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Abstract 
Student learning motivation plays a crucial role in achieving successful 
learning outcomes, particularly in vocational education where theoretical 
knowledge must be integrated with practical competencies. However, 
theoretical instruction in the Basics of the Culinary Expertise Program is 
frequently delivered using conventional teacher-centered approaches, 
resulting in limited student participation and declining learning 
motivation. This study aimed to examine the relationship between the use 
of interactive card game learning media and the learning motivation of 
tenth-grade Culinary students at SMK Negeri 1 Pasaman. A quantitative 
correlational research design was employed involving all 65 students in 
the population through a total sampling technique. Data were collected 
using two structured Likert-scale questionnaires measuring the 
implementation of interactive card game learning media and students' 
learning motivation. The research instruments were validated and tested 
for reliability prior to data collection. Data were analyzed using 
descriptive statistics, the Shapiro Wilk normality test, the linearity test, 
Pearson Product Moment correlation analysis, and the coefficient of 
determination with the assistance of IBM SPSS Statistics version 25. The 
findings revealed that the implementation of interactive card game 
learning media was categorized as good (mean = 84.49), while students' 
learning motivation was categorized as high (mean = 87.83). Pearson 
correlation analysis demonstrated a positive and statistically significant 
relationship between the use of interactive card game learning media and 
learning motivation (r = 0.664, p < 0.001). Furthermore, the coefficient of 
determination indicated that interactive card game learning media 
explained 44.1% of the variance in students' learning motivation. These 
findings suggest that interactive card game learning media represent an 
effective instructional strategy for promoting active learning, 
strengthening student motivation, and improving the quality of learning 
management in vocational education. 

