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Abstrak 

Kemajuan teknologi pada era Society 5.0 menuntut pendidik untuk menciptakan media pembelajaran yang terintegrasi 

dengan teknologi digital. Adanya penelitian ini bertujuan untuk mengembangkan “AKUBI: Akuntansi Biaya”, media 

pembelajaran berbasis gamifikasi, dan mengukur efektivitasnya terhadap motivasi belajar. Metode yang digunakan 

adalah Research and Development (R&D) dengan model ADDIE ((Analysis (A), Design (D), Development (D), 

Implementation (I), dan Evaluation (E)). Hasil uji validasi oleh ahli diperoleh persentase sebesar 92,10% dengan 

kategori sangat layak dan respon siswa terhadap media adalah 90,86% yang dikategorikan sangat layak. Hasil 

pengukuran n-gain menunjukkan adanya peningkatan motivasi belajar sebesar 0,58 (kategori sedang) dan 57,84% 

yang berarti media gamifikasi cukup efektif dalam meningkatkan motivasi belajar. Implikasi dari penelitian ini 

menunjukkan bahwa media pembelajaran berbasis gamifikasi “AKUBI” dapat menjadi solusi inovatif dalam 

meningkatkan motivasi belajar siswa pada mata pelajaran yang kompleks, serta mendorong integrasi teknologi dalam 

pembelajaran di era Society 5.0. Integrasi teknologi dapat membantu proses pembelajaran menjadi lebih fleksibel. 

Kata kunci: Akuntansi Biaya, Pengembangan, Gamifikasi, Motivasi Belajar, Media Pembelajaran.   

Abstract 

The technological advancement in the Society 5.0 era requires educators to create learning media that are integrated 

with digital technology. This study aims to develop "AKUBI: Akuntansi Biaya (Cost Accounting)", a gamification-

based learning media, and measure its effectiveness on learning motivation. This study used the Research and 

Development (R&D) method with the ADDIE model (Analysis (A), Design (D), Development (D), Implementation 

(I), and Evaluation (E)). The results of the validation test by experts obtained a percentage of 92.10% with a very 

feasible category and student responses to the media were 90.86% which were categorized as very feasible. The results 

of the n-gain measurement showed an increase in learning motivation of 0.58 (moderate category) and 57.84% which 

means that gamification media is quite effective in increasing learning motivation. The implications of this study 

indicate that gamification-based learning media AKUBI can be an innovative solution in increasing student learning 

motivation in complex subjects, as well as encouraging technology integration in learning in the Society 5.0 era. The 

integrity of technology helps the learning process become more flexible. 

Keywords: Cost Accounting, Development, Gamification, Learning Motivation, Learning Media   
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Introduction 

The Society 5.0 era has been launched 

since 2019, which provides the concept that 

all aspects of human life are connected to 

technology. This technological development 

also reaches the field of education. Facing this 

reality, the world of education is required to 

be able to adapt to changes and progress, 

especially for the learning process. One of the 

elements associated with technology is 

learning media which is also the most 

important factor in achieving learning goals 

(Silmi & Hamid, 2023). The importance of 

learning media is due to its function to 

facilitate the educators in delivering materials 

to their students (Harsono et al., 2019). 

Learning media also has an important role in 

driving student motivation and involvement 

in learning (Silva et al., 2021). The 

integration between the learning process and 

technology can increase student motivation 

and enthusiasm for learning (Haleem et al., 

2022). The selection and utilization of the 

appropriate learning media is very necessary 

to ensure the effective and efficient delivery 

of learning to the students. The determination 

of the media not only facilitates the 

transmission of knowledge but is also able to 

direct meaningful learning and develop skills 

that must be possessed by students in the 21st 

century. 

One of the determining factors of the 

level of learning success that can realize 

meaningful learning is learning motivation. 

Learning motivation can make students more 

enthusiastic, active, and focused during 

learning activities (Pramesti et al., 2020). 

