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A B S T R A K 

Kurangnya media pembelajaran yang inovatif berdampak pada 
kemampuan siswa yang semakin kurang. Selain itu permasalahan lainnya 
juga ditemukan literasi digital siswa yang kurang. Penelitian ini bertujuan 
untuk mengkreasikan penggunaan wordwall sebagai media interaktif 
game-based learning untuk memberikan penguatan literasi digital 
khususnya bagi peserta didik sekolah dasar. Jenis penelitian ini yaitu 
penelitian kualitatif. Metode penelitian dalam penelitian ini ialah metode 
kualitatif dengan pendekatan deskriptif. subjek penelitian siswa kelas atas 
(kelas V) yang berjumlah 20 orang. Metode pengumpulan data 
menggunakan observasi, wawancara, dan dokumentasi. Instrument 
pengumpulan data menggunakan kuesioner. Teknik analisis data 
menggunakan analisis deskriptif kualitatatif. Hasil penelitian yaitu siswa 
antusias mengikuti pembelajaran di kelas sehingga pembelajaran menjadi 
lebih menyenangkan dibandingkan dengan pembelajaran konvensional, 
dan siswa tidak merasa bosan saat pembelajaran berlangsung. 
Berdasarkan kemampuan literasi digital, diketahui bahwa siswa mampu 
dan mahir dalam mengoperasikan template word wall teknologi digital 
mengejar dalam labirin dan permainan mencocokkan dari awal hingga 
akhir permainan. Dengan pemanfaatan wordwall dapat memberikan 
penguatan literasi digital peserta didik sekolah dasar. Simpulan penelitian 
ini yaitu pemanfaatan wordwall merupakan sebuah hal baru yang dapat 
membangkitkan antusiasme peserta didik dalam pembelajaran. 
 

A B S T R A C T 

The lack of innovative learning media impacts students' diminishing abilities. Besides that, other 
problems were also found in students' needing more digital literacy. This study aims to create the use 
of word walls as an interactive media game-based learning to strengthen digital literacy, especially for 
elementary school students. This type of research is qualitative research. The research method in this 
study is a qualitative method with a descriptive approach. The research subjects of upper-class students 
(grade V) totaling 20 people. Methods of data collection using observation, interviews, and 
documentation. The data collection instrument used a questionnaire. The data analysis technique uses 
qualitative descriptive analysis. The research results are that students are enthusiastic about 
participating in class so that learning becomes more enjoyable compared to conventional learning, and 
students do not feel bored when learning occurs. Based on digital literacy skills, it is known that students 
are capable and proficient in operating digital technology word wall templates chasing in mazes, and 
matching games from the beginning to the end of the game. Using word walls can strengthen digital 
literacy for elementary school students. This study concludes that using word walls is a new thing that 
can arouse students' enthusiasm in learning. 
 

 
1. INTRODUCTION 

 In simple terms, literacy is literacy skills, reading and writing, and the ability to improve syntactic 
abilities (Huettig & Pickering, 2019; Mirnawati & Fabriya, 2022). Literacy activities in Indonesia are 
currently very concerning. Based on a survey conducted by the Program for International Student 
Assessment (PISA) in uploaded Organization for Economic Co-operation and Development (OECD) pada 
2019, Indonesia is ranked 62nd out of 70 countries or is in the top 10 countries the lowest having the lowest 
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literacy level. Therefore, the government has made various efforts to improve and strengthen literacy in 
Indonesia. In education, the government's efforts to strengthen literacy for elementary school students are 
carried out with a reading literacy culture before learning begins by going through the habit of reading for 
15 minutes before studying. It aims to make students diligent in reading. But in reality, many elementary 
school students need more time to read textbooks. One of the reasons for this is the large number of students 
who interact or are addicted to gadgets, be it through smartphones or laptops used to access online games 
and video games compared to learning so that it will have a negative impact (Putri, 2018; Safitri et al., 2019). 
This condition causes a decrease in ability literacy of learners who have the potential to be affected in 
negative terms, then should be directed to the use of gadgets for positive things. 

