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A B S T R A K 

Perilaku dan sikap siswa pada saat pembelajaran, yaitu masih terlihat 
pasif, mudah bosan, kurang terlibat, serta sering mengabaikan penjelasan 
guru ketika menerima materi pelajaran. Hal ini disebabkan materi yang 
hanya memanfaatkan media pembelajaran yang monoton, kurang 
inovatif, dan hanya mengandalkan buku bacaan untuk pembelajaran. 
Diperlukan media pembelajaran yang terbaru dalam pembelajaran. 
Penelitian ini bertujuan untuk mengembangkan media Wordwall Tipe 
Gameshow Quiz pada peningkatan minat belajar IPAS siswa kelas IV di 
Sekolah Dasar. Peneltian ini menggunakan metode penelitian 
pengembangan model Dick and Carey. Sampel dalam penelitian ini 
adalah purposive sampling sehingga sampel dalam penelitian yang 
digunakan adalah kelas IV, teknik pengumpulan data dalam penelitian ini 
yaitu melalui angket minat belajar siswa pada mata pelajaran IPAS. 
Berdasarkan hasil penelitian dapat disimpulkan bahwa pengembangan 
media pembelajaran untuk peningkatan minat belajar IPAS siswa dengan 
akhir rata-rata mencapai 90% tingkat ketuntasan siswa. Kelayakan media 
pembelajaran yang dihasilkan dari materi dan ahli media adalah valid dan 
layak digunakan sebagai media pembelajaran. 

A B S T R A C T 

Student behavior and attitudes during learning, namely still seen as passive, easily bored, less involved, 
and often ignore teacher explanations when receiving lesson materials. This is caused by materials that 
only utilize monotonous learning media, are less innovative, and only rely on reading books for learning. 
The latest learning media are needed in learning. This study aims to develop Wordwall media with a 
Gameshow-Quiz type to enhance the learning interest of fourth-grade students in elementary school, 
specifically focusing on the subject of IPAS. This study employs the Dick and Carey model of research 
and development methodology. The sample in this research was a purposive sampling from fourth-
grade classes. Data collection in this study involves the use of student interest questionnaires focused 
on the IPAS subject. Based on the research findings, it can be concluded that the development of 
learning media to enhance students' interest in IPAS achieves an average final score of 90%, indicating 
a mastery level among students. The feasibility of the learning media, evaluated by content experts and 
media specialists, confirms its validity and suitability for educational use. 
 

 
1. INTRODUCTION 

Education is a conscious effort intentionally made to develop human potential. Besides economics, 
politics, and security, it is also a field that plays a crucial role in the development of a country. The progress 
of a nation is greatly influenced by the advancement or setback of its education; therefore, to achieve 
optimal results, the best possible education must be provided (Anderson & Boyle, 2019; Defitrika & 
Mahmudah, 2021). School, as a social system, should provide an atmosphere conducive to education. 
Education is also the right of every citizen, as stated in Article 4 of the preamble of the Constitution of the 
Republic of Indonesia of 1945. This right aims to protect all Indonesian people and the blood ties of the 
Indonesian nation, advance public welfare, educate the nation's life, and participate in maintaining world 
order based on freedom, eternal peace, and social justice. Furthermore, Article 31, Paragraph 1 of the 
Constitution of the Republic of Indonesia of 1945 states that 'every citizen has the right to education." This 
article shows that the government is responsible for closely monitoring the education process in Indonesia 
to reduce the access gap to education for all citizens (Iqbal et al., 2021; Suyanto, 2017). 
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Learning at the elementary school (SD) level still appears to be monotonous. Students nowadays 
tend to concentrate more on memorizing and recalling lesson materials. If teachers only deliver their 
teaching materials through lectures, it will make students feel bored, passive, and sleepy during lessons 
(Asokan et al., 2019; Ranuharja et al., 2021). Previous study asserts that learning processes utilizing media 
will achieve more effective and productive learning, as well as fostering positive relationships between 
teachers and students (Erdemir & Brutt-Griffler, 2020; Rahayu et al., 2023). In order for teachers to develop 
students' potential, an active learning process design is required. Teachers are expected to develop learning 
activities that can enhance students' capacity because ideally, appropriate learning emphasizes student 
activity. However, in reality, during learning sessions, students still depend on teachers, resulting in less 
active participation in learning. On the other hand, previous study states that learning outcomes are greatly 
influenced by systematically designed learning approaches (Rizk & Hillier, 2022). 

