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A B S T R A K 

Penggunaan media interaktif dalam kegiatan pembelajaran memberikan 
inovasi baru pada dunia pendidikan. Penelitian ini bertujuan untuk 
menganalisis persepsi mahasiswa PGSD terhadap penggunaan media 
interaktif wordwall sebagai kuis pada mata kuliah pendidikan IPS sekolah 
dasar. Penelitian ini berjenis kuantitatif dengan subyek 50 mahasiswa 
PGSD (Pendidikan Guru Sekolah Dasar). Metode penelitian yang 
digunakan pada penelitian ini yaitu metode survei. Data dikumpulkan 
dengan memanfaatkan angket skala Likert 1-5. Angket dibagikan kepada 
mahasiswa melalui google form. Data yang diperoleh dari penelitian 
kemudian dianalisis menggunakan skala likert dan hasilnya dikonversi 
kedalam tabel klasifikasi persepsi mahasiswa. Hasil analisis dari angket 
yang disebarkan kepada mahasiswa PGSD menunjukkan bahwa 
persepsi mahasiswa PGSD terhadap penggunaan media interaktif 
wordwall sebagai kuis pada mata kuliah pendidikan IPS sekolah dasar 
berada pada kategori “setuju”. Sehingga untuk pembelajaran yang 
dilakukan kedepannya dapat memanfaatkan media interaktif wordwall. 
Berdasarkan hasil angket yang dibagikan kepada mahasiswa kesimpulan 
yang dapat diambil yaitu penggunaan media ajar yang interaktif seperti 
wordwall sebagai kuis mampu meningkatkan motivasi, hasil belajar, 
semangat serta prestasi belajar anak didik. Sebab penggunaan media 
interaktif wordwall memiliki tampilan yang menarik, mudah digunakan dan 
pada akhir pengerjaan kuis akan muncul rating nilai secara otomatis. 
Sehingga dapat merangsang siswa untuk berlomba-lomba mendapatkan 
nilai yang maksimal. 

A B S T R A C T 

The use of interactive media in learning activities provides new innovations in the world of education. 
This study aims to analyze the perceptions of PGSD students on the use of Wordwall interactive media 
as quizzes in elementary school social studies education courses. This research is a quantitative type 
with 50 PGSD (Elementary School Teacher Education). The research method used in this research is 
the survey method. Data was collected using a 1-5 Likert scale questionnaire. Questionnaires were 
distributed to students via the Google form. The data obtained from the study were then analyzed using 
a Likert scale and the results were converted into a student perception classification table. The results 
of the analysis of the questionnaire distributed to PGSD students showed that the perceptions of PGSD 
students regarding the use of Wordwall interactive media as quizzes in elementary school social studies 
education courses were in the "agree" category. So that future learning can take advantage of Wordwall 
interactive media. Based on the results of the questionnaire distributed to students, the conclusion that 
can be drawn is that the use of interactive teaching media such as Wordwall as quizzes can increase 
students' motivation, learning outcomes, enthusiasm and learning achievements. Because the use of 
Wordwall interactive media has an attractive appearance, is easy to use and at the end of the quiz work 
a value rating will appear automatically. So that it can stimulate students to compete to get the maximum 
value. 
 

 
1. INTRODUCTION 

Teachers must be able to use innovative and creative learning media as technology, information 
and communication develop. Increasing creativity and innovation has a significant impact on human 
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survival, including the world of education. It needs to be understood that innovation in learning activities 
will encourage the creation of a learning atmosphere that is fun and not boring so that it can increase 
students' learning motivation (Kuncoro & Arigiyati, 2020; Lutviana & Mafulah, 2021). Technological 
advances have given birth to various applications with features that are very complete, comprehensive and 
can be used for various purposes, including to support learning so that learning objectives can be realized 
as they should (Irving, 2006; Yilmaz, 2017). This progress should be utilized wisely by educators in the era 
of revolution 4.0 which continues to develop rapidly and dynamically, especially in the fields of technology 
and information. In line with the statement of previous study state that in the 4.0 era, especially in the world 
of education, educators must be able to facilitate students in learning individually wherever they are by 
utilizing technological tools (Min & Nasir, 2020). So that educators can understand the concept of learning 
media, they must be able to master technology and information, especially learning media (Alfian et al., 
2022; Samerkhanova & Imzharova, 2018). In neighbouring countries, the demand for learning using online 
platforms has greatly increased because it has a positive impact on learning (Kessler, 2018; Nasir, 2020). 
One of the components that educators need to pay attention to in learning is the use of media, because using 
media in learning will make it easier for students to understand and absorb the information conveyed by 
the teacher inside and outside the classroom. 