Introduction 
Education plays a fundamental role in developing high-quality human resources capable of 
adapting to rapid scientific, technological, and industrial advancements. The success of 
educational processes is influenced not only by curriculum design and teacher competence but 
also by the selection and implementation of effective learning media that facilitate meaningful 
learning experiences. Learning media serve as an essential bridge between teachers and 
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students by presenting information in a more engaging, understandable, and interactive 
manner. Well-designed instructional media can stimulate students' attention, improve 
knowledge retention, encourage active participation, and ultimately foster greater learning 
motivation (Hafiza et al., 2024; Meirani, 2021). Consequently, educators are increasingly 
encouraged to adopt innovative learning approaches that move beyond conventional teaching 
practices to create student-centered learning environments. 
Vocational High Schools (Sekolah Menengah Kejuruan/SMK) have a strategic responsibility 
in preparing graduates with competencies that meet the demands of the labor market and 
industrial sectors. Unlike general education, vocational education emphasizes the integration 
of theoretical knowledge with practical skills, requiring students to master both conceptual 
understanding and technical competencies. In the Culinary Expertise Program, students are 
expected not only to develop cooking techniques but also to understand fundamental concepts 
such as food ingredients, nutrition, sanitation and hygiene, occupational safety and health, 
customer service, and food preparation management. Therefore, learning activities should be 
designed to encourage active engagement and sustained motivation so that students can 
effectively acquire both theoretical and practical competencies required in professional 
culinary settings (Putra, 2024). 
Despite the importance of active learning in vocational education, classroom observations 
indicate that theoretical instruction in the Basics of the Culinary Expertise Program is still 
predominantly delivered through teacher-centered methods such as lectures and textbook-
based explanations. Although these approaches remain useful for introducing fundamental 
concepts, they often limit opportunities for student interaction, exploration, and collaborative 
learning (Jiang et al., 2022; Mollick & Mollick, 2023; Pahi et al., 2024). As a result, many 
students become passive recipients of information, experience boredom during classroom 
activities, and demonstrate low enthusiasm for participating in discussions or problem-solving 
tasks. Such learning conditions may reduce students' intrinsic motivation and negatively affect 
their academic achievement as well as their readiness to apply theoretical knowledge in 
practical situations (Prasetyo, 2023; Ilahude et al., 2023). 
Learning motivation is widely recognized as one of the most influential psychological factors 
affecting students' academic success. Motivation encourages students to initiate learning 
activities, maintain persistence when encountering challenges, and actively seek opportunities 
to improve their understanding. Highly motivated students tend to demonstrate greater 
curiosity, responsibility, confidence, and perseverance throughout the learning process, 
whereas students with low motivation often show limited participation, decreased 
concentration, and reduced academic performance (Harahap et al., 2021; Fernando et al., 
2024). Furthermore, motivation serves as a driving force that enables students to transform 
learning experiences into meaningful knowledge and practical competencies. Therefore, 
improving learning motivation has become an important objective in educational innovation, 
particularly in vocational education where students are expected to master both cognitive and 
psychomotor skills (Maulana et al., 2025; Yusuf, 2024). 
One instructional strategy that has attracted considerable attention in recent years is the 
implementation of game-based learning. This approach integrates educational content with 
game elements to create enjoyable, challenging, and interactive learning experiences (Hsbollah 
& Hassan, 2022; Zhao et al, 2022; Lampropoulos et al., 2023). Rather than functioning merely 
as entertainment, educational games encourage students to solve problems, collaborate with 
peers, communicate ideas, and receive immediate feedback during learning activities. These 
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characteristics make game-based learning particularly suitable for vocational education 
because it promotes active participation while simultaneously reinforcing conceptual 
understanding (Redy & Made, 2020; Putra et al., 2024). Among the various forms of game-
based learning, card game learning media have emerged as practical and flexible instructional 
tools that can be adapted to different subjects and classroom conditions. Card games enable 
students to review concepts repeatedly through collaborative activities, thereby increasing 
classroom interaction and reducing the monotony frequently associated with conventional 
instruction (Sadiyah et al., 2023). 
Previous empirical studies have consistently reported the educational benefits of card game-
based learning media. Yulianti & Minsih (2022) found that educational card games 
significantly enhanced students' classroom participation and engagement by presenting 
learning materials in a more attractive and interactive format. Similarly, Isnania & Narulita 
(2023) demonstrated that quartet card media positively influenced both students' learning 
motivation and academic achievement in science education. Furthermore, Anggraeni et al. 
(2025) reported that Uno card-based learning media successfully improved students' 
motivation while strengthening conceptual understanding through collaborative and enjoyable 
classroom activities. Additional studies have also emphasized that game-based learning 
contributes to higher student engagement, promotes active learning behaviors, and supports 
meaningful knowledge construction across different educational settings (Hoerudin, 2023; 
Putra et al., 2024). These findings collectively suggest that integrating card game learning 
media into classroom instruction represents a promising strategy for increasing students' 
motivation and improving learning quality. 
Although previous studies have demonstrated the effectiveness of educational card games in 
various disciplines, empirical evidence concerning their implementation in vocational culinary 
education remains relatively limited (Muthiyan et al., 2023; Tursyngozhayev et al., 2024; Rafiq 
et al., 2025). In particular, few studies have specifically examined the relationship between the 
use of interactive card game learning media and students' learning motivation in the Basics of 
the Culinary Expertise Program. Considering the unique characteristics of vocational 
education, further investigation is needed to determine whether similar positive outcomes can 
be achieved in culinary classrooms. Therefore, this study aims to analyze the level of 
implementation of card game learning media, identify the level of learning motivation among 
tenth-grade Culinary students at SMK Negeri 1 Pasaman, and examine the relationship between 
the use of card game learning media and students' learning motivation. The findings are 
expected to contribute to the development of innovative instructional strategies that enhance 
student engagement and strengthen the quality of vocational education. 
Method 

Research Design 
This study employed a quantitative research approach using a correlational design to 
investigate the relationship between the use of interactive card game learning media and 
students' learning motivation. A quantitative approach was selected because it enables 
researchers to measure variables objectively through numerical data and perform statistical 
analyses to examine the strength and direction of relationships between variables (Muin, 2023). 
The correlational design was considered appropriate because the primary objective of this study 
was not to manipulate the learning process or establish causal effects, but rather to determine 
whether a statistically significant relationship exists between the implementation of card game 
learning media and the learning motivation of students. Through this approach, empirical 
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evidence was obtained regarding the extent to which variations in the use of interactive card 
game learning media are associated with variations in students' learning motivation (Sari et al., 
2021). 
The research was conducted at SMK Negeri 1 Pasaman, West Sumatra, Indonesia, during the 
even semester of the 2025/2026 academic year. The study focused on students enrolled in the 
tenth-grade Culinary Expertise Program because this course contains substantial theoretical 
content that often requires innovative instructional media to maintain students' engagement and 
motivation throughout the learning process. 