Recently, a new curriculum has emerged, called the Kurikulum Merdeka. Kurikulum Merdeka is 
described as a learning plan that provides opportunities for students to learn and develop their natural 
talents in a relaxed, comfortable, enjoyable, stress-free, and pressure-free environment (Jufriadi et al., 2022; 
Marlina, 2022). Kurikulum Merdeka emphasizes independence and innovative thinking. One of the 
initiatives proposed by the Ministry of Education and Culture of the Republic of Indonesia to introduce 
independent learning is the launch of the Sekolah Penggerak Program (Iis et al., 2022; Syafi’i, 2021). The 
aim of this school program is to provide meaningful support to all schools in developing a generation of 
lifelong learners with the spirit and character of Pancasila students (Nggano et al., 2022; Utari & Afendi, 
2022). However, previous study notes that the Kurikulum Merdeka possesses characteristics, such as its 
fundamental concept being of paramount importance (Budiono & Hatip, 2023). The Kurikulum Merdeka 
aligns with the objectives of the National Education System and adheres to National Education Standards. 
This curriculum establishes student profiles, organizes learning outcomes by phase, and annually schedules 
per-hour lessons. Within educational units, time allocation for learning becomes more flexible. The 
Kurikulum Merdeka strengthens differentiated learning (a method that allows teachers to create relevant, 
challenging, and meaningful learning experiences for all students in the class) according to the stages of 
student achievement (Marlina, 2022; Syaripudin. et al., 2023). 

Contemporary education is currently undergoing significant changes. From traditional teaching 
methods (knowledge transfer) where the teacher is at the center, it is transitioning to a new, innovative 
learning paradigm (knowledge construction) where the student is the  

primary focus in the learning process (Clements & Redding, 2020; Sousa et al., 2022). On average, 
educators at the elementary school level are not adequately prepared to face the dynamics of such a learning 
process, including IPAS subjects. This new paradigm highly values individual differences, given the 
inevitable diverse IPAS abilities within the classroom. Therefore, the aim is to foster a learning society 
within the learning process and ensure the implementation of the principles of education for all, 
guaranteeing that education is the right of everyone, not just for students deemed proficient in IPAS and 
Bahasa Indonesia (Airlanda, 2021; Hardiansyah et al., 2022). This is because IPAS learning plays a crucial 
role in the intellectual and creative development of students. IPAS is systematically structured to make 
learning interactive, inspiring, enjoyable, and challenging, thereby encouraging active participation and 
supporting creativity, independence, and children's psychology (Cordes et al., 2023; Ebersbach & 
Brandenburger, 2020). 

The progress of information and communication technology (ICT) in the current era of 
globalization is rapidly advancing in the field of education. However, this progress does not have a 
significant impact on education as a whole. The results of ICT in education, whether directly or indirectly, 
depend on the implementation and development of ICT (Al Mamun et al., 2022; A. S. Fatimah & Santiana, 
2017). This means that teachers must learn, use, and introduce ICT to their students as soon as possible. 
The faster the advancement of information technology, the more positive impact it will have on education, 
especially on the implementation of learning media (Arpaci & Basol, 2020; Taufiq et al., 2019). One of the 
teacher's tasks when designing the learning process is to design and prepare media. Therefore, teachers 
must have creativity in selecting and determining technology as learning media. 

To sustain students' interest and engagement in upcoming learning sessions, educators persist in 
employing learning media to ensure efficient, effective, engaging, and non-monotonous learning 
experiences. Wordwall, a form of media based on interactive games, is selected for delivering lesson 
materials or assessing students' learning (Ismiyati & Saputri, 2020). Wordwall is an educational game 
designed to engage students in the learning process, categorized as 'learning while playing,' offering various 
types of interactive quiz games. Wordwall was developed to aid educators in crafting educational game-
based learning media online, without the need for programming skills, thus enabling them to customize the 
provided learning materials (Aeni et al., 2022; Arsini et al., 2022). 
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The results of observations conducted by researchers at 2 (two) public elementary schools found 
issues among fourth-grade students regarding their lack of interest in IPAS subjects. This can be observed 
from the behavior and attitudes of the students during learning sessions, where they still appear passive, 
easily bored, and less engaged, and often disregarding teacher explanations when receiving lesson materials 
(Aluintany & Bektiningsih, 2024; Romero et al., 2020). This is caused by the influence of the use of learning 
media by teachers seen from the learning process or the delivery of materials that only utilize monotonous, 
less innovative learning media and rely solely on reading books for learning. The solution to make learning 
varied and able to increase student interest in learning activities is to use various media, one of which is 
Wordwall. According to previous study who applied online games to enhance learning interest, it is evident 
that the online game learning platform Wordwall can influence the learning interest of fourth-grade 
students at SDN 1 Sukorame (Nisa & Susanto, 2022). 