Based on the results of observations, problems were found, namely lack of concentration in 
attending lectures. This is due to the 3 credit hours taken in elementary social studies education courses, so 
that students often lose focus. Students who lose focus will talk to their friends and make the class less 
conducive. The role of lecturers in stabilizing the class is very necessary so that lectures run smoothly. 
During the lecture process students only make presentations and ask questions, for the rest of the lectures 
are led by lecturers using the lecture method. Another problem related to the use of technological media is 
still very minimal and only displays power points. The results of interviews with lecturers said that in order 
to provide technology-based media, lecturers had time constraints to create the media. This is because the 
workload of lecturers is already busy, so the time to create media is very minimal. Plus, making technology-
based media requires a lot of time and the skills to master technology. Lecturers must prepare materials, 
administration and lecture tools for the following day, so that making media is difficult to realize. The lack 
of media innovation in lectures gives researchers ideas to research related to technology-based lectures 
which are expected to attract students' attention and focus. 

Learning that utilizes online platforms can make it easier for teachers to explain the material and 
students will be more motivated in learning because the material provided is more attractive in appearance 
(Atmojo & Nugroho, 2020; Oliveira et al., 2020). Among the use of media several models that can be used 
can be a quiz. One media that can be used is online quizzes. Thanks to the presence of sophisticated 
technology, many applications can facilitate this online quiz activity. It is hoped that online quizzes will 
reduce the lecturer's task of correcting and providing student assessments. Using online quizzes, lecturers 
do not need to correct and provide assessments manually, because the assessment is done automatically by 
the system (Berrais, 2015; Mardiana, 2020). The benefits of online quizzes are not only limited to that, but 
also have a very positive impact on the lecture process and classroom learning. 

In university lectures, the use of online quizzes can be a learning aid. Because quizzes are online 
based, their use using the internet can have a wide reach. The use of online game-based media in higher 
education has received a positive response from students. Many students state that the use of online games 
in learning can integrate games and learning (Chapman & Rich, 2018; Karim et al., 2018). Students are also 
very supportive of doing game-based learning which will create interesting learning. With the existence of 
online learning platforms/applications, learning activities can be done anywhere, anytime and however. 
Learning is no longer a boring activity in the classroom with learning resources in the form of books (Deris 
& Shukor, 2019; Meletiou-Mavrotheris et al., 2020). Thus, learning indirectly plays an important role in 
improving the quality of human resources (HR) without requiring a specific time or location. 

A sophisticated application where teachers and students both have access to various online 
quizzes, one of which is the wordwall application. Wordwall offers free types of assistance for teachers to 
develop learning assessment media. Technology-based wordwall media which provides game and quiz 
features which can be used as evaluation media (Hidayaty et al., 2022; Khairunisa, 2021). In fact, the use of 
online quizzes at the postgraduate program level has received a positive response in its use (Mohamad et 
al., 2020; Savitri, 2021). Teachers only need to enter questions and answer keys for one of the various types 
of games that have been provided as templates. Wordwall is an easy-to-use application and there are several 
options for implementing the questions. Wordwall is an educational online site in which there are various 
kinds of templates (Turdaliyevna & Berdiyorovna, 2023). Wordwall makes it easy for its users, this is 
because wordwall already has a wide variety of templates. In addition, wordwall is easy to operate online, 
so educators can easily access the wordwall application at any time. Wordwall itself is an application that is 
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not paid or free. To create an interesting learning activity that can motivate students, it can be realized by 
implementing this media. 

Using educational games as learning evaluation research on how to use Kahoot! As a learning 
medium to improve student study results. The objects of the research were students from the 
Muhammadiyah University of Mataram class of 2019. This research resulted in the discovery that learning 
by utilizing Kahoot! more improved as seen from the results of student studies compared to using power 
point media (Andari, 2020). Other research also explains that using wordwalls as an online quiz medium 
can increase the spirit of competition in getting the highest quiz scores (Loiola & Mourão, 2021). This is 
because in doing online quizzes the scores are sorted from the highest to the lowest score. In addition, there 
is previous research on the use of Wordwall as a support for learning media. The aim to be achieved through 
this research is to determine the impact of using Wordwall in increasing the mastery of Arabic vocabulary 
among MI Al Ba'ats Class III students. The research results show that students' Arabic vocabulary increased 
after educators used Wordwall as a learning medium (Azizah, 2020). 