In digital technology like today, humans cannot be separated from it through gadgets. Using gadgets 
can strengthen literacy by applying digital literacy, especially for elementary school students. Digital 
literacy is the ability to use information and communication technology (ICT) to communicate 
content/information with cognitive and technical abilities to improve and have reading skills, as well as 
support schools and students to compete in a digital society (Naila et al., 2021; Pangrazio et al., 2020). Digital 
literacy can also mean knowledge and the ability to apply digital media by utilizing mobile devices and 
computers, networks, or other digital communication tools in using, evaluating, finding, creating 
information, and utilizing it carefully, accurately, precisely, and complying with the law with the aim of 
means of supporting communication activities optimally (Novitasari & Fauziddin, 2022; Setyaningsih et al., 
2019) 

With this digital literacy, an educator can: utilize it by making learning media relevant to subjects 
to provide literacy reinforcement for students in elementary school, one of which is game-based learning 
media learning. The word learning media comes from the Latin word "medius," which means "middle," 
intermediary, or introduction (Arsyad, 2015). Media learning is a tool for the learning process, namely 
everything that can be used to stimulate thoughts, feelings, attention, and abilities or skills of students to 
encourage the occurrence learning process in students (Setiawan et al., 2021). Learning media, too, can be 
interpreted as an intermediary in the physical form in that it contains messages relevant to the current 
learning activity (Setiawan, 2019). Learning media has a significant role important in learning. With the 
learning media, teaching and learning become easy and exciting so that students actively follow and engage 
in learning and have the opportunity to create and develop their potential (Nurrita, 2018). A Educators must 
be selective in choosing learning media that must be relevant according to the subjects and the needs of 
students to achieve goals learning can be achieved and evoke an atmosphere of teaching and learning in 
more fun classes. 

Game-based learning refers to certain game principles that provide exciting experiences and apply 
them in real life by involving users so that the learning environment becomes interactive and collaborative 
learning activities (Anastasiadis et al., 2018; Trybus, 2015). Game-based learning is game-based learning 
that aims to make the learning atmosphere more enjoyable without ignoring the subjects studied by 
students (Hwa, 2018; Pratama & Setyaningrum, 2018). Games-based learning can also interpret game-
based learning by utilizing the digital game as a medium to convey learning, improve the ability to 
understand and knowledge and assess or evaluate the material of a scientific discipline (Maulidina et al., 
2018). Referring to two opinions, the researcher concluded that game-based learning is game-based 
learning by utilizing principles and forms of certain digital games implemented in real life with involved 
users. In this research, through based learning game-based learning, researchers will utilize a digital 
platform called word wall. Word wall is a digital website platform that contains educational and innovative 
quiz-based games that are engaging and accessible anytime and anywhere with an internet network or Wi-
Fi.  

There are many templates in this digital learning platform, including; matching games, shuffle 
cards, group sorting, maze chase, labelled diagrams, whack-a-mole, quiz, correct sentences, missing words, 
game quizzes, right or wrong, airplanes, unlocking boxes, finding matches, anagrams, matching pairs, 
crosswords, and blowing up balloons. The advantages of word wall media, namely; 1) the abundance of 
templates for basic and standard users are 18 templates, while for pro users totalling 33 templates, 2) some 
themes or templates attract the attention of users, 3) easy to use for beginners, 4) there are multiplayer 
templates can be followed by all students by joining in the same game and the same time using each device. 
The drawbacks of this word wall media are; 1) the font size cannot be changed, 2) paid-for new users can 
only make five appropriate game models available templates, and if they want to make more or use another 
template must subscribe to the standard or pro. 

In this study, researchers will use two-word wall templates, maze chase, and matching games. The 
researcher chose both games because maze games and matching games are enjoyable if applied to learning. 
In a game maze, students can walk around the road and choose answers suitably. Meanwhile, in the 
matching game, students will be invited to think in pairs of right answers to the correct answer in exciting 
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ways. In this study, students will learn while playing. Given the use of this word wall, not all schools 
implement it. Therefore, researchers want to know the utilization of word wall in context 1) the responses 
of principals, teachers, and students regarding the use of the chase word wall template in mazes and games 
matching, 2) the difference between learning with a word wall and learning previous or conventional, 3) 
constraints in word wall implementation, and 4) digital literacy of students after implementing the use of 
word walls in schools, 5) suggestions for implementing future learning. Using this word wall can later 
strengthen participants' digital literacy among elementary school students. 

