. Scholars like Holmes and 
Rasmussen (Holmes & Rasmussen, 2018) describe it as the internal impetus that propels individuals to engage 
in specific activities aimed at achieving goals. Al-Balushi et al. (Al-Balushi et al., 2020) expand on this by 
highlighting motivation as the catalyst for a change in an individual's energy, triggering emotions, and preceding 
goal-oriented actions. Quinn et al. (Quinn et al., 2020) characterize motivation as a condition present within an 
individual that encourages them to undertake specific activities to attain a goal. Minniti et al. (Minniti et al., 2017) 
define motivation as encompassing all the drives, desires, needs, and forces that steer an individual's behavior. 
Learning motivation, as elaborated by Huang et al. (Huang et al., 2020), represents the driving force that leads 
students to engage in learning activities, ensuring continuity and providing direction toward achieving desired 
learning objectives. It is this internal drive that kindles enthusiasm, direction, and persistence during learning, as 
emphasized by Osman & Warner and Zendrato et al. (Osman & Warner, 2020; Zendrato et al., 2020). Motivated 
behavior, as described by Bjekić et al. (Bjekić et al., 2014), is marked by non-intellectual psychological factors 
that ignite passion for learning, enabling students to actively participate in educational activities. 
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Teachers play a pivotal role in motivating students within the learning process. Educators must employ 
engaging teaching methods and captivating learning materials to capture students' attention, as Meyer et al. 
(Meyer et al., 2019) point out. In summary, techniques such as the use of games as an enjoyable learning 
medium can spark students' interest, creating a pleasant classroom atmosphere and fostering motivation. 

Media acts as a conduit for information, facilitating the interactive exchange between educators and students. It 
serves as the intermediary that conveys messages between the source and the recipient. According to Romadhon 
et al. and Sholihin et al. (Romadhon et al., 2019; Sholihin et al., 2020), a medium functions as a bridge for 
information transmission. Teachers, as facilitators in the learning process, communicate learning objectives 
through various methods and media, as indicated by Malhotra & Verma (Malhotra & Verma, 2020). Media, in 
this context, encompasses various components within the student's environment that stimulate learning (Jogezai 
et al., 2021). Ying et al. (Ying et al., 2020) propose that learning media serves three primary functions for 
individuals and groups: motivating interest or action, presenting information, and providing instruction. 
Learning media not only captures students' attention but also ignites enthusiasm, creating an enjoyable learning 
environment, especially when students actively engage with it. Additionally, media can provide entertainment 
value, alleviating the monotony that can accompany learning (Vie, 2018). 

When selecting learning media, considerations should include alignment with learning objectives, 
support for content, practicality, teacher proficiency, and suitability for students' cognitive development 
levels (Knoop-van Campen et al., 2020). Malhotra & Verma (Malhotra & Verma, 2020) stress the 
importance of media aligning with teaching objectives, learning content, ease of accessibility, teacher 
proficiency, and synchronization with students' cognitive levels. 

UNO cards, originally created in 1971 by Merle Robbins and popularized by International Games Inc., 
have become a globally recognized game. Accounting UNO Card Learning Media, designed for the 
teaching and learning of accounting, qualifies as a form of learning media (Sanjaya, 2013). This medium 
is adapted for instructional messages and teaching elements related to accounting. It falls within the 
category of print-based learning media (Arsyad, 2014). 

The competency in managing petty cash is a fundamental aspect of the Accounting curriculum for SMK Class 
X Accounting students. This competency encompasses a range of vital skills, including the description of petty 
cash fund administration, the calculation of petty cash fund mutations and differences, the proper handling of 
petty cash funds, and the meticulous recording of these financial transactions. These competencies, integral to a 
well-rounded accounting education, are typically imparted during the even semester of class X as part of the 
KTSP curriculum for Vocational High Schools (SMK). In addition to theoretical knowledge, students also learn 
the practical intricacies of petty cash management, including understanding the procedures, transactions, 
mutations, and the importance of maintaining a precise balance. Companies rely on effective supervision, often 
involving regular or surprise audits, to ensure the integrity of their petty cash management systems, particularly 
when employing the fixed fund method. Hence, mastering the competency in managing petty cash equips 
students with practical skills essential for real-world accounting practices. 