Low learning motivation will have a negative 

impact on delaying assignments (Usman & 

Yulianingtias, 2022). In addition, low 

learning motivation also causes students to 

have difficulty understanding the material 

(Mauliya et al., 2020). This will have an 

impact on decreasing student performance 

and learning outcomes (Mauliya et al., 2020; 

Oknaryana et al., 2020). Therefore, schools 

need to implement relevant and adaptive 

learning strategies that can increase student 

learning motivation. 

In practice, vocational schools face 

unique challenges in balancing practical skills 

with conceptual theory to prepare students to 

enter the workforce effectively. SMK 

Muhammadiyah 2 Malang is a private 

vocational school that has implemented a 

Center of Excellence program with the aim of 

improving quality and performance with 

expertise competencies that are relevant to the 

industrial world. Equipped with more mature 

competencies, SMK becomes a place that is 
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able to create students with special 

competencies needed by today's workforce 

(Rahmadhani et al., 2022).  

In an effort to prepare students with 

skills that refer to the needs of the workforce, 

SMK Muhammadiyah 2 Malang offers 

various expertise programs, one of which is 

Accounting and Institutional Finance (AKL). 

Accounting plays a vital role in daily business 

operations in every business sector and one 

aspect of it is cost accounting. Cost 

accounting equips students with the ability to 

manage and control costs effectively, make 

the right financial decisions, and contribute to 

the economic efficiency of the business 

(Purwaji & Muslim, 2023). This knowledge 

is essential in various sectors, making cost 

accounting an essential component of 

vocational education that empowers students 

to excel in the modern workplace. 

Based on the Nature of Social Sciences 

(IPS), educators need to master the materials 

and develop innovative teaching skills so that 

they can stimulate critical thinking skills in 

students (Kurniawan, 2022). This is very 

much needed so that students can gain 

knowledge and create the necessary skills. 

This design can be expressed through 

learning media that is integrated with 

technology and multimedia (Kummanee et 

al., 2020). 

The results of the pre-research 

conducted on February 19-20, 2024 at SMK 

Muhammadiyah 2 Malang showed that the 

media used by teachers in accounting subject 

tended has limited variety of learning 

materials because they only used PowerPoint 

slides and printed media in the form of 

Handouts and Student Worksheets (LKPD). 

The limited variety of media causes students 

to have no motivation to learn. This statement 

is in line with previous research that relying 

solely on PowerPoint slides as a teaching 

medium has no effect on learning, which 

means that PowerPoint is not effective in 

fostering student learning motivation (Wang 

et al., 2023). Low learning motivation is also 

caused by the Cost Accounting material 

which is considered as a difficult subject. In 

addition, based on the results of pre-research 

observations conducted on March 26-28, 

2024, during class learning, students tend to 

play their gadgets, such as playing games or 

doing other activities that are not related to 

the lesson. The underlying reason for this 

behavior is due to uninteresting and less 

interactive teaching which causes students to 

use gadgets for purposes unrelated to class 

(Lestari & Sulian, 2020; Nursakdiah et al., 

2023). This disrupts the concentration and 

effectiveness of the teaching and learning 

process. This condition indicates that there is 
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a gap between conventional teaching methods 

and the expectations of students who are 

familiar with technology. Students have 

become accustomed to the interactive and 

engaging nature of digital platforms that often 

provide instant feedback, as a result the 

passive nature of learning media is unable to 

capture their motivation to learn. 

This problem shows the need to create 

more interesting and innovative learning 

media that can increase student learning 

motivation and make it easier for students to 

understand the material better. Interactive 

learning media can create a fun learning 

environment that can trigger development in 

students' cognitive aspects. Therefore, the 

development of gamification-based learning 

media AKUBI is expected to be a solution to 

overcome these problems. This media is 

designed by utilizing digital technology and 

adapting to student interests so that it can 

support an optimal learning process in Cost 

Accounting at SMK Muhammadiyah 2 

Malang. 