Population and Sampling 
The target population consisted of all tenth-grade students enrolled in the Culinary Expertise 
Program at SMK Negeri 1 Pasaman during the 2025/2026 academic year. The total population 
comprised 65 students distributed across the available classes within the program. 
Considering the relatively small population size, this study employed a total sampling 
technique, whereby every member of the population was included as a research participant. 
Total sampling is appropriate when the entire accessible population can be observed without 
requiring sample selection, thereby minimizing sampling bias and increasing the 
representativeness of the findings. Consequently, all 65 students participated in the study, 
allowing the research findings to accurately represent the characteristics of the target 
population without the need for sampling estimation (Makbul, 2021). 
Research Variables 
This study involved two research variables. The independent variable (X) was the use of 
interactive card game learning media, while the dependent variable (Y) was students' learning 
motivation. 
The independent variable referred to students' perceptions regarding the implementation of 
card game learning media during classroom instruction. This variable included indicators such 
as students' engagement with the learning media, attractiveness of the media, ease of use, clarity 
of instructional content, opportunities for interaction, and the ability of the media to create 
enjoyable learning experiences. 
Meanwhile, the dependent variable represented students' learning motivation, defined as the 
internal and external drive that encourages students to actively participate, maintain 
persistence, demonstrate enthusiasm, and achieve learning objectives. The indicators of 
learning motivation included learning interest, learning persistence, participation during 
classroom activities, willingness to complete learning tasks, responsibility toward learning, and 
enthusiasm for achieving academic success. 

Research Instrument 
Data were collected using a structured questionnaire developed based on the operational 
indicators of each research variable. The questionnaire employed a five-point Likert scale 
ranging from 1 (Strongly Disagree) to 5 (Strongly Agree) to measure respondents' perceptions 
objectively. 
The research instrument consisted of forty statement items, including twenty items measuring 
the use of interactive card game learning media and twenty items measuring students' learning 
motivation. Prior to data collection, the instrument underwent validity and reliability testing to 
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ensure that every statement accurately represented the intended construct and consistently 
measured the variables under investigation. 
Item validity was evaluated using product-moment correlation analysis by comparing each 
item's correlation coefficient with the critical value at the predetermined significance level. 
Items with correlation coefficients exceeding the critical value were considered valid and 
retained in the questionnaire. Instrument reliability was subsequently assessed using 
Cronbach's Alpha coefficient. An instrument with a Cronbach's Alpha value greater than 0.70 
was considered to possess satisfactory internal consistency, indicating that the questionnaire 
produced reliable and consistent measurements suitable for statistical analysis. 
Data Collection Procedure 
Data collection was conducted after obtaining permission from the school administration and 
coordinating with the subject teachers responsible for the Culinary Expertise Program. The 
questionnaires were administered directly to students during scheduled learning sessions. 
Before completing the questionnaire, respondents received explanations regarding the 
objectives of the research, the voluntary nature of participation, and the confidentiality of their 
responses. Students were informed that the collected data would be used solely for academic 
research purposes and that their identities would remain anonymous throughout the research 
process. Respondents then completed the questionnaires independently under the supervision 
of the researcher to ensure that all items were answered completely and accurately. After all 
questionnaires were collected, the responses were coded and entered into IBM SPSS Statistics 
Version 25 for further statistical analysis. 
Data Analysis 
Data analysis was performed using IBM SPSS Statistics Version 25 through descriptive and 
inferential statistical procedures. 
Descriptive statistics were first conducted to describe the characteristics of each research 
variable using the mean, median, standard deviation, minimum score, maximum score, 
percentage distribution, and category classification. This analysis provided an overview of the 
level of implementation of interactive card game learning media and the level of students' 
learning motivation. 
Prior to hypothesis testing, the data were examined using prerequisite analyses to ensure 
compliance with the assumptions of parametric statistical testing. Data normality was evaluated 
using the Shapiro Wilk test because the sample size was fewer than 100 respondents. Data were 
considered normally distributed when the significance value exceeded 0.05. Subsequently, the 
linearity of the relationship between the independent and dependent variables was assessed 
using Analysis of Variance (ANOVA) for linearity. A significance value greater than 0.05 in 
the Deviation from Linearity test indicated that the relationship between variables was linear. 
The research hypothesis was tested using the Pearson Product Moment correlation coefficient 
to determine both the strength and direction of the relationship between interactive card game 
learning media and students' learning motivation. The hypothesis was accepted when the 
significance value (p-value) was less than 0.05. Furthermore, the coefficient of determination 
(R²) was calculated to determine the proportion of variance in students' learning motivation 
that could be explained by the use of interactive card game learning media. All statistical 
analyses were performed using a significance level of α = 0.05. 
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Result and Discussion 
This section presents the findings of the statistical analyses conducted to examine the 
relationship between the use of interactive card game learning media and students' learning 
motivation among tenth-grade Culinary students at SMK Negeri 1 Pasaman. The analysis 
consists of descriptive statistics, assumption testing (normality and linearity), Pearson Product 
Moment correlation analysis, and coefficient of determination analysis. These analyses provide 
empirical evidence regarding the characteristics of the research variables, the suitability of the 
data for parametric analysis, the strength and direction of the relationship between variables, 
and the contribution of card game learning media to students' learning motivation. 