The importance of implementing wordwalls in this era can help provide innovation in the world of 
education. Wordwall is used as a supporting tool in delivering learning material to students (Al-qonita et 
al., 2022; Arimbawa, 2021). This can prevent students from getting bored and foster feelings of enjoyment 
in learning. Sometimes learning in class still uses the lecture method, so learning is less varied. Utilizing 
wordwalls can increase student enthusiasm, motivation and learning outcomes at school. So it is important 
to implement wordwalls in classroom learning. 

With the basic ideas above, researchers are interested in researching the use of wordwall 
interactive media as quizzes. use wordwall media as a quiz. Researchers hope to contribute to innovative 
and interesting learning by utilizing wordwall interactive media. The data obtained from this study are 
expected to provide consideration for teachers and lecturers in preparing lesson plans. Perception provides 
an overview and view of something that needs to be done. Perception can also give one's belief in certain 
things (Al Hashimi et al., 2022; Pendy et al., 2021). What differentiates this research from previous research 
is that the focus of research conducted in previous research emphasized more on the benefits and learning 
outcomes of using wordwall media. Meanwhile, this research focuses on the perceptions of PGSD students, 
where the results of the analysis can be used as a reference by teachers and lecturers in implementing 
technology-based learning both in school and college environments. This research aims to analyze the 
perceptions of PGSD (Primary School Teacher Education) students at Yogayakarta State University 
regarding the use of wordwall interactive media as a quiz. 
 

2. METHOD 

This research is a type of descriptive quantitative research because it will provide an overview and 
analysis of the use of wordwall interactive media (Seixas et al., 2018). The aim of this research is to analyze 
the perceptions of PGSD UNY students regarding the wordwall application as an interactive media in the 
form of a quiz. By using a descriptive quantitative approach, the researcher only focused on PGSD UNY 
students regarding the use of wordwall interactive media as a quiz. The research method used in this study 
is the survey method. The research subjects were students of the PGSD class C study program, semester 4 
of the 2022/2023 academic year with a total of 50 students. The research instrument used a questionnaire 
which was distributed to students using Google Form. The questionnaire consists of 19 questions with 2 
aspects studied including the benefits of wordwalls and the involvement of wordwalls in learning. To find 
out the results of students' assessments of the use of interactive wordwall media as a quiz using a Likert 
scale measurement scale of 1 to 5 as show in Table 1. 

 
Table 1. Likert Scale 

Scale Category 
5 Strongly Agree (SA) 
4 Agree (A) 
3 Enough (E) 
2 Disagree (D) 
1 Strongly Disagree (SD) 

 
Data was collected by researchers using a questionnaire instrument to analyze the perceptions of 

PGSD UNY students regarding the use of wordwall interactive media as a quiz. The following is the 
instrument grid from the questionnaire distributed to students as show in Table 2. 
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Table 2. Questionnaire Instrument Grid 

Aspect Indicator No  

Benefits of wordwall 

Focus  1 
Motivation  2 
Feedback  3 

Comprehension 4,5,6 

Engagement in learning 

Challenge 7 
Control 8 

Deep engagement 9,10,11,12 
Interest 13,14,15 

Goals 16,17,18,19 
 
After the data is collected, data analysis is then carried out. In this research, descriptive quantitative 

data analysis is used as a data analysis method. Likert scale data was used to analyze data collected from 
student questionnaire answers. The perceptions of PGSD UNY students regarding the use of wordwall 
interactive media as a quiz can then be known using this method. The next step after calculating the average 
value is then converted into a classification of student perceptions so that students' perceptions of using 
interactive media wordwall as a quiz can be known. After carrying out calculations, the student perception 
classification table was obtained with an interval distance of 0.8 as show in Table 3. 

 
Table 3. Classification of Student Perceptions 

Average Value Range Category 
>4.20 s/d 5.00 Strongly Agree (SA) 
>3.40 s/d 4.20 Agree (A) 
>2.60 s/d 3.40 Enough (E) 
>1.80 s/d 2.60 Disagree (D) 
1.00 s/d 1.80 Strongly Disagree (SD) 

 
Based on Table 3, it can be said that you agree if the scores from the two aspects in the 

questionnaire distributed to students match the classification table with a score range of 3.41-5.00. If the 
value obtained is in accordance with the classification table with a value range of 1.00-3.40, then the 
student's perception does not agree. 
 

3. RESULT AND DISCUSSION 

Result 
The subjects of this study were 50 Class C PGSD UNY students who were taking the Elementary 

Social Sciences Education course, consisting of 9 male students or 18% of the total number of students and 
41 female students or 82% of the total number of students. This research is descriptive quantitative type. 
The purpose of this research was to describe the perceptions of PGSD UNY students on the use of wordwall 
interactive media as quizzes. So that it is expected to be able to bring up new innovations in the lecture 
process in class. Data processing is done by converting the quantitative data obtained from the distribution 
of questionnaires with a Likert scale of 1-5 into qualitative data according to the student perception 
classification table. Then conclusions can be drawn from the processing of qualitative data obtained from 
the student perception classification table. 