Based on the results of previous studies that are relevant to this research, (Nuri et al., 2022) states 
that "game-based learning can improve literacy and numeracy skills of elementary school students. 
According to (Rashid et al., 2018) "With interactive and adaptive game-based learning, it will make learning 
more fun, increase students' understanding of the material, and indirectly gain knowledge and skills during 
digital-based learning." The opinion of other researchers states that "game-based learning makes students 
very enthusiastic and enthusiastic in participating in learning so it can be seen that game-based learning is 
better than conventional learning" (Hwa, 2018). The use of word wall media can improve student learning 
outcomes in elementary school (Maghfiroh, 2018). The statement aligns with the research researchers will 
do by combining game-based learning using word walls. Using digital word wall platforms based on game-
based learning is expected to provide digital reinforcement literacy for elementary school students. Based 
on the background above, the purpose of the researchers in conducting this research was to create the use 
of word walls as an interactive game-based learning media to strengthen digital literacy, especially for 

elementary school students. 

 
2. METHOD 

 This research was conducted at SD Muhammadiyah 2 Surabaya with the subject research high-
class students (grade V) totalling 20 people due to high-class students' level of thinking as well as the ability 
to respond, understand, and capture information better than low class. The lesson load in this research is 
Natural Science (IPA) about abnormalities in passive movement organs (bones). The reason the researcher 
took the content of science lessons because the material is relevant to the researcher's word wall template 
implemented in this research. In this study, researchers used qualitative research methods with a 
descriptive approach. Qualitative research focuses on understanding the phenomena experienced by 
research subjects, such as behavior, perceptions, motivations, and actions, holistically and using 
descriptions in the form of language and words in a special natural context and by utilizing various natural 
methods (Moleong, 2016). Qualitative research includes categorization, conceptualization, and descriptions 
developed based on real-life “events” during fieldwork (Haven & Grootel, 2019; Rijali, 2018). Qualitative 
research often involves finding data from multiple sources to gain a deep understanding of the social reality 
of individuals, including their opinions, views, and attitudes, as well as qualitative data discovery and 
analysis techniques (Mohajan, 2018; Nassaji, 2015). The instrument grid is presented in Table 1. 
 
Table 1. Instrument Grid 

Instrument Type Aspects 

Observation 
a. Implementation of Word Wall Implementation in Classroom Learning 
b. Digital Literacy Skills of Students 

Interview 

a. Implementation of Utilization of the Word wall Template Chase in the maze 
and Matching Games During The Learning 

b. The Difference Between Learning by Utilizing Word wall and Conventional 
Learning 

c. Obstacles in Word wall Implementation During Classroom Learning 
d. Digital Literacy of Students After the Implementation of Word wall Utilization 

in School 
e. Suggestions for Application of Future Learning 

 
In this study, researchers used data collection techniques through three steps or stages: 

observation, interviews, and documentation with instruments; research observation sheets, interview 
sheets, and photos or videos during the research implementation process are underway. Observation is an 
observation activity or recording carried out systematically and aimed to observe behavior or activity 
during the learning process (Cintia et al., 2018). Researchers made observations to dig up various 
information and obtain data at SD Muhammadiyah 2 Surabaya, as for the aspects observed by researchers 
in the context of using a word wall templates for chasing in mazes and matching games and digital literacy 
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of students in elementary schools. An interview is a conversation between two or more people to get the 
correct data information from sources (Sari et al., 2021). Researchers conducted interviews and addressed 
the principal, teachers, classes, and students at SD Muhammadiyah 2 Surabaya. Documentation in the form 
of photos or videos of activities carried out during the research is intended to strengthen research data.  

Based on data research techniques conducted, researchers use the triangulation technique. 
Triangulation is comparing all data with different data collection techniques to ensure the validity of the 
data (Fatahillah et al., 2017; Mutiani et al., 2020). Triangulation aims to provide a cross-check that all data 
have no differences. In this study, researchers will use a combination of technical triangulation and source 
triangulation. The triangulation technique is different data collection technique to get the data from the 
same source (Hidayati & Septiani, 2015). Source triangulation is one way to get data from different sources 
with the same technique (Hidayati & Septiani, 2015). 