The use of an appropriate and clear learning model provides a valuable framework for effective media 
selection, particularly in the implementation of teaching methods using games like Monopoly, 
supplemented with reflection, which is an integral part of the learning process. The instructor/teacher's 
role in applying the learning model is pivotal in guiding students toward desired learning outcomes and 
providing support to the learning group. Therefore, the development of an accounting skills learning 
model is a crucial consideration in preparing the workforce. 

Research Methods 
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In this study, the researchers evaluated the effectiveness of the products by comparing pre-test and post-test 
scores. The research design employed to assess the product's effectiveness is an experimental design known 
as the "before-after" design. As Sugiyono (Sugiyono, 2015) points out, "experiments can be conducted by 
comparing the situation before and after implementing a new teaching method (before-after)." 

Figure 1: Experimental Design (Before-After). 

 

Based on Figure 1, an explanation can be provided regarding the experiment, which was conducted by 
comparing the results of O1 and O2. O1 represents the pre-test value before the application of the 
Accounting UNO Card media, while O2 represents the post-test value after the application of the 
Accounting UNO Card media. The effectiveness of the developed Accounting UNO Card media is 
assessed by comparing the O2 post-test value to the O1 pre-test value. If the O2 value is greater than 
O1, then the teaching method is considered effective. 

The study population consisted of 244 students enrolled in the vocational accounting skills program, 
divided into three grades. The accessible population included all students in the Class X accounting skills 
program, totaling 172 students. The sample selection process adhered to specific criteria (Reips & 
Krantz, 2010). Proportional Simple Random Sampling (Reips & Krantz, 2010) was employed as the 
sampling technique, involving the random selection of sample members from the population without 
consideration of strata, while maintaining a proportional distribution similar to that of the population. 

Data for analyzing students' Learning Motivation was collected through a questionnaire administered 
both before and after using the UNO Accounting Card Learning Media. The validity and reliability of 
the instrument were tested (Bolarinwa, 2015). The validity test utilized the product-moment correlation 
with raw scores, and the reliability test assessed the reliability of valid statement items using the Alpha 
formula (Taherdoost, 2018). 

A Data Normality Test was conducted (Ghofar et al., 2007; Lufkin et al., 2016; Suliyanto, 2011a) to 
determine whether the data followed a normal distribution or not. Data is considered normally 
distributed if Lo < Lt. Normality tests were carried out for student learning motivation using UNO cards 
as the learning media both before and after the experiment. A Data Homogeneity Test (Ghofar et al., 
2007; Lufkin et al., 2016) was performed to ascertain whether the data came from the same population. 
This homogeneity test was conducted using the F-test at a significance level of 0.05% (Suliyanto, 2011b). 

Hypothesis testing (Farrugia et al., 2010) was carried out after confirming that the sample data met the 
requirements for normal distribution and homogeneity. To determine differences, the hypothesis test 
used the T-test for separate samples (Brown & Melamed, 2020). 

Research Findings 

Analysis Result 

1) Descriptive Statistic 

Of the 172 students in the population, 60 students were randomly taken using the Proportional Simple 
Random Sampling technique, so that 60 students were obtained, getting the same treatment where they 
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were given a pretest and posttest for learning Accounting using UNO cards as the learning media. 

Table 1: Descriptive Statistics. 
 N Minimum Maximum Mean Std. Deviation 

Pre Test 60 56 85 70.60 6.402 

Post Test 60 84 100 91.13 4.241 

Valid N (listwise) 60     

Table 1 provides descriptive statistics for "Pre-Test" and "Post Test" based on a sample of 60 individuals. 
In the Pre-Test, scores ranged from 56 to 85, with an average of 70.60 and a standard deviation of 6.402. 
In the Post Test, scores ranged from 84 to 100, with an average of 91.13 and a standard deviation of 
4.241. The table clearly shows a significant improvement in scores from Pre-Test (70.60) to Post Test 
(91.13), with a smaller standard deviation in the Post Test (4.241) compared to the Pre Test (6.402). This 
suggests that the intervention or treatment had a positive impact on scores, supported by a dataset of 60 
complete samples, reinforcing the study's credibility. 