Gamification is the practice of 

transforming processes, products, 

organizational structures, or all human-

integrated activities into game-like 

experiences, with the aim of leading to 

desired behavioral changes (Thomas et al., 

2023). Gamification-based learning has been 

shown to be effective in various educational 

contexts as explained in previous studies that 

games can provide comfort and ensure 

students having high learning motivation 

(Zainuddin et al., 2020). Therefore, an 

innovative, creative, and interactive learning 

design is needed by using gadgets to optimize 

students' interest in using gadgets effectively 

as a learning medium (Sari et al., 2019; 

Tiarasari, 2021).  

Several previous studies that examined 

gamification media in Accounting learning, 

including research on the development of 

game-based learning media on Bank 

Reconciliation Accounting material. 

Gamification media can help students 

understand material that has a high level of 

difficulty and complexity in a fun and 

interactive way (Yana et al., 2019). These 

findings are further strengthened by the 

results of research by other researchers who 

developed game-based mobile learning and 

showed a significant positive impact on 

learning motivation, user satisfaction, and 

learning engagement (Kao et al., 2023). The 

final results of the study on the effectiveness 

of the monopoly game in learning Financial 

Report material showed that gamification-

based media can improve students' learning 

motivation (Buchory et al., 2022). 
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Based on previous research on the 

development of gamification-based learning 

media in Accounting learning, there is still 

little research that examines the development 

of game media for material centered on Cost 

Accounting. Thus, the author aims to develop 

interactive gamification-based learning 

media for Cost Accounting material, 

especially the Process Costing and Order 

Methods under the name "AKUBI: Cost 

Accounting". This media provides various 

interesting features by utilizing digital 

technology. These features include the 

presentation of learning materials equipped 

with illustrations, learning evaluations in the 

form of practice questions and assessments, 

and the main highlight is the game page. The 

development of this media is expected to 

provide benefits for researchers and also for 

schools in a long term, especially for Cost 

Accounting material as well as improving 

learning motivation of the students.  

Research Method 

This study used Research and 

Development (R&D) method with the 

ADDIE model which aims to develop 

gamification-based learning media, namely 

AKUBI and measure its effectiveness in 

increasing student learning motivation. The 

ADDIE model is a systematic process used in 

learning design to create effective, 

interesting, and efficient teaching materials in 

a supportive environment, presenting 

concepts, theories, and practices. This model 

has five stages, namely the Analysis (A), 

Design (D), Development (D), 

Implementation (I), and Evaluation (E). The 

researchers used this type of development 

model due to its comprehensive approach, 

flexibility, iterative nature, emphasis on 

evaluation, and research-based foundation. 

The following are the stages in the 

development of the "AKUBI: Cost 

Accounting" media based on gamification 

which consists of 5 stages. 

Analysis Stage. In this initial stage, the 

researchers analyzed student characteristics 

and needs, both from the teacher and the 

students. The analysis process was carried out 

by conducting observations and interviews 

with the Accounting subject teachers and XI 

AKL students. Observations were conducted 

to determine the characteristics of students 

during learning, while interviews were 

conducted to determine what media and 

teaching materials had been used, and the 

problems that existed during accounting 

learning. Taking into account the condition of 

the school, the completeness of the facilities 

and infrastructure owned, and aligning it with 

the target users, the next stage was to 

determine the media that could answer these 
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problems. The conclusion obtained was the 

development of gamification-based learning 

media in the form of "AKUBI". 

Design Stage. After deciding on the 

learning media that was considered 

appropriate according to the needs, the 

researchers began to formulate the concept 

and design the product that would be 

developed together with the direction of the 

teacher concerned. The design stage also 

included the preparation of teaching 

materials, practice questions, learning 

evaluations, Graphical User Interface (GUI) 

button design, background display, audio, and 

storyboard design. 

