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Abstract

This research was Research and Development (R&D). The research aimed at developing
Accounting Uno Card Game as an Accounting Learning Media in basic competence of
adjustment entries and knowing the feasibility of Accounting Uno Card Game as an
Accounting Learning Mediain in basic competence of adjustment entries. Questionnaires used
for data collection and were analyzed using qualitative quantitative method. Research results:
(1) five stages of developing Accounting Uno Card Game were Anaysis, Design,
Development, Implementation, Evauation, (2) the assessment score by material expert was
4.92 classified as Strongly Feasible, (3) the assessment score by media expert was 4.38
classified as Strongly Feasible, (4) the assessment score by teacher was 4.26 classified as
Strongly Feasible, (5) students’ responses obtained in small group tryout was 4.21 classified as
Strongly Feasible, while in field tryout was 4.10 classified as Feasible, and the increase from
pre-test to post-test was 57,5% classified as Moderate.
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Abstrak

Penelitian ini merupakan penelitian dan pengembangan (R&D). Penelitian ini bertujuan untuk
mengembangkan Permainan Accounting Uno Card sebagai media pembelajaran akuntans pada
kompetensi dasar Jurnal Penyesuaian dan mengetahui kelayakan Permainan Accounting Uno Card
sebagai media pembelajaran akuntansi pada kompetensi dasar Jurnal Penyesuaian. Kuesioner
digunakan sebagai teknik pengumpulan data. Data dianalisis secara deskriptif kualitatif dan
kuantitatif. Hasil penelitian: (1) lima tahap pengembangan Permainan Accounting Uno Card yaitu
Analysis, Design, Development, Implementation, dan Evaluation, (2) skor penilaian dari ahli materi
yaitu 4,92 dengan kategori Sangat Layak, (3) skor penilaian dari ahli media yaitu 4,38 dengan kategori
Sangat Layak, (4) skor penilaian dari guru yaitu 4,26 dengan kategori Sangat Layak, (4) rata-rata skor
respon siswa dari uji coba kelompok kecil yaitu 4,21 dengan kategori Sangat Layak, sedangkan skor
pada uji coba lapangan yaitu 4,10 dengan kategori layak (5) hasil peningkatan dari pre-test ke post-
test siswa sebesar 57,5% dengan kategori Sedang.

Kata kunci: Permainan Accounting Uno Card, Media Pembelajaran Akuntansi
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INTRODUCTION

Lifelong learning is an obligation in
human life because learning process occurs
during a person is lived and the learning
process runs throughout their life. Learning
is an effort that was done purposely by
educators to convey knowledge, organize
and create an environment system with a
variety of methods so that students can
undertake learning activities effectively and
efficiently  with
(Sugihartono, et al., 2012: 81). Vocational
High School as known as SMK is aformal

optimal results

institution that serves to prepare the
studentsin order to be able to wok based on
the skill and knowledge that participants
have after graduating. Therefore, the
learning process is organized in Vocational
High School needs to look at the important
components such as learning strategies,
learning resources, media, learning and
teaching model that are used. One of the
applications of learning strategiesisthe use
of teaching mediain presenting the material
to the students.

Fun learning can help students to
understand the material presented by the
teacher. One way to be able to create a
learning atmosphere that is fun, interesting,
and memorable is to involve the cregative
and innovative learning by utilizing
learning media. According to Rossi and
Briedle (1996) as cited in Sanjaya (2013:

163) learning media is all the tools and
materials that can be used to achieve the
goa of education. One of the learning
media card is uno card. The uno card
gameis pretty easy and it can be used to
play at the age of seven years. Uno card
first created in 1971 in Reading, Ohio by
Merle Robbins. (Hidayati & Hakim, 2014:
2). The rules of uno card game are each
player initially gets seven cards. At the
beginning of the game, a single card is
drawn from the pile card and this card acted
asdeal card. In order to be able to play this
card, a player in turn should equate the
number or the color of the card, if thereis
no match with the card then the player must
take one card as punishment.