2) Score Acquisition Categories 

Table 2: Score Acquisition Categories. 
 Frequency Percent Valid Percent Cumulative Percent 

Valid 

High 25 41.7 41.7 41.7 

Moderate 35 58.3 58.3 100.0 

Total 60 100.0 100.0  

Table 2 presents data on the motivation levels of the respondents. The analysis results indicate that the majority, 
accounting for 58.3%, fall into the medium motivation category, comprising a total of 35 respondents out of 
the 60 participants. This suggests that most of the respondents exhibit a stable level of motivation, not 
excessively high nor too low. While this moderate level of motivation can be deemed satisfactory, it is crucial 
for individuals to continuously strive to enhance their motivation, enabling them to unlock their full potential 
and achieve their goals more effectively. Developing and sustaining positive motivation serves as a key factor in 
achieving success in various facets of life. With an awareness of this data, it is hoped that individuals will find 
increased motivation to persevere and strive for even greater achievements. 

3) Normality Test 

The normality test assesses if both data groups follow a normal distribution. During this test, significant 
disparities between the distribution of the tested data and the normal distribution are examined. The test 
results are indicated by the Test Statistic, which represents the statistical value obtained from this test. 

Table 3: Normality Test Results. 
One-Sample Kolmogorov-Smirnov Test 

 Pre-Test Post Test 
N 60 60 

Normal Parametersa,b 
Mean 70.60 91.13 
Std. Deviation 6.402 4.241 

Most Extreme Differences 
Absolute .104 .103 
Positive .058 .103 
Negative -.104 -.070 

Test Statistic .104 .103 
Asymp. Sig. (2-tailed) .169c .177c 
a. Test distribution is Normal. 
b. Calculated from data. 
c. Lilliefors Significance Correction. 
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In the Pre-Test group, the Test Statistic is 0.104, and the Asymp. Sig. (2-tailed) is 0.169c. In the Post 
Test group, the Test Statistic is 0.103, with an Asymp. Sig. (2-tailed) of 0.177c. If the Asymp. Sig. (2-
tailed) exceeds alpha (typically 0.05), we accept the null hypothesis, indicating a normal distribution. 
Conversely, if it's below alpha, we accept the alternative hypothesis, suggesting non-normality. In both 
groups, Asymp. Sig. (2-tailed) values (0.169c in Pre-Test and 0.177c in Post Test) are greater than 0.05, 
so we accept the null hypothesis, implying both groups follow a normal distribution. 

4) Learning Motivation 

Student motivation was evaluated twice in the research: before the study (pre-test) and after (post-test). 
Table 4 displays the results of both tests, which employed UNO card learning media for students in the 
SMK accounting expertise program. 

Table 4: Description of Pre-test and Post-Test Values. 
 Mean N Std. Deviation Std. Error Mean 

Pair 1 
Pre-Test 70.60 60 6.402 .827 

Post Test 91.13 60 4.241 .547 

This study involved 60 participants as research subjects. The pre-test results revealed a mean score of 
70.60, with a standard deviation of 6.402 and a standard error of the mean of 0.827. Following the 
treatment, the research subjects underwent a post-test. The post-test results exhibited a significant 
increase in the mean score compared to the pre-test. The mean post-test score was 91.13, with a standard 
deviation of 4.241 and a standard error of the mean of 0.547. These results indicate that the treatment 
or intervention provided had a positive impact, leading to an increase in the scores of the research 
subjects from the pre-test to the post-test. 

5) Significance of Student Learning Motivation 

The Paired Samples Test is used to compare the means of two measurements from the same sample. 
Researchers conducted a t-test analysis at a significance level (α) of 0.05, with degrees of freedom (df) equal 
to N-1, where N is the number of subjects, to determine the significance of the pre-test and post-test values. 

Table 5: T Test Results. 
Paired Samples Test 

 

Paired Differences t df 
Sig. (2-
tailed) 

Mean 
Std. 