Table 1. Descriptive Statistics of Card Game Learning Media (X) 

Statistic Value 
Mean 84.49 

Median 90.00 
Range 26 

Standard Deviation 6.63 
Minimum 74 
Maximum 100 

Source: Processed Research Data (2026) 
Table 1 presents the descriptive statistics for the interactive card game learning media variable. 
The results indicate that students perceived the implementation of card game learning media 
positively, with a mean score of 84.49, suggesting that the learning media was utilized at a high 
level. The median value of 90.00 indicates that more than half of the respondents provided 
relatively high evaluations regarding the use of the learning media. The standard deviation of 
6.63 demonstrates relatively low variability among respondents' responses, indicating that 
students generally shared similar perceptions. Furthermore, the observed scores ranged from 
74 to 100, yielding a range of 26, which suggests that although individual perceptions differed 
slightly, the overall evaluation consistently reflected positive acceptance of the card game 
learning media. These findings indicate that the interactive card game was effectively 
implemented in classroom learning. 

Table 2. Descriptive Statistics of Learning Motivation (Y) 

Statistic Value 
Mean 87.83 

Median 88.00 
Range 26 

Standard Deviation 6.53 
Minimum 74 
Maximum 100 

Source: Processed Research Data (2026) 
Table 2 summarizes the descriptive statistics for students' learning motivation. The mean score 
of 87.83 indicates that students generally possessed a high level of learning motivation during 
the learning process. The median value (88.00) closely approximates the mean, suggesting that 
the distribution of responses was relatively symmetrical. In addition, the standard deviation of 
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6.53 reflects low variability among respondents, implying that students' motivation levels were 
relatively consistent across the sample. Scores ranged from 74 to 100, indicating that the 
majority of respondents demonstrated strong motivation toward learning. Overall, these 
descriptive findings suggest that students exhibited favourable learning motivation during the 
implementation of card game learning media. 

Table 3. Results of the Shapiro Wilk Normality Test 

Variable Shapiro–Wilk Statistic df Sig. 
Card Game Learning Media 0.970 65 0.112 

Learning Motivation 0.980 65 0.388 

Source: Processed Data Using IBM SPSS Statistics Version 25 (2026) 
The Shapiro Wilk test was conducted to examine whether the research data satisfied the 
normality assumption required for parametric statistical analysis. As presented in Table 3, the 
significance value for the card game learning media variable was 0.112, while the significance 
value for the learning motivation variable was 0.388. Since both significance values are greater 
than the predetermined significance level of 0.05, the null hypothesis of normality cannot be 
rejected. Therefore, both variables are normally distributed, indicating that the dataset satisfies 
the assumptions required for subsequent parametric analyses, including Pearson Product 
Moment correlation analysis. 

Table 4. Results of the Linearity Test 

Test F Sig. 
Linearity 41.170 0.000 

Deviation from Linearity 0.487 0.961 

Source: Processed Data Using IBM SPSS Statistics Version 25 (2026) 
The linearity test was performed to determine whether the relationship between the use of card 
game learning media and students' learning motivation follows a linear pattern. The 
significance value for Deviation from Linearity was 0.961, which exceeds the threshold of 
0.05, indicating that no significant deviation from linearity exists. Furthermore, the significance 
value for the Linearity component was 0.000, demonstrating that the linear relationship 
between the variables is statistically significant. These findings confirm that the assumption of 
linearity has been satisfied, thereby supporting the application of Pearson Product Moment 
correlation analysis. 