J. Briggs as cited in Susilana & Riyana
(2008: 66) suggests that the media as atool
to give stimulus for learners or students so
that learning occurs. An effective learning
process happens with teacher who seek one
important aspect inlearning, i.e. students
should be active both physically, mentally,
and emotionally. The uno card game can be
used as a learning media by engaging
students play an active role in physical,
mental, or emotional, such as expressed by
Daniel (2015), some educational benefits of
uno card are fine motoric skills, social
interaction, and strategic thinking. It is
suitable with statement of Kumar &
Lightner (2007) and Wilson et a., (2009) as
cited in Spandler (2016: 108) that
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educational games can focus on students’
attention, can enhance positive peer
relationships, and can lead to a deeper
understanding of material and more
advanced problem-solving skills.

Based on the results of observation on
November 26" 2016 in class X AK 3 SMK
Negeri 7 Yogyakarta in the accounting
service company subject, it can be noted
that the use of learning mediain that subject
is already done, but in practice still has not
impacted optimally. Thisis because teacher
used lecture method with power point
media to explain the material so that the
learning activities became teacher centered
and it will not involve students as awhole.
There are 8 students of 28 students or
equivalent to 28.6% of students are actively
involved to respond the questions from the
teacher during the learning process. While
the rest of them looks quiet, sleepy, and
does not respond to teacher’s question. In
addition, teacher also use a sheet of
exercise continuoudly to test the students’
understanding. This monotonous |earning
process with less comfortable condition
makes students get quickly bored during the
learning process. When studentsfeel
bored then it will tend not to pay attention
to the explanations from the teacher so that
the goa of the leaning processis
not achieved.

The position of the media in the

learning process is very important because

it can serve as an intermediary which will
help in covering up the deficiency and
obscurity of the materials submitted by
teachers. Learning media can clarify the
presentation of messages and information
so it can facilitate and improve the
processes and outcomes of learning.
(Kustandi & Sutjipto, 2013: 23). One of the
learning media that can be developed is
Accounting Uno Card Game media that
will be modified from uno card game in
genera. Accounting Uno Card Game will
consist of several material cards and
guestion cards of adjustment entries
basic competence to help the students
understanding the material during learning
the material because the adjustment entries
is categorized into materia that is difficult
and it also requires alogic understanding.
Based on the background above, researcher
encouraged to conduct the research entitled
"The Development of Accounting Uno
Card Game as an Accounting Learning
Mediain Basic Competence of Adjustment
Entries for Studentsin Class X AK 3 SMK
Negeri 7 Yogyakarta Academic Year
2016/2017".

Research objectives of this research
were developing Accounting Uno Card
Game as an Accounting Learning Mediain
in basic competence of adjustment entries
for students of class X AK 3 SMK Negeri 7
Y ogyakarta, and knowing the feasibility of

Accounting Uno Card Game as an
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Accounting Learning Media in basic
competence of adjustment entries for
students of class X AK 3 SMK Negeri 7
Y ogyakarta.

RESEARCH METHOD
Types of Research

This research belonged to Research and
Development (R&D).
Place and Time of Research

This research was conducted in SMK
Negeri 7 Y ogyakartathat islocated at Jalan
Gowongan Kidul JT 111/416. This research
was conducted from November 2016 until
April 2017.
Subject and Object of Research

The subjects of this research were one
material expert, one media expert, one
accounting subject practitioner, and
Accounting Students of class X in SMK
Negeri 7 Yogyakarta which consisted of
eight students of class X AK 2 for a small
group tryout and thirty one students of class
X AK 3 for field tryout to implement the
Accounting Uno Card Game as an
accounting learning media. Object in this
research was the feasibility of Accounting
Uno Card Game as an accounting learning
media by the validator as seen from
learning aspect, material aspect, language
aspect and display aspect.
Resear ch Procedure

This research procedure applied the
ADDIE model of development by Dick and

Carry, which consists of Analysis, Design,
Devel opment,
Evaluation.