Development Stage. This stage 

included the development stage and running 

several animations with the help of special 

software, namely Construct 2 to produce 

games. After the product was completed, the 

media were put into the expert validation 

assessments from the media experts, material 

experts, and programming experts in order to 

test the feasibility and improvement of the 

media. The questionnaire instrument was 

used to obtain validation assessments from 

expert validators. There are five validators for 

the AKUBI media consisting of two material 

experts (Head of the Accounting Expertise 

Program and Accounting teacher), two media 

experts (Communication and Visual Design 

teachers), and one programming expert 

(Computer and Network Engineering 

teacher). After being deemed feasible, a 

product trial was conducted on a small group 

to improve the quality of the product based on 

input provided directly by students who were 

the target of the research. The assessment by 

the experts was processed using a Likert 

scale, namely 1 (Very Bad), 2 (Bad), 3 (Fair), 

4 (Good), and 5 (Very Good). The following 

are the assessment indicators for each expert. 

Tabel 1 Indicators of Expert Validation 

Assessment 

Validator Indicator 

Numb

er of 

questio

ns 

Media 

Expert 

Text Readability 3 

Illustration and Animation 6 

Layout and Color 6 

Programm

ing Expert 

Navigation buttons 14 

Ease of menu selection 4 

Clarity of user manual 3 

Audio 4 

Material 

Expert 

Suitability of material 

content 

2 

Suitability of facts, 

concepts, principles, and 

procedures 

3 

Appropriateness of 

material concepts 

2 

Material delivery 2 

Suitability of illustration 

and animation with the 

delivered materials 

2 

Evaluation questions 3 

Media support for student 

independency and 

motivation 

2 

Source: (Khoirunnisya, 2021) 
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Descriptively, the percentage data 

analysis technique was used in the 

questionnaire instrument. The collected data 

were converted into percentages, and the 

results were interpreted in qualitative form. 

The measurement of the percentage of 

feasibility is as follows. 

𝑃𝑒𝑟𝑐𝑒𝑛𝑡𝑎𝑔𝑒 𝑜𝑓 𝐹𝑒𝑎𝑠𝑖𝑏𝑖𝑙𝑖𝑡𝑦 (%) =
𝑂𝑏𝑠𝑒𝑟𝑣𝑒𝑑 𝑆𝑐𝑜𝑟𝑒

𝐸𝑥𝑝𝑒𝑐𝑡𝑒𝑑 𝑆𝑐𝑜𝑟𝑒
× 100% 

In the assessment of media feasibility, 

the results of expert validation must be shown 

with a minimum percentage of 60%, so that it 

can be stated as fairly feasible and can be used 

in learning. Improvements to the media are 

also made to increase its feasibility. The 

following are categories of interpretation of 

the results of the feasibility percentage 

calculation. 

Tabel 2 Scale of Percentage of Feasibility 

Percentage 
Interpretation 

Category 

81%  - 100% Very Feasible 

61% - 80% Feasible 

41% - 60% Fair 

21% - 40% Less Feasible 

≤ 20% Not Feasible 

Implementation Stage. The 

implementation stage involved student 

preparation, product use, and data analysis. 

This stage was carried out on all students of 

class XI AKL SMK Muhammadiyah 2 

Malang. First, students were given an 

explanation regarding the learning objectives 

and were given guidance and direction in 

using the media. Then, students started using 

the media during the learning process. 

Finally, the questionnaires were analyzed to 

evaluate the effectiveness of the media and its 

impact on student motivation. 

Evaluation Stage. The purpose of the 

evaluation stage is to evaluate the product that 

has been developed at each stage. After the 

implementation stage, the action focused on 

examining the developments that occured due 

to the use of the product to assess its quality 

in supporting learning activities based on 

student and teacher perceptions. The expected 

result is positive feedback or response related 

to the media containing Cost Accounting 

material, especially for the Costing and Order 

Method. At this stage, the output produced 

was a gamification-based learning media 

"AKUBI: Cost Accounting" in the form of a 

website that has been revised and refined. 