The results of measuring the level of perception of PGSD UNY students regarding the use of 
wordwall interactive media as a quiz can be seen from Figure 1. Based on Figure 1, the results of the 
perceptions of PGSD UNY students regarding the use of wordwall interactive media as a quiz show. Judging 
from the pie chart shown, it shows that the level of perception of PGSD UNY students towards the use of 
wordwall interactive media is in the "Agree" category with a percentage of 47.65%. The results obtained 
were based on an assessment of the aspects of the benefits of wordwalls and the involvement of wordwalls 
in learning which were distributed to students through questionnaires. It is hoped that the results of this 
study can become a reference for tertiary institutions to implement the use of wordwall interactive media 
in student assessments. This is supported by the widespread use of online media in learning as show in 
Figure 1. 
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Figure 1. UNY PGSD Student Perception Diagram 

 
The objects examined in this study include 2 aspects, namely the benefits of wordwalls and 

involvement in learning. Of the 2 aspects studied, there were 19 questions to find out student perceptions. 
These questions were distributed to students using a Google form and each question used a Likert scale 
answer of 1 to 5. From the results of distributing the questionnaire, it was discovered that the 50 students 
who filled out the questionnaire showed that their results were in the range of an average value of 4 and 5 
in terms of the benefits of wordwall. It can be concluded that the benefits of wordwalls in learning have a 
big influence on providing learning innovation. Meanwhile, in the aspect of involvement in learning, the 
average score range was 4 and 5. So it can be concluded that wordwall involvement in learning has a positive 
impact on students' development in learning. The presentation of the percentage of results from 
distributing questionnaires on the aspects of wordwall benefits and involvement in learning is presented in 
Figure 2. 

 
 

 

 

 

 

 

 

Figure 2. Aspect Percentage Diagram 

 
Based on Figure 2 show the results of distributing student perception questionnaires, it can be seen 

that the aspect of wordwall benefits scored 4.01 included in the "agree" classification and the involvement 
aspect in learning scored 4.17 included in the "agree" classification. Based on the questionnaire distributed 
to students regarding the perceptions of PGSD UNY students on the use of wordwall interactive media as 
quizzes, it can be concluded that the use of wordwall interactive media as quizzes agreed to be used in the 
lecture process. This is because by utilizing the wordwall as an interactive media quiz, lectures are more 
interesting and don't seem monotonous. Taking quizzes will also make students more challenged to 
compete, because after finishing taking the quiz a ranking will appear automatically. 
Discussion 

Based on the results of the data analysis above, the results show that the level of perception of PGSD 
students regarding the use of wordwall as an interactive media for quizzes is in the agree category. These 
results are obtained from indicators of the benefits of wordwalls and the involvement of wordwalls in 
learning. Students gave a positive response to the use of wordwall as an interactive quiz media. This shows 
that students are able to adapt to developments in science and technology in the 4.0 era. So that learning 
media can be applied to the learning process in the classroom. 
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This is in line with research conducted by previous researchers regarding student perceptions of 
the use of interactive media (Wao et al., 2022). The research results revealed that students responded 
positively to the use of interactive media in learning. The aspects measured in the research include 
motivational, usability and cognitive aspects. Previous researchers also explained that the implementation 
of interactive media in schools is still not optimal because there are still obstacles regarding the need for 
technological facilities and infrastructure in schools (Ferrer & Corres, 2022). So the generalization between 
this research and previous research is that there are several factors that influence perception. These factors 
include internal factors and external factors. Internal factors lie within the student, while external factors 
come from the lecturer and infrastructure to support the implementation of interactive media (Chandrasiri 
& Weerakoon, 2022; Widyaningsih et al., 2020). Internal factors can influence student motivation in 
operating interactive media so that students are less able to operate interactive media. It can be concluded 
that the use of interactive media can improve student learning outcomes. 

The application of wordwalls in the world of education is very effective in improving learning 
outcomes in class. Another benefit of using wordwall learning media is that it can increase interest, 
motivation and effectiveness of learning in class (Grace et al., 2022; Pradani, 2022). So that learning attracts 
more students' attention and makes learning more creative and innovative. If we talk about creativity and 
innovation, of course it cannot be separated from the rapid digital development in the current era. One of 
the positive impacts of digital developments in the world of education today is game-based learning. Game-
based learning is combining learning material with games. The use of wordwalls can help students to be 
more involved and play an active role in interactive learning (Firdiansyah & Pamungkas, 2021; Mazelin et 
al., 2022). Wordwall can also increase student independence in working on questions, because there are 
instructions that must be followed when working on questions. The games presented by wordwall are very 
interesting because they present problems that exist in the real world and are included in the game. 