 
 
 
 
 
 
 
 
 
 
 

Figure 1. Qualitative Research Data Analysis Process 
 

The figure shows the data analysis process that begins with data collection, presentation, reduction, 
and verification or withdrawal conclusion. Data collection is a central part of data analysis activities. 
Furthermore, the data collected enters the data presentation stage and then the data reduction process 
stage. Data reduction is a researcher's effort or effort in concluding the data, then sorting the data into 
conceptual units, certain categories, and specific themes (Rijali, 2018). Then the results of the data 
reduction are processed to look more intact. In this study, data reduction results can be in the form of 
sketches or concept maps, synopsis, matrices, and other forms. All things it is essential to facilitate the 
explanation and confirmation of conclusions. 

 

3. RESULT AND DISCUSSION 

Result 
Based on the observations on aspects of internal word wall implementation learning in the 

classroom, the word wall digital platform is new in SD Muhammadiyah 2 Surabaya. The principal's opinion 
reinforces that deep Word wall implementation is new for digital-based learning. Learners are also 
enthusiastic about participating in class learning so that learning becomes more fun than conventional 
learning, and students do not feel bored when learning takes place. Meanwhile, based on digital literacy 
ability, it is known that students are capable and proficient in operating digital technology word wall 
templates chasing in a maze and matching games from the beginning to the end of the game. Students have 
skills in viewing images visually, audio, moving the screen or cursor, reading, and answering the questions 
in the game correctly. The following is a photo during the observation activity. 

 

Figure 1. Observation of Wordwall Learning in Class 

Data Presentation Collection Data 

Verification/Drawing of 
Conclusions 

Data Reduction 
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 Based on Figure 1 shows the implementation of word wall implementation activities during class 
learning. In Figure 1, it can see that the students were delighted, enthusiastic, and excited when 
implementing the word wall in learning took place in class. Based on the results of interviews conducted by 
researchers with all informants regarding the application of word wall-based game-based learning in 
classroom learning, it is a new thing that makes students interested, not bored, and learning becomes more 
exciting and fun. Not only that, but students are also very enthusiastic, so the material taught is easy to 
understand. The application of word walls in classroom learning is more interesting than conventional 
learning. Therefore, students' digital literacy is also good because students can use digital word wall 
technology through their gadgets. The obstacles experienced were that some students needed gadgets, and 
the internet network was constrained. Based on the opinions of all sources, it stated that every week there 
is a need for digital learning, but still paying attention to the limitations and directions in using digital 
literacy so that students do not fall into negative influences. The following was a display of activity 
documentation from researchers conducting research at SD Muhammadiyah 2 Surabaya. 
 

 

Figure 2. Chase in the Maze 

 

 

Figure 3. Matching Game 
  

Figure 2 shows the view of the word wall template for the maze chase game, while Figure 3 shows 
the matching game template. Based on these two images, there are visual images, text, and audio.  

 

Figure 4. Students Playing Chase in the Maze 
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Figure 5. Students Playing Matching Game 
  

In Figure 4, you can see the documentation when students implement word wall implementation 
in the game of chasing in the maze. Figure 5 shows when students apply word wall implementation in 
matching games. 
 
Discussion 

In the following, researchers will discuss the results of the sustainability analysis of this research 
which includes implementing the use of a deep-chasing word wall template mazes and matching games as 
learning progresses, differences between learning by using word walls and learning conventional, 
constraints in word wall implementation during classroom learning, literacy of students after implementing 
the use of word walls in schools, and suggestions for future application of learning. 
 
Implementation of Utilization of the Word wall Template Chase in the maze and Matching Games 
During the Learning  

 Based on the results of the interview data, the researchers verified and validated aspects of 
implementing the chase word wall template in the maze and matching games when learning occurs in the 
classroom perception. The principal stated that implementing the word wall was new and made students 
not feel bored and enthusiastic in learning to learn. This statement is reinforced by the opinion of the class 
V teacher and fifth-grade students' representatives that implementing word walls in class will be more 
exciting and fun because students can learn while playing. Implementation of game-based learning is 
interactive and adaptive so that learning becomes more fun and can improve students' understanding of 
the material being taught (Rashid et al., 2018). 
 