The subject in this study were all 

students of class XI AKL SMK 

Muhammadiyah 2 Malang. The data sources 

used were primary data obtained directly 

from teachers and students of SMK 

Muhammadiyah 2 Malang. The data were 

collected through interviews and 

questionnaires. The types of data collected in 

this study included qualitative and 

quantitative data. Qualitative data were the 
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results of the analysis of needs and 

perceptions of students and teachers 

regarding the media that has been developed, 

while quantitative data were the results of 

measuring student learning motivation.  

The effectiveness of using gamification 

media on learning motivation is measured by 

the n-gain test of student learning motivation 

between before and after for each indicator 

and the entire sample. The n-gain results will 

be transformed into qualitative form with the 

appropriate criteria in Table 3. The n-gain 

measurements are as follows.   

𝑁 − 𝐺𝑎𝑖𝑛 =
𝑃𝑜𝑠𝑡𝑡𝑒𝑠𝑡 𝑆𝑐𝑜𝑟𝑒 −  𝑃𝑟𝑒𝑡𝑒𝑠𝑡 𝑆𝑐𝑜𝑟𝑒

𝐼𝑑𝑒𝑎𝑙 𝑆𝑐𝑜𝑟𝑒 −  𝑃𝑟𝑒𝑡𝑒𝑠𝑡 𝑆𝑐𝑜𝑟𝑒
 

 

Tabel 3 Interpretation of N-Gain Value Index 

N-Gain Score N of Items 

g > 0,7 High 

0,3 ≤ g ≤ 0,7 Medium 

g ≤ 0,3 Low 

Results and Discussion 

Details of the development of 

gamification-based learning media in the 

form of AKUBI are explained in the 

following stages. 

Analysis Stage. Based on the results of 

observations, the learning media used by 

teachers are Handouts, Student Worksheet, 

YouTube videos and PowerPoint slides. The 

less interactive learning media causes the 

delivery of material to be done through 

lectures. This has an impact on decreasing 

student enthusiasm in learning. Students also 

consider Cost Accounting to be a difficult 

material so that students tend to be lazy and 

not interested in participating in learning 

activities. As a result, students often play 

gadgets during learning and use them for 

activities that are not related to academic 

activities, such as playing games. 

From the problems above, innovative 

and creative learning media are needed by 

integrating technology to increase student 

learning motivation. Media development is 

needed by aligning student interests. 

Gamification-based media was chosen as a 

solution for Cost Accounting learning. 

Gamification stands out as a very effective 

approach that can make learning more 

interesting and interactive (Annisa et al., 

2022; Fajri et al., 2021; Srimuliyani, 2023). 

This is also a media innovation at SMK 

Muhammadiyah 2 Malang, especially in the 

Cost Accounting subject.  

Design Stage. This stage was carried 

out after analyzing the needs and deciding on 

the learning media that is considered a 

solution step. The activities carried out at this 

stage were collecting the teaching and 

learning materials obtained from certain 

textbooks that have become the reference for 

the teacher concerned. In addition, other 

activities carried out were compiling practice 
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questions and learning evaluations in the form 

of multiple choices questions. Researchers 

collected several elements to make the media 

more interesting, such as logos, backgrounds, 

GUI buttons (navigation buttons to direct to 

certain views), audio, and game assets. The 

tools used for the design process were Canva, 

AI (Artificial Intelligence) platforms, and 

Adobe Photoshop. Before developing the 

learning media, the researcher made a 

storyboard design as shown in Figure 1.  

 

Figure 1 Storyboard Design of the Media 

Development Stage. After making the 

storyboard design, the gamification-based 

learning media was developed with the help 

of Construct 2 software. Games that can be 

developed with this software do not only refer 

to games, but also support the development of 

educational games that can be used to support 

learning activities. 