Games among young people are no stranger, they can even be said to be integrated into everyday 
life. Gaming also has an impact on the education sector. Often found in the community, children are lazy to 
learn because they prefer to play games (Adam et al., 2022; Baculima-Suárez & Erazo-Álvarez, 2022). Along 
with the development of the times, games are used as learning media or what is often called game based 
learning. So, with the wordwall application which is used as an interactive medium as an online quiz, it can 
stimulate motivation and enthusiasm for learning in children. Then it can improve learning outcomes. 
Game-based learning is easy to use, in its creation a template is provided so that the creator only enters 
images and writing (Anggraini et al., 2020; Çil, 2021). 

Of the many examples of interactive media that are often used in learning, one of them is wordwall. 
Wordwall is an interactive media that can be used as a learning resource and learning media, and an 
instrument for assessing online-based student learning outcomes. Using Wordwall as a learning medium 
can increase motivation and attract students' attention (Sari & Yarza, 2021; Sinaga & Soesanto, 2022). The 
advantage of a wordwall is that there are already templates that educators can use directly. Wordwall 
application that is free and easy to access. Games that have been made can later be shared via WA, 
classroom, email etc. Wordwall also has a feature to convert games that have been made into PDF format. 
Many types of games can be used on wordwalls such as quizzes and crosswords. There are also other types 
of games such as; Random Wheel, Find The Match, True or False, Random Cards, Match Up, Group Short, 
Whack a mole, Missing Word, Hangman, Open the Box, Labeled diagram, Anagram, Ballon Pop, Wordsearch, 
Unjumble, and Gameshow Quiz (Kurniawati et al., 2020; Sun’iyah, 2020). Research by previous study 
regarding prospective teachers' perceptions of online learning using wordwall interactive media in Poland 
and Italy obtained results of a high level of perception regarding the use of wordwalls (Agusti & Aslam, 
2022). 

There is previous research which explains that research results from using wordwalls as quizzes 
can increase motivation and learning achievement (Arimbawa, 2021). Learning motivation has an 
important role in learning, this is because learning motivation can make students participate in learning in 
a way that is conducive to achieving a learning goal. On the other hand, the use of interactive media in 
teaching and learning activities can improve student learning outcomes (Bachry et al., 2018; Irawati et al., 
2021; Isnaeni & Hildayah, 2020). The understanding of learning outcomes is a change in the behavior of 
students. This is strengthened by research conducted that explaining that the use of wordwall media as an 
online quiz has an influence on the learning outcomes of fourth grade elementary school students (Sukma 
& Handayani, 2022). Even the use of wordwall interactive media produces wordwall interactive media that 
can improve cursive writing skills for deaf students. The results of research on wordwall quiz media for 
undergraduate students in Russia can be concluded that students are more interested in using wordwall as 
a quiz medium than using other online quiz media (Gudkova & Prokhorov, 2022). These results are 
motivated by the wordwall media providing many interesting and challenging features. Competition to get 
maximum scores and rankings is the main attraction for students. 
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The contribution of the research carried out can provide views on teachers or lecturers in 
preparing methods, models and learning strategies in the classroom. So that learning planning in class is 
well organized. The implications obtained from this research can provide an overview and views regarding 
student perceptions of the use of interactive media quizzes, later teachers and lecturers in providing 
assessments to students can implement this interactive media. This research has the limitation of only 
researching certain subjects and also only researching one type of interactive media in the form of 
wordwalls. Suggestions for future researchers are expected to be able to conduct research not only on one 
interactive media, but also examine students' perceptions of several existing interactive media. 
 

4. CONCLUSION 

PGSD UNY students' perceptions of the use of wordwall interactive media as a quiz media have a 
significant influence on learning activities. This is obtained by the level of student perception in the category 
of agreeing to the use of wordwall interactive media. So that it can increase motivation and enthusiasm for 
student learning which has an impact on learning outcomes that have increased. Besides that, the use of 
wordwall interactive media is easy to operate, free of charge and able to make learning not monotonous. 
Educators are expected to be able to take advantage of the wordwall application as an interesting learning 
alternative. Educators can take action to improve their mastery of learning technology by participating in 
various activities such as seminars and workshops related to creating technology-based interactive media. 
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