Table 5. Pearson Product Moment Correlation between Card Game Learning Media and 
Learning Motivation 

Variables r Sig. (2-tailed) N 
Card Game Learning Media ↔ Learning Motivation 0.664 0.000 65 

Source: Processed Data Using IBM SPSS Statistics Version 25 (2026) 
The Pearson Product Moment correlation analysis revealed a correlation coefficient (r) of 
0.664 with a significance value of 0.000. Because the probability value is lower than the 
significance level of 0.05, the null hypothesis is rejected, indicating a statistically significant 
relationship between the two variables. The positive coefficient demonstrates that increased 
implementation of interactive card game learning media is associated with higher levels of 
students' learning motivation. Based on commonly accepted correlation interpretation 
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guidelines, a coefficient of 0.664 represents a strong positive relationship, suggesting that the 
use of card game learning media plays an important role in encouraging students to become 
more motivated during classroom learning activities. 

Table 6. Coefficient of Determination 

Statistic Value 
Correlation Coefficient (R) 0.664 

Coefficient of Determination (R²) 0.441 
Eta 0.742 

Eta Squared 0.550 

Source: Processed Data Using IBM SPSS Statistics Version 25 (2026) 
The coefficient of determination analysis produced an R² value of 0.441, indicating that 44.1% 
of the variation in students' learning motivation can be explained by the use of interactive card 
game learning media. The remaining 55.9% of the variance is attributable to other variables 
not examined in the present study, such as students' intrinsic motivation, teacher instructional 
strategies, classroom environment, parental support, peer interaction, and other educational 
factors. This result suggests that although card game learning media is not the sole determinant 
of learning motivation, it represents a substantial contributing factor capable of enhancing 
students' motivation within the vocational learning environment. Overall, the findings 
demonstrate that the implementation of interactive card game learning media provides 
meaningful educational benefits by fostering a more engaging and motivating classroom 
atmosphere. 