Before conducting a product trial on 

target users, a validation test from experts is 

needed to measure the level of feasibility of 

the media that has been developed. This 

validation test was carried out by teachers of 

SMK Muhammadiyah 2 Malang according to 

their professional fields, namely 

Communication and Visual Design teachers 

as media experts, Computer and Network 

Engineering teachers as programming 

experts, and Accounting teachers as material 

experts. 
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Tabel 4 Results of Media Expert Validation Test 

Indicator Ideal Score Validator 1 Validator 2 Score Average Percentage 

Text readability 15 15 13 14 93,33% 

Illustration and Animation 30 26 29 27,5 91,67% 

Layout and Color 30 28 28 28 93,33% 

Average     92,78% 

Based on Table 4, AKUBI got a 

percentage of 92.78% and was categorized as 

very feasible. Media experts suggested 

changing the title on the learning menu from 

AKUBI to “Learning Menu” so that users 

know that they are in the learning menu. In 

addition, remove the play menu on the 

learning menu so that students can focus more 

on learning first. 

Tabel 5 Results of Programming Expert Validation Test 

Indicator Ideal Score Validator Score Percentage 

Navigation buttons 70 64 91,43% 

Ease of menu selection 20 20 100% 

Clarity of user manual 15 15 100% 

Audio 20 15 75% 

Average   91,61% 

Table 5 shows that the AKUBI media is 

categorized as very feasible with a percentage 

score of 91.61% from programming experts. 

Programming experts also provided input to 

add a back button to each menu, so that users 

do not need to return to the main menu. In 

addition, a button needs to be added to 

deactivate the backsound to provide comfort 

for students who have visual learning 

characteristics and for students who are not 

suited to an audio learning style

Tabel 6 Results of Material Expert Validation Test 

Indicator Ideal Score Validator 1 Validator 2 
Average 

Score 
Percentage 

Suitability of Material 

Content 

10 10 10 10 100% 

Suitability of facts, 

concepts, principles, 

and procedures 

15 14 13 13,5 90% 

Appropriateness of 

material concepts 

10 10 10 10 100% 

Material delivery 10 9 8 8,5 85% 
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Suitability of 

illustration and 

animation with the 

delivered materials 

10 9 8 8,5 85% 

Evaluation questions 15 13 12 12,5 83,33% 

Media support for 

student independency 

and motivation 

10 10 10 10 100% 

Average     91,90% 

Based on Table 6, the results of the 

validation test from material experts showed 

a percentage of 91.90% or very feasible. The 

validator suggested adding a glossary related 

to the terms used. This is intended so that 

students can easily find the meaning of 

difficult words or terms. 

 

Figure 2 Main Menu 

The main menu provides a learning 

menu, a play menu, info, guide, and an exit 

button. The learning menu directs users to the 

material presentation that has been provided. 

If the user selects the play menu, the user will 

be navigated to the game. The info button 

contains developer information, while the 

guide button contains a guide to using the 

media, and the exit button is used to exit the 

media. Based on the advice of the validator 

expert, the main menu provides a button to 

turn off the audio.  

 

Figure 3 Pre-Improvement Learning Menu 

 

Figure 4 Post-Improvement Learning Menu 

In the learning menu, users can choose 

from the available material presentations. 

There are two choices of material, namely (1) 

Basic Concepts of Cost Accounting and (2) 

Process and Order Costing Methods. Users 

can also select the learning evaluation menu 

and the glossary menu. The appearance of the 

learning menu has changed according to the 

validator's direction, namely what was 

originally shown as in Figure 3 has changed 

to the appearance in Figure 4. There are 
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additions to the glossary menu which was 

originally a play menu. This is intended so 

that students can focus more on learning 

activities while in the learning menu. Cost 

Accounting is different from Accounting in 

general, because there are foreign terms that 

are new to users so that a glossary is needed 

to recognize these new terms. 

 

Figure 5 Material Delivery Menu 

The teaching materials will appear after 

the user selects one of the material 

presentations. The user can press the next 

button (right arrow) to move to the next page, 

and back (left arrow) for the previous page. 