Implementation and

Types of Data

The data that were collected in this
research consisted of two data, there were
guditative  and
Qualitative data is data about the

guantitative  data.

development of the learning media that
took the form of criticism and suggestion
from media expert, materia expert,
accounting teacher and  students.
Quantitative data were obtained from the
assessment of learning media by media
expert, material expert, accounting subject
practitioner, and students.
Data Collection Technique

The data collection techniques in this
research used questionnaire.
Resear ch I nstrument

Data collection instruments that was
used in this research was questionnaires.
There weretwo kinds of questionnaires that
would be used, namely validation
questionnaire and students’ response
guestionnaire.
Data Analysis Technique

Qualitative data in the form of
suggestion and feedback were given by the
lecturers as a media expert and material
expert, teacher as an accounting subject
practitioner and the students were analyzed
with qualitative descriptive anaysis.

Quantitative descriptive analysis was used
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to process the data obtained through
guestionnaires in the form of a score. The
steps were changing the qualitative
assessment to be a quantitative, calculating
average score for each indicator, the
average of the results obtained in the form
of quantitative datais converted back into a
qualitative data regarding the feasibility of
the media based on ideal conversion
guidelines as follows:

Table 1. Score Conversion to Five-Scale

Score Interval Range Category
Score
5 X> Xji+ 421- Strongly
1.8 i 5.00 Feasible
4 X+06 341- Feasible
< Xi+18
3 Xi—-0.6 2.61 - Enough
<Xi+0.6
2 Xi-1.8 181- Unfeasible
<Xi-0.6
1 x<xi—- 0- Strongly
Sbi_ 1.80 Unfeasible

Source : Sukardjo (2005: 53)

Beside that, Calculating the average
gain score toward students of class X AK 3
after using mediawith formula:

post test score — pre test

< gain >= ,
maximum score — pre test

(Méeltzer, 2002; 1260)

Determine the criteriafor the acquisition of
gain score can be seen in the following
table:

Table 2. Category of Earnings Gain Score

Range Category
g=0,7 High
0,3<g<0,7 Moderate
g<0,3 Low
RESEACH RESULT AND
DISCUSSION

The Development of Accounting Uno
Card Game

a. Anaysis Stage

At this stage of the analysis, there were
several stages that was done to find out the
information used as the basis for the
development of Accounting Uno Card
Game learning media. The activities
consisted of determine the purpose of the
product development, analysis of the core
competence and basic competence that
contains in the learning media, and analyze
the indicator of basic competence that will
be included in learning media.

b. Design Stage

At the design stage, the activities were
preparation of adjustment entries material,
making product’s design that consisted of
walk cards, special cards, materia cards,
guestion cards, answer cards, point note,
game instruction, and box of Accounting
Uno Card. The last activities was arrange
the assessment instruments of learning
media.

c. Development Stage
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At this stage consisted of severa
activities including: (1) product making, (2)
validation stage | by material expert and
media expert, (3) revision stage | from
material expert and media expert related to
material aspect and communication visual
aspect, (4) validation stage Il by accounting
teacher.

d. Implementation Stage

At this stage, the activities were: (1)
small group tryout on 8 students of class X
AK 2 SMK Negeri 7 Yogyakarta, (2)
revision stage |l based on suggestion from
students in small group tryout related to
answer card number 8, and (3) field tryout
on 31 studentsof Class X AK 3 SMK Negeri
7 Yogyakarta. The students were divided
into four groups.

Table 3. Data of Field Tryout Result

Game a?tor;g- Mate-
Gro- y rial Total
Dura- Answe )
up tion The Ques- Card Point
. Read
tion
All players
1 .42 answer All cards 125
minutes . read
guestion
5 All players 2 Unread
. answer 107
minutes . cards
guestion
All players
3 .40 answer All cards 100
minutes . read
guestion
All players
4 .43 answer 1 Unread 103
minutes - card
question

e. Evauation Stage
The last stage in the development of

AccountingUno Card Game is the
evaluation stage. This stage measured the

achievement of product development.