Interactive Card Game Learning Media as a Driver of Student Learning Motivation 
The findings of this study provide important evidence that interactive card game learning media 
constitute more than an instructional innovation designed to increase classroom enjoyment; 
they represent a strategic pedagogical mechanism capable of fostering students' learning 
motivation within vocational education. The significant positive relationship identified 
between the implementation of card game learning media and learning motivation indicates 
that students respond more positively when instructional activities emphasize interaction, 
collaboration, and active knowledge construction rather than passive information transmission. 
In the context of vocational education, this finding is particularly meaningful because students 
are expected to develop conceptual understanding alongside practical competencies that 
require sustained engagement throughout the learning process. Traditional lecture-based 
instruction often positions students as passive recipients of information, limiting opportunities 
for interaction and reducing the perceived relevance of theoretical content. In contrast, 
interactive card game learning media restructure the classroom into a participatory learning 
environment where students are encouraged to communicate, negotiate meaning, solve 
problems collectively, and receive immediate feedback. Consequently, motivation emerges not 
simply because the instructional activities are enjoyable but because students become 
cognitively, emotionally, and behaviourally involved in meaningful learning experiences that 
increase their commitment to achieving instructional objectives (Reeve & Jang, 2022; Skinner 
et al., 2022; Al-Said, 2023). 
The implications of these findings extend beyond the effectiveness of a particular learning 
medium to the broader management of instructional processes. Effective learning management 
requires teachers to organize classroom experiences that sustain students' attention while 
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simultaneously encouraging autonomy, collaboration, and continuous participation. Interactive 
card game learning media appear to satisfy these requirements by transforming theoretical 
learning into structured activities that require students to actively process information instead 
of memorizing content delivered by teachers. Such instructional conditions reduce classroom 
monotony and create opportunities for repeated interaction with learning materials, thereby 
strengthening students' confidence in mastering academic content. More importantly, the 
learning process becomes increasingly learner-centered, allowing students to assume greater 
responsibility for constructing their own understanding. This shift reflects contemporary 
educational management principles, which emphasize active engagement, collaborative 
learning, and student-centered instructional design as essential components of high-quality 
educational practice. Therefore, the contribution of interactive card game learning media 
should not be interpreted merely as an improvement in teaching techniques but rather as an 
effective strategy for managing learning experiences capable of sustaining students' motivation 
throughout vocational education. 
From a broader educational perspective, the present findings reinforce the growing recognition 
that motivation is fundamentally shaped by instructional design rather than existing solely as 
an individual psychological characteristic. Students' willingness to participate, persist, and 
invest effort in learning develops when educational environments provide meaningful 
opportunities for exploration, interaction, and achievement. Interactive card game learning 
media facilitate these conditions by integrating academic content with collaborative activities 
that encourage continuous engagement and immediate reinforcement. Consequently, the 
educational value of the media lies not in the game itself but in its ability to transform classroom 
dynamics into environments where learning becomes socially interactive, intellectually 
stimulating, and professionally relevant (Alam & Mohanty, 2023; Vashishth et al., 2024; Zhou, 
2025). For vocational institutions, this finding has strategic implications because preparing 
graduates for increasingly competitive industries requires instructional approaches that 
cultivate not only technical competence but also communication, teamwork, adaptability, and 
problem-solving abilities. Interactive card game learning media therefore represent an 
instructional innovation that simultaneously supports cognitive development, motivational 
enhancement, and the broader objectives of vocational education in preparing students for 
future professional environments (Fenezia & Armiati, 2025). 
Interactive Card Game Learning Media as a Driver of Student Learning Motivation 
The findings of this study provide compelling evidence that interactive card game learning 
media constitute a meaningful pedagogical strategy for enhancing students' learning motivation 
in vocational education. Rather than interpreting this finding merely as evidence that students 
prefer enjoyable classroom activities, the results should be understood from the broader 
perspective of instructional management, where learning motivation is shaped by the quality 
of learning experiences created by teachers. In vocational education, effective instruction 
extends beyond transferring knowledge; it requires learning environments that continuously 
encourage students to participate, collaborate, and construct knowledge actively. The 
significant relationship identified in this study suggests that interactive card game learning 
media successfully facilitate these conditions by transforming classroom interaction from 
teacher-centered knowledge transmission into student-centered knowledge construction 
(Mavroudi et al., 2022; Mutiara, 2025). Such transformation is particularly important within 
culinary education, where students must integrate theoretical understanding with practical 
competencies. Consequently, instructional media should no longer be viewed as supplementary 
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teaching aids but as strategic educational resources capable of supporting the achievement of 
instructional objectives through increased student engagement and participation. 
The educational value of interactive card game learning media lies not simply in the 
incorporation of game elements but in their ability to redesign students' learning experiences. 
Conventional theoretical instruction frequently positions students as passive listeners, resulting 
in declining attention, limited classroom interaction, and reduced willingness to participate 
actively during learning activities. Interactive card games fundamentally alter these classroom 
dynamics by introducing collaborative tasks, immediate feedback, structured challenges, and 
opportunities for repeated interaction with learning content. These characteristics encourage 
students to become intellectually involved in solving problems while simultaneously fostering 
communication and teamwork among peers. As students become increasingly engaged in 
classroom activities, learning shifts from being perceived as an obligation toward becoming a 
meaningful process of exploration and discovery. This transition represents a critical dimension 