The materials presented include "Basic 

Concepts of Cost Accounting" as an initial 

introduction to Cost Accounting material and 

"Order and Process Costing Methods" 

containing how to calculate production costs 

and their journaling. The material 

presentation is also equipped with examples 

in the form of images to explain cost 

classification and examples of recording cost 

accounting transactions. 

 

Figure 6 Learning Evaluation Menu 

In the learning evaluation menu, users 

will be directed to a Google Drive link that 

contains a collection of practice questions and 

summative assessments to measure students' 

abilities and understanding. The folder can be 

accessed by the public, making it easier to 

practice solving the questions that have been 

provided. 

 

Figure 7 Play Menu 

In the play menu as shown in Figure 7, 

users will be directed to learning activities 

through a game. Users as players are required 

to reach the finish line by passing enemies 
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and answering several multiple-choice 

questions. If the user collides with an enemy, 

their lives will be reduced. If the user is able 

to answer the questions correctly, the value 

obtained will increase. The questions given 

range from basic concepts of Cost 

Accounting to how to record journals for a 

transaction. 

Tabel 7 Results of Overall Validity Test 

Validator 
Percentag

e 
Category 

Media Expert 92,78% Very Feasible 

Programming 

Expert 
91,61% Very Feasible 

Material Expert 91,90% Very Feasible 

Average 92,10% Very Feasible 

Based on Table 7, the average 

validation test results from experts were 

92.10%, which means that the AKUBI media 

is very suitable for use to support Cost 

Accounting learning activities. Because this 

media has been considered very suitable, the 

media was tested on several students in class 

XI AKL of SMK Muhammadiyah 2 Malang 

as many as 4 (four) people. The results of the 

trial showed that students were very active 

during Cost Accounting learning and 

received positive responses. 

Implementation Stage. After the 

validation process and small group trials, the 

AKUBI was used in Accounting 2 learning 

for Cost Accounting material in class XI AKL 

SMK Muhammadiyah 2 Malang. This stage 

involves all class XI AKL students. The 

activities carried out at this stage are 

providing direction and how to use the 

product, then students learn through the 

learning menu with the available material 

presentation, and play by answering several 

practice questions formulated in the form of 

multiple choices. At this stage, students filled 

the questionnaires related to students’ 

learning motivation before and after using the 

AKUBI.  

Tabel 8 Results of Student Responses on the Media 

Indicator Ideal Score Students’ Average Score Percentage 

Software engineering aspect 15 13,3 88,89% 

Learning design aspect 20 17,8 88,89% 

Communication and visual aspect 15 14,2 94,81% 

Effect on learning strategy aspect 15 14,1 94,07% 

Average   90,86% 

Evaluation Stage. Based on the results 

of the questionnaire in Table 8, the student 

response to the AKUBI learning media is 

90.86%. This can be interpreted that AKUBI 

is very suitable for use in learning activities 

on Cost Accounting material. The students 
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responded that the media had been presented 

in an interesting way and the game could run 

smoothly without any obstacles. In addition, 

this media also provides convenience in 

learning because learning can be done 

anywhere and anytime with complete 

materials that are available. 

The Use of Gamification-Based Learning 

Media AKUBI on Student Learning 

Motivation 

 This development research was 

carried out until the trial stage with expert 

validation test results of 92.10% and student 

responses of 90.86%. The evaluation results 

indicate that the AKUBI learning media is 

considered suitable for use to support learning 

activities. Gamification in accounting 

learning also creates learning motivation that 

can result in better participation (Buchory et 

al., 2022; Kao et al., 2023; Lengyel, 2020). 

Indicators that show students have learning 

motivation are being diligent in completing 

assignments, being persistent in facing 

difficulties, being interested in lessons, 

enjoying doing assignments independently, 

easily getting bored with routine tasks, being 

able to defend arguments, being persistent in 

holding beliefs, and enjoying finding and 

solving a problem (Sardiman, 2019).  