Based on the aforementioned issues, the researcher finds it imperative to develop learning media 
utilizing the chosen medium, specifically the game show quiz type employed by educators, such as quiz 
games, to instill a renewed interest in learning among students. Wordwall can serve as both a medium and 
an evaluation tool in the learning process. The novelty of this research is developing Wordwall media in a 
show-quiz game format, which is specifically designed for science (natural and social sciences) learning in 
elementary schools. This innovation is rarely carried out in the context of science and science learning, 
because Wordwall is usually used for other subjects or as a simple aid, not as an instrument to increase 
interest in learning specifically through a show-quiz type game. 

 

2. METHOD 

This research is a development study using the Dick and Carey model. The steps of the learning 
process encompass (1) identifying general learning objectives, (2) conducting instructional analysis, (3) 
Identifying input behaviors and student characteristics" for clarity and coherence, (4) formulating 
objectives for performance, (5) creating benchmark test questions, (6) developing teaching strategies, (7) 
developing and selecting teaching materials, (8) implementing formative evaluation, (9) revising learning 
materials, (10) designing and conducting summative evaluation (Dick & Carey, 2019). Figure 1 illustrates 
these steps visually. 
 

 
Figure 1. Dick and Carey Learning Model Flow Chart 

 
From Figure 1, there are 10 steps above, to facilitate researchers in conducting research and 

development, the researcher adopts the assumption proposed by (Fatmawati, 2021) that the development 
stages can be grouped into 6 (six) stages, namely, 1) research observation; 2) Making Learning Materials 
with Wordwall Learning Media Type Gameshow Quiz using the Web Wordwall.net 3) Collecting data on the 
needs of learning media; 4) Developing web-based learning media; 5) Review and testing of both the first 
and second products; and 6) Product effectiveness testing. This research was conducted at SDN 
Kosambibatu II. The subjects in this study were fourth-grade students totaling 34 students (grouped, with 
each group consisting of 5-6 students). The data collection instrument used in this study was a 
questionnaire on the interest in IPAS subjects among fourth-grade elementary school students.  
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3. RESULT AND DISCUSSION 

Result 
Validation by Design and Learning Material Experts 

Validation results by design and learning material experts received a rating of 76%, and after 
revision, reached 90% after adjustment with the criteria table of feasibility, thus this score falls under the 
"very valid" criteria. Suggestions from material experts generally indicate that the material is already in line 
with the Learning Objectives, and the concepts embodied in the learning media are excellent. The 
assessment results by learning design experts, which cover aspects of attractiveness of the physical 
appearance, accuracy of design usage, format suitability, presentation with target characteristics, clarity of 
media instructions, clarity of material exposure, and alignment of evaluation with the material as a whole, 
can be concluded that the achievement level score is 82% at stage I and 94% at stage II, where the range is in 
the achievement level score of 85 - 100 categorized as "Very Good". The assessment results on learning 
design in the development of learning media. 

 
Validation of the Wordwall media with a Gameshow-Quiz 

The activity conducted focused on developing Wordwall media with a Gameshow-Quiz format. To 
create the materials or questions on Wordwall, hardware such as laptops or smartphones was used, while 
the software component was accessed through the web-based platform, wordwall.net. The steps to use this 
Wordwall learning media are as follows: first, open a browser and navigate to https://wordwall.net/. Next, 
click on "Sign Up" and either choose a Google or Facebook account for registration or fill in the required 
information manually. After signing in, select "Create Activity" to access available templates, then choose 
the preferred template. Once selected, input the questions or content for the quiz. When editing is complete, 
click "Done" to finalize, and then use the "Share" option if you want to distribute the created content. Initial 
question starting gameshow is show in Figure 2. 

 

  

Figure 2. Initial Question Starting Gameshow 

 
The assessment results of learning media using Wordwall in teaching IPAS in fourth-grade 

elementary school are excellent and considered suitable for use. This can be seen from the results of the 
validity test of the learning media obtained from validators of content, media, and language. The content 
aspect validity test scored 90%, falling under the 'very valid' category. The media aspect validity test scored 
88.75%, also falling under the 'very valid' category. And the validity test of the language aspect yielded a 
score of 82.5%, falling within the valid category. 