Deviation 
Std. Error 

Mean 

95% Confidence Interval of the 
Difference    

Lower Upper 

Pair 
1 

Pre-Test - Post 
Test 

-
20.533 

8.115 1.048 -22.630 -18.437 
-

19.601 
59 .000 

Table 5 reveals the analysis of 59 data pairs. The mean difference between Pre Test and Post Test is -
20.533, with a standard deviation of 8.115 indicating data variability. The standard error of the mean 
(SEM) is 1.048, representing estimated mean difference uncertainty. 

The 95% Confidence Interval of the Difference is -22.630 to -18.437, indicating a likely range for the 
mean difference with 95% confidence. The Paired Samples Test reveals a very low p-value (Sig. 0.000), 
indicating a significant difference between pretest and posttest results. This suggests that using UNO 
cards as a learning tool has an impact on Accounting in Class X SMK in Jakarta in 2023. 
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Discussion 

Based on the analysis of the "Paired Samples Test" output, the significance value (Sig.) is 0.000, which 
is lower than the predetermined significance level of 0.05. Consequently, we reject the null hypothesis 
(H0) stating no difference between pretest and posttest results and accept the alternative hypothesis (Ha) 
indicating an average difference. Thus, we conclude there is a significant improvement in students' 
pretest and posttest results when using UNO cards as a learning tool for Accounting in class X SMK in 
Jakarta in 2023. This suggests that UNO cards positively influence students' understanding and learning 
achievement. The very low significance value (0.000) implies that this difference is not due to random 
error, affirming that UNO cards are indeed effective in enhancing learning outcomes. 

The study's findings demonstrate that incorporating UNO cards as a learning tool can enhance students' 
comprehension and academic performance in accounting. By offering an engaging and interactive 
learning experience, UNO cards likely encouraged greater student involvement and improved their grasp 
of the subject matter. 

In the realm of education, the utilization of innovative and effective teaching aids is crucial for elevating student 
learning outcomes. This discovery holds significant potential for educators and educational institutions looking 
to enhance classroom learning quality. Moreover, the study's outcomes may inspire additional research into the 
utilization and optimization of other interactive learning resources within an educational setting. 

The data collected from the students showed that there was a mean pretest score of 68.25 and a mean 
posttest score of 82.58. The difference between the two mean scores is highly significant, amounting to 
14.33, illustrating a substantial contrast in student learning outcomes before and after the intervention. 

The significant increase in posttest scores can be interpreted as an indication that the intervention or 
learning provided has had a positive impact on students' abilities and knowledge. During the learning 
period, students experienced a heightened understanding of the material taught, reflecting the 
effectiveness of the teaching method applied. This suggests that students have successfully absorbed the 
material better and were able to apply the knowledge gained in the context of the posttest. 

From the results of the data analysis above, it is evident that there is an influence caused by the UNO 
card game media that makes students happier, more engaged, and less likely to become bored or sleepy 
during the learning process. Furthermore, the researcher explained the learning objectives and rules of 
playing the UNO card game. Once students grasped the rules of play, they immediately engaged in the 
learning process while adhering to the established rules. Students had the opportunity to seek 
clarification from the researcher if there were any aspects they didn't understand. Subsequently, the 
researcher rewarded students who were willing to present or write their answers in front of the class. In 
contrast, in the control class, students were encouraged to actively listen to the material provided and 
then proceed with exercises, often resulting in boredom and drowsiness. 

The development of learning media is a crucial effort in enhancing the quality of the teaching and 
learning process in schools, especially in accounting lessons. Managing petty cash, a fundamental skill 
required by students in the SMK accounting expertise program, is one of the essential topics in 
accounting lessons. To achieve optimal learning objectives, the use of innovative and engaging learning 
media, such as UNO cards, can be a highly effective choice. 

The use of UNO cards as learning media in teaching the concept of managing petty cash in accounting 
lessons offers several advantages. First, UNO cards are a popular game and are favored by many 
students. By incorporating this enjoyable game, students are more likely to be actively engaged in the 
learning process. This increased participation enhances their overall motivation to learn. 
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Furthermore, UNO cards can be adapted into games directly related to the concept of managing petty 
cash. For instance, each UNO card can be associated with different concepts of petty cash transactions, 
such as cash receipts, office purchases, or employee payroll. Students can play UNO cards while 
simultaneously comprehending and applying these accounting concepts, making the learning process 
more interactive and enjoyable. 