 

Figure 8 Recapitulation of N-Gain for Each Learning Motivation Indicator 

The effectiveness of gamification-

based learning media in the form of AKUBI 

is measured by students' learning motivation 

before and after its implementation. Based on 

the data in Figure 8, each indicator of 

students' learning motivation 

comprehensively shows an increase with an 

n-gain categorized as moderate (0.3 ≤ g ≤ 

0.7). The learning motivation indicator that 

experienced the highest increase was the 
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indicator "can defend opinions" which 

initially only increased to 89% and an n-gain 

of 0.64 with moderate criteria. Furthermore, 

the second highest increase was in the 

indicator "persistence in facing difficulties" 

which was originally 67% increased to 88% 

and an n-gain of 0.63 with moderate criteria. 

Followed by the indicator "having an interest 

in the lesson" which increased from 85% to 

94% with an n-gain of 0.60 with moderate 

criteria. The measurement of n-gain of 

learning motivation for the entire sample is 

shown in Table 9. The n-gain of learning 

motivation between before and after is 0.58 

which has a moderate category. The n-gain 

percentage is 57.84% which means that 

gamification-based learning media in the 

form of AKUBI is quite effective in 

increasing student learning motivation in 

Cost Accounting material. 

Tabel 9 N-Gain Test for the Motivation Before 

and After the Use of AKUBI 

 N Min. Max. Mean 
Std. 

Deviation 

N-

Gain 

(Skor) 

9 .25 1.00 .5784 .24537 

N-

Gain 

(%) 

9 25.00 100.00 57.8375 24.53731 

 

Based on the findings of this study, the 

AKUBI media is considered feasible and 

effective in increasing student learning 

motivation. The factors that make the 

"AKUBI" media considered very feasible for 

use in the Cost Accounting learning process 

so that it can increase student learning 

motivation are gamification as a new learning 

experience. The integrity of technology helps 

the learning process become more flexible. 

Learning can be done anytime and anywhere, 

without any specific limits (Dudar et al., 

2021; Haleem et al., 2022; Saykili, 2019). 

This media also offers attractive features and 

innovative designs that can increase learning 

motivation. Visually attractive elements and 

interactive components in accordance with 

the digital era make the learning process more 

enjoyable so that it can reduce monotony and 

boredom that are often associated with 

conventional teaching methods (Anna et al., 

2020; Arifudin et al., 2021; Shania & 

Iskandar, 2021).  

Students who are motivated to learn 

will remain focused and concentrated in the 

learning process, so that learning is more 

productive. With this media, students are 

given practice questions that are packaged in 

the form of games, so that the thinking 

process and ability to solve questions emerge. 

The ease of understanding the material with 

interactive learning can significantly improve 

students' cognitive processes towards 

challenging subjects (Kurtz et al., 2019; 
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Sailer & Homner, 2020). With practice 

questions and learning evaluations, students 

will continue to practice so that they are 

gradually able to understand the material and 

have skills.  

Conclusion 

 Based on the development of the 

learning media "AKUBI: Cost Accounting", 

this gamification-based media is very suitable 

for use for Cost Accounting material. The 

expert validation obtained a score of 92.10% 

which indicates very suitable. Students also 

responded to the media with a percentage of 

90.86% which is categorized as very suitable. 

Gamification media is also quite effective in 

increasing student learning motivation with 

an n-gain percentage showing a value of 

57.84% and an n-gain score of 0.58. This 

shows that learning motivation increases at a 

moderate level. The implications of this study 

support previous findings which state that 

gamification learning media can increase 

student motivation, especially in subjects that 

are considered difficult, and the development 

of the ADDIE model can be used well to 

create effective learning tools. In addition, 

AKUBI can help teachers increase student 

interest and active participation during 

lessons. This study suggests that schools and 

educational authorities encourage the use of 

gamification and provide training for teachers 

to support learning in the Society 5.0 era. This 

study is limited to the development of media 

that is still website-based and requires an 

internet connection. Further research is 

recommended to add game levels, develop 

media that can be accessed offline, and 

expand the measurement of effectiveness 

based on student learning outcomes. 
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