The Feasibility of Accounting Uno Card
Game
a. Materia expert

Validation of materia expert was
conducted by Mrs. Adeng Pustikaningsih,
M.Si (Lecturer of Accounting Education).
Validation was done related to the
feasibility of material aspect, language
aspect, and learning aspect of Accounting
Uno Card Game. The validation results
of material expert in summary can be seen
in the following table:

Table 4. Recapitulation of Validation
Result by Material Expert

No. Aspect Score
1. Material Aspect 4.75
2. Language Aspect 5.00
3. Learning Aspect 5.00

Average Score 4.92
—

Source: Data of Devel opment Research that
have been Processed

In table 4, it is known that the
validation result of the material expert as a
whole obtained the average score of 4.92.
Based on table 1 of score conversion into a
five-scal e score, the validation result of the
material expert isin the range of 4.21 X <
500 in the category of "Strongly
Feasible’. Therefore, Accounting Uno
Card Game deserves to be tested according
to the comments and suggestions from the
material expert and can be used as a

learning media viewed from material
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aspect, language aspect, and learning
aspect.
b. Media Expert

Validation by media expet was
conducted by Mr. Rizqi Ilyasa Aghni, M.Pd
(Lecturer  of
Validation was done related to the feasibility

Accounting  Education).

of media engineering aspect and visud

communication aspect of Accounting Uno

Card Game.
Table 5. Recapitulation of Validation
Result by Media Expert
No. Aspect Score
1. MediaEngineering
Aspect 4.46
2. Visud
Communication
Aspect 4.29
Average Score 4.38
Category Strongly
Feasible

Source: Data of Development Research
that have been Processed
The result of validation by media expert

asawhole presented in table 5 obtained the
average score of 4.38. Based on table 1 of
score conversion into the five scale scores,
the validation result by media expert is in
the range of 4.21 X < 5.00 in the category
of "Strongly Feasible'. In conclusion,
Accounting Uno Card Game deserve to be
tested according to suggestion from media
expert and can be used as alearning media
viewed from media engineering aspect and
visual communication aspect.
c. Accounting Teacher

Validation

conducted by Mrs. Lembah Srigati, S.Pd.

by accounting teacher

Validation conducted by accounting teacher
related to material aspect, language aspect,
learning aspect, and visual communication

aspect.

Table 6. Recapitulation of Validation
Result by Accounting Teacher

No. Aspect Score
1. Material Aspect 4.00
2. Language Aspect 4.00
3. Learning Aspect 4.60
4. Visud
Communication
Aspect 4.44
Average Score 4.26
Category Strongly
Feasible
Source: Data of Development Research
that have been Processed

Based on the assessment from
accounting teacher, it is known that
Accounting Uno Card Game got the
average score of 4.26. In accordance with
table 1 on score conversion into a five-
scale, the validation result by expert is
located in the range of 4.21 X < 5.20 in the
category of "Strongly Feasble'. In
conclusion, Accounting Uno Card Game
Mediadeserves to betested and can be used
as a learning media in terms of media
engineering aspect and visua
communication aspect.

Students’ Response of Accounting Uno
Card Game

a.  Small Group Tryout

Small group tryout was conducted in
Class X AK 2. At the end of small group
tryout, the researcher distributed a students
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response questionnaire to find out the
opinions of students about learning media
that have been developed viewed from
material aspect, learning aspect, language
aspect, and visual communication aspect.
Here are the results of student responsesin
small group tryout:

Table 7. Recapitulation of Students’
Response Result in Small Group Tryout

No. Aspect Total Average

Score Score
1 Materid 93 3.88
Aspect
2  Language 93 3.88
Aspect
3  Learning 174 4.35
Aspect
4  Visud 341 4.74
Communi-
cation
Aspect
Average 4.21

Source: Data of Development Research
that have been Processed

The result of students’ responses
indicate that the learning mediain the form
of Accounting Uno Card Game considered
feasible to be tested with the average score
of 4.21 whichislocated in therange of X >
4.20 in the category of Strongly Feasible.

b. Field Tryout

Field tryout was conducted in Class X
AK 3. Based on the result of questionnaires
on field tryout obtained the following
recapitulation:

Table 8. Recapitulation of Students’
Response Result in Field Tryout

No. Aspect Total Average
Score  Score

1 Materid 385 4.27
Aspect

2  Language 359 3.86
Aspect

3  Learning 627 4.05
Aspect

4  Visud 1193 4.28
Communi-
cation
Aspect
Average Score 4.10

Source: Data of Development Research
that have been Processed

Learning media in the form of
Accounting Uno Card Game viewed from
the material aspect, language aspect,
learning aspect, and visual communication
aspect of the students when the field tryout
obtained the overall average (X) that is4.10
that located in the range of 3.41 X < 4.20
with feasible category. In conclusion,
Accounting Uno Card Game include in
" Feasible" category.