The Difference Between Learning by Utilizing Word wall and Conventional Learning 

 Based on the interview data, the researcher verified and validated the different aspects of learning 
using word walls and conventional learning, namely the principal's perception that conventional learning 
is less fun and seems ordinary because it is only comfortable with books and blackboards while learning 
uses word wall templates. Make students more enthusiastic and eager to learn so that students can more 
easily understand the learning material. The student's statement was supported by the opinion of class V 
representatives that were previously learning seemed less exciting and boring because it used textbooks, 
notebooks, and blackboards while learning using word walls made learning more exciting and fun, and 
learning materials were easy to understand. The opinion of fifth-grade teachers stated that students were 
more enthusiastic about participating in learning in class by using word walls. Digital game-based learning 
makes students enthusiastic about participating in learning, so it is known that game-based learning is 
better than conventional learning, and students prefer game-based learning to traditional learning 
methods. (Hwa, 2018;  Ding et al., 2017). 
 
Obstacles in Word wall Implementation During Classroom Learning 

Based on the results of the interview data, the researchers verified and validated the obstacle 
aspect when implementing word wall learning in the classroom is the perception that the principal stated 
that some students did not have gadgets and internet networks that are suddenly constrained. That matter 
confirmation by the opinion of the class V teacher and representatives of class V students that some students 
need personal gadgets and an internet connection that is constrained. Another opinion from the 
representative class V students is that avoiding the inner monsters maze chase game is challenging. 
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Supported by other opinions, the obstacle in digital learning is that some students need gadgets, and the 
internet is unstable, so the internet connection is slow and hinders learning (Abante, 2021; Khairunnisa & 
Ilmi, 2020). 
 
Digital Literacy of Students After the Implementation of Word wall Utilization in School 

Based on the results of the interview data that the researchers verified and validated in terms of 
student literacy after implementing the use of word walls in schools, the principal's perception stated that 
students' digital literacy was good because they could operate digital media word wall templates in chasing 
games in mazes and matching games. This is reinforced by the opinion of the class V teacher and class V 
student representatives that students have good digital iteration skills because they are used to using digital 
technology so that students can participate in and operate digital learning by utilizing word wall templates 
for chasing in mazes and matching games. Rashid also emphasized that students' digital literacy is good 
because they indirectly gain knowledge and skills when playing digital-based learning (Rashid et al., 2018). 
 
Suggestions for Application of Future Learning 

Based on the data from the interviews, the researcher verified and validated the suggestions for 
implementing further learning, namely the perception of the school principal, who stated the need for digital 
learning habituation every week, as well as guidance to students regarding other word wall templates so 
that they could be developed to be more creative, innovative, engaging, and challenging. This statement is 
strengthened by the opinion of representatives of class V students that there is a need for further digital 
learning habituation every week so students do not get bored quickly. The opinion of the fifth-grade teacher 
states the need for habituation, limitations, and directions for students in implementing digital learning in 
class. Other researchers also emphasized that in advanced learning, a game-based learning context is 
needed to support and optimize the learning process created as a learning support medium (Arifudin et al., 
2020; Hwa, 2018) 

 
4. CONCLUSION 

 Based on the research objectives and problems in the introduction, the researcher concluded that 
using the word wall as an interactive game-based learning media strengthens digital literacy, especially for 
elementary school students who can present new things in learning. Learning becomes very interesting, 
and easy to understand the material studied. Arouse the enthusiasm and enthusiasm of students in learning 
so that learning becomes more exciting and fun through learning while playing. Good digital student literacy 
is visible by the student's ability to process word walls in the game of chasing in the maze and the game 
reaching from the beginning to the end of the game; As for the subsequent learning suggestions, namely the 
need for habituation, direction, and limits for students in implementing digital learning in class. However, 
this research has research limitations, and there are obstacles, namely, some students need personal 
gadgets and internet networks that experience problems. This study suggests that researchers can 
redevelop other word wall templates in more innovative, creative, and challenging ways. 
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