of effective learning management because sustained motivation develops when students 
perceive instructional activities as relevant, attainable, and personally valuable. Therefore, the 
contribution of card game learning media should be interpreted not merely as increasing 
classroom enjoyment but as strengthening the psychological conditions necessary for 
meaningful learning to occur. 
Another important implication concerns the relationship between motivation and instructional 
quality. The findings indicate that motivation is not an isolated psychological characteristic 
residing exclusively within individual students but rather a dynamic educational outcome that 
develops through continuous interaction between learners and their instructional environment. 
Interactive card game learning media create learning situations in which students receive 
immediate reinforcement for their participation, collaborate in achieving shared learning 
objectives, and experience greater autonomy during classroom activities. Such learning 
conditions contribute to higher levels of confidence, persistence, and willingness to engage 
with increasingly complex learning tasks. More importantly, students become active 
contributors to classroom learning instead of functioning solely as recipients of teacher 
explanations. This finding suggests that educational innovation should focus less on adopting 
sophisticated instructional technologies and more on designing learning environments that 
maximize meaningful interaction. Schools frequently invest considerable resources in 
educational technology without fundamentally changing classroom pedagogy. The present 
findings demonstrate that relatively simple instructional innovations can generate substantial 
motivational benefits when they successfully reorganize learning experiences around active 
student participation rather than passive content delivery. 
From the perspective of vocational education management, the present findings also carry 
broader implications regarding workforce preparation. Vocational institutions are expected to 
produce graduates possessing not only technical competencies but also transferable skills 
including communication, teamwork, critical thinking, adaptability, and collaborative 
problem-solving. These competencies cannot be developed effectively through passive 
instructional methods alone. Interactive card game learning media create authentic 
opportunities for students to negotiate ideas, justify decisions, exchange knowledge, and solve 
problems collectively, thereby supporting the simultaneous development of academic 
understanding and professional competencies. This dual contribution is particularly relevant in 
culinary education, where future employment requires individuals capable of functioning 
effectively within collaborative professional environments characterized by rapid decision-
making and continuous interpersonal interaction. Consequently, the educational significance 
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of interactive learning media extends beyond improving immediate classroom motivation to 
supporting the broader mission of vocational education in preparing graduates for increasingly 
dynamic labor markets. 
The findings further suggest that teachers should reconsider their instructional roles within 
contemporary vocational education. Rather than serving primarily as transmitters of 
knowledge, teachers increasingly function as learning designers responsible for organizing 
educational experiences that maximize students' engagement and participation. This shift 
requires teachers to move beyond conventional lecture-oriented approaches toward 
instructional strategies emphasizing interaction, collaboration, inquiry, and experiential 
learning. Interactive card game learning media provide one practical mechanism through which 
such transformation can be achieved because they encourage students to assume greater 
responsibility for their own learning while enabling teachers to facilitate rather than dominate 
classroom activities. Accordingly, improving learning motivation should not be viewed solely 
as an issue of student psychology but as an outcome of effective instructional leadership 
demonstrated within classroom practice. Educational innovation therefore depends not only on 
the availability of instructional media but also on teachers' capacity to integrate these resources 
into coherent pedagogical strategies aligned with curriculum objectives and students' learning 
needs. 
Taken together, these findings contribute to the broader discourse on instructional innovation 
by demonstrating that the effectiveness of game-based learning is fundamentally determined 
by its capacity to improve the quality of educational interaction rather than by its novelty alone. 
Interactive card game learning media become valuable because they restructure classroom 
relationships, increase students' ownership of learning, and strengthen engagement with 
academic content throughout the instructional process. The findings therefore reinforce the 
proposition that sustainable improvements in learning motivation require educational 
institutions to prioritize learner-centered instructional management rather than relying 
exclusively on curriculum revision or technological investment. Within vocational education, 
where students' future professional competence depends heavily upon continuous engagement 
with both theoretical and practical learning, instructional media that promote meaningful 
participation should be regarded as strategic educational investments capable of enhancing not 
only students' motivation but also the overall quality of vocational learning outcomes. 
Conclusion 
This study concludes that the implementation of interactive card game learning media is 
positively associated with students' learning motivation among tenth-grade Culinary students 
at SMK Negeri 1 Pasaman. The findings demonstrate that interactive learning media contribute 
to creating a more engaging, participatory, and student-centered learning environment, 
enabling students to become actively involved in the learning process rather than remaining 
passive recipients of information. The contribution of card game learning media indicates that 
instructional innovation plays a meaningful role in enhancing learning motivation, although 
motivation is also influenced by various educational and contextual factors beyond the scope 
of this study. These findings highlight the importance of integrating innovative learning media 
into instructional management within vocational education to improve classroom engagement 
and support the development of students' academic and professional competencies. Therefore, 
teachers and school leaders should consider interactive game-based learning as part of broader 
instructional improvement strategies aimed at fostering sustainable student motivation and 
improving educational quality. Future research is recommended to employ experimental or 
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longitudinal designs involving larger and more diverse vocational education settings while 
incorporating additional variables, such as instructional quality, classroom climate, self-
efficacy, and digital learning readiness, to obtain a more comprehensive understanding of the 
factors influencing students' learning motivation. 
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