The Increase of Pre-test ad Post-test
after Students Using Accounting Uno
Card Game

Here aretheresults of pre-test and post-
test in Class X AK 3 which is used as data
to calculate gain score:

Table 9. Data of Pre-test and Post-test of
Class X AK 3
Data Pretest Post-test

The Number
of Students 31 31
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Average

Score’s Class 8.87 9.52

High Score 10 10

Low Score 5 7.5

Ideal Score 10 10
Source: Data of Development Research
that have been Processed

In order to know the average of an
increase of pre-test and post-test result in
Class X AK 3, then analyzed the data using
gain score. The calculation of the average
gain score of Class X AK 3 asfollows:

9.52 —8.87

<8>="0_887
06

11
= 0.575 atau 57.5%
Based on the cal cul ation result obtained

an increase in the average score of pre-test
and post-test in class X AK 3 after using the
Accounting UnoCard Game learning
media with gain score obtained was 0.575
or 57.50% that is located in the range 0.3 <
g 0.7 and belongsto " Moderate" category.

CONCLUSION AND SUGGESTION
Conclusion

Based on the results of the development
researchand discussion, it can be
concluded that:

1. The development of Accounting Uno
Card Game learning media through five
stages based on the ADDIE modd, i.e.
analysis  stage, design stage,
development stage, implementation

stage, evaluation stage.

2. The feasibility assessment by material
experts obtained an average score of
4.92 which is include in *“Strongly
Feasible” category. The feasibility
assessment by media experts obtained an
average score of 4.38 whichisincludein
“Strongly Feasible” category. The
feasibility assessment by accounting
teacher obtained an average score of
4.26 which is include in *“Strongly
Feasible” category.

3. Students’ response of Class X AK 2 and
X AK 3 with theimplementation of
Accounting Uno Card Game on small
group tryout is 4.21 which isinclude in
“Strongly Feasible” category while for
field tryout is 4.10 which isincluded in
“Feasible” category.

4. Accounting Uno Card Game learning
media can improve the proficiency
students in learning with an increase in
the result of pre-test and post-test that
can be seen from overall average i.e
57.5% which is included in “Moderate”

category.

Suggestion
Some suggestions for further product

development are as follows:

1. School is expected to help improve
knowledge of educators through
sustainable training of learning media
development so that educators can

develop more varied learning media.



. Teachers are expected to develop a
varied accounting learning media and
can engaging students thoroughly so that
it is expected to improve students’

understanding and student learning
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conceptual learning gains in physics:
A possible “‘hidden variable’” in
diagnostic pretest scores. American.
Journal. Physics. Vol 70 No. 12.
Accessed from
http.//www.physi cseducation.net.docg/A
JP-Dec-2002-Vol.70-1259-1268.pdf .

accesses on March 20" 2017.

motivation can be improved.

Sanjaya, W. (2013). Strategi
Pembelajaran Berorientasi Standar
Proses Pendidikan. Jakarta: Kencana
Prenada media Group.

3. Teacher should not only use one type of
learning media so that students do not

feel bored during accounting learning

Process. Spandler, Carl. (2016). Mineral
4. A further development research is Supertrumps : A New Card Game to
Assist Learning of Mineraogy.
Journal of Geoscience Education 64.
Accessed from http://search.
proquest.com/docview/1806086896/
fulltextPDF/E21780DED94409FPQ/
7?accountid=31324 accessed on
December 19" 2016.

necessary to be done so that the material
contained in  Accounting Uno Card
Game learning medianot only limited in
adjustment entries and al so the questions

should be added to support student

learning. Sugihartono, dkk. (2012). Psikologi
Pendidikan. Y ogyakarta: UNY Press.
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