The use of UNO cards also contributes to the development of students' social skills. While playing UNO 
cards, students engage in communication with classmates, discuss game strategies, and plan steps to 
achieve game objectives. These social skills are highly valuable in future workplaces, particularly for 
students in the accounting expertise program who are likely to work in fields requiring teamwork and 
effective communication. 

Overall, the integration of UNO card learning media into the instruction of managing petty cash in 
accounting lessons at SMK has significant potential to boost student learning motivation. Through this 
innovative and enjoyable approach, students become more immersed in the learning process and gain a 
better understanding of the accounting concepts being taught. Additionally, the use of UNO cards can 
help students develop social skills that will benefit them in their future lives and careers. Therefore, it is 
recommended that educators in SMK consider UNO cards as an effective alternative learning medium 
for teaching managing petty cash in accounting lessons. 

The findings of this study are consistent with Sanjaya's theory (Sanjaya, 2011), which posits that one of 
the functions of media is to boost students' enthusiasm and motivation for learning. By incorporating 
novel and varied learning media, students can gain new experiences that stimulate their curiosity, 
indirectly leading to increased enthusiasm, as elucidated in Azhar's theory (Azhar, 2015). This 
underscores a practical advantage of integrating learning media into the teaching and learning process, 
as it can effectively capture and steer students' attention, ultimately elevating their motivation to learn. 

This research implies that the adoption of innovative and varied learning media can positively impact 
students' motivation to learn. Thus, educators can continuously update and optimize existing learning 
media in the teaching process. The objective is to introduce stimuli that stimulate students' curiosity and 
interest, ultimately fostering greater enthusiasm and motivation in the learning process. 

Conclusion 

The increase in learning motivation among Class X Accounting students at SMK DKI Jakarta can be 
observed through the disparity in motivation scores before and after the implementation of learning 
media. To gauge this increase, a gain score test was conducted using data collected from a group of 
students. The analysis results indicate a significant difference between students' motivation scores before 
and after the utilization of learning media. In the pretest phase, the average student motivation score 
was 68.25, whereas in the posttest phase, the average score increased to 82.58. This 14.33-point 
difference underscores a substantial improvement in student learning outcomes following the 
intervention involving UNO Accounting Card Learning Media. 

In light of these results, we can conclude that the utilization of Accounting UNO Card Learning Media 
effectively boosts students' motivation to learn. The existence of this significant difference indicates that 
the learning media has successfully increased students' enthusiasm and engagement in accounting 
education. The application of innovative and captivating learning tools like Accounting UNO Cards 
contributes to the creation of a more engaging and interactive learning environment, thereby increasing 
student motivation and active participation in the learning process. 
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Drawing from the findings and recognizing the limitations of the prior developmental research, several 
relevant suggestions emerge for the utilization and further enhancement of Accounting UNO Card Learning 
Media: First, Accounting UNO Card Learning Media should undergo further development as a proven means 
to boost student learning motivation. This way, educators can employ Accounting UNO cards as a relevant 
alternative learning tool applicable to various fundamental competencies and subjects. Second, expanding the 
scope of Accounting UNO Card media beyond ledger processing to encompass all relevant fundamental 
competencies in accounting subjects would make it a more comprehensive and versatile resource for 
supporting student learning. Third, comprehensive measurement of students' learning motivation after using 
this media should be conducted across multiple classes, not limited to just one. This approach aims to yield 
more relevant and representative results and offer a clearer understanding of the effectiveness of Accounting 
UNO Card Learning Media. Fourth, to enhance the durability and longevity of Accounting UNO Card 
media, further refinement of the materials used in its production is essential. This will result in a sturdier 
product less prone to damage, ensuring relevant and sustainable benefits over an extended period. 
Implementation of these relevant suggestions aims to transform Accounting UNO Card Learning Media into 
a more effective and relevant tool for supporting the student learning process in accounting subjects. 
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