The learning media used in the trial schools received excellent ratings, as seen from the assessment 
results of teacher and student response questionnaires. The implementation of learning using Wordwall 
learning media in the research schools received very positive responses, as evidenced by the enthusiasm of 
the students. The results of the assessment by media design expert 1 on the design of learning media in the 
development of the Wordwall gameshow quiz type media to enhance students' interest in IPAS at 
elementary schools. Next, the design phase. At this stage, designing and conceptualizing interactive media 
ideas in the form of Wordwall. This design process is crucial to ensure that learning media can be developed 
easily and systematically. Subsequently, the design process entails creating learning media content using 
Wordwall. The development stage consists of validating the media with expert validators and revising the 
media until it is suitable for use in the learning process. The evaluation stage is conducted to determine the 
evaluation results qualitatively and quantitatively. 
 

https://wordwall.net/
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First Trial Results 

The first trial was conducted in the fourth grade at SDN Kosambibatu II, consisting of 34 students. 
The objective of this pretest trial is the development of Wordwall media in improving students' interest in 
learning IPAS subjects. The response and assessment of the Wordwall Gameshow Quiz media overall scored 
82%. According to the criteria for assessing interactive learning, it falls under the category of "Very Good." 
During the implementation of the first trial conducted with 34 fourth-grade students at SDN Kosambibatu, 
there were comments and suggestions regarding the Wordwall media product containing IPAS learning 
materials that need to be revised. The data from the pre-test and post-test results are presented below to 
assess the practicality of developing Wordwall Gameshow Quiz media, yielding an average pre- test score 
of 50.15% and 66.76%. Statistical data on the pretest and posttest results of student learning interest. 
Pretest and posttest results of students' learning interest is show in Figure 3. 
 

Figure 3. Pretest and Posttest Results of Students' Learning Interest 
 

From Figure 3, it can be concluded that the Wordwall media with a Gameshow- Quiz type in 
enhancing students' interest in learning IPAS is developed in accordance with the current needs of the 
students and meets the researcher's expectations. 
 

Second Trial Results 

The asses the effectiveness of developing Wordwall media with a Gameshow-Quiz type in 
improving students' interest in learning IPAS using the website wordwall.net, refer to Figure 4. 
 

 

Figure 4. Second Trial Results Graph 

 
Based on Figure 4, the data on completeness in the above trial, 50.15% of students showed a high 

level of interest in learning. Furthermore, in Trial 2, an 80% rate was obtained, which falls under the criteria 
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of qualitative goodness. Next, calculations were made using the Paired Two Sample t-Test for Means to 
observe the differences in the results of the second trial. Based on the results, it can be concluded that the 
Paired Sample t- test indicates a significance value of 0.000, this signifies that the value is less than 0.05, 
implying the rejection of Ho and acceptance of HI, consequently, the wordwall media of the gameshow quiz 
type, containing IPAS material, is deemed effective 
 
Discussion 

The validity of the wordwall media in learning has been tested by subject matter experts, 
instructional design experts, and media experts. Each expert provided assessments on each indicator found 
in the validation sheet. Media validation took the form of a quantitative descriptive assessment 
questionnaire expressed in score distributions and rating scale categories (Agusti & Aslam, 2022; Savira & 
Gunawan, 2022). Based on the validation results, subject matter experts obtained a score of 90%, 
categorized as highly valid. Media validation yielded a score of 88.75%, also categorized as highly valid, 
while language validation resulted in a score of 82.5%, categorized as valid. Overall, subject matter experts 
suggested that the content aligns well with the Learning Outcomes, and the concepts conveyed in the 
instructional media are excellent (Aeni et al., 2022; Rosmana et al., 2023). In the first trial, the media 
feasibility test obtained a percentage of 50.15% among 34 students, and in the second trial, with an 80% 
participation rate among 43 individuals, it was categorized as very good and suitable. The media is declared 
practical and effective for use. 

Based on the research results, it is shown that the development of instructional media using 
wordwall has a very positive impact on the IPAS learning process in Class IV of SDN Kosambibatu II. The 
use of wordwall instructional media can help meet the needs of students because the materials summarized 
in the instructional media are cited from various relevant sources aligned with the initial competencies, 
learning outcomes, and the flow of learning objectives found in the independent curriculum (Hidayaty et 
al., 2022; Ma’rifah & Mawardi, 2022). Additionally, the use of wordwall instructional media increases 
students' enthusiasm and motivation to complete learning assessments due to its attractive and engaging 
appearance, providing a new experience for students to avoid feeling bored or tired during the completion 
of learning materials and assessments at school (Hidayaty et al., 2022; Jannah & Syafryadin, 2022). 

In line with previous study the use of wordwall instructional media in the learning process can help 
meet the needs of students (Jannah & Syafryadin, 2022). This is because the materials summarized in the 
instructional media are cited from various relevant sources aligned with the initial competencies, learning 
outcomes, and the flow of learning objectives found in the independent curriculum. Additionally, the use of 
wordwall instructional media increases students' enthusiasm and motivation to complete learning 
assessments due to its attractive and engaging appearance, providing a new experience for students to 
avoid feeling bored or tired during the completion of teaching materials and learning assessments at school 
(Savira & Gunawan, 2022; Yuniar et al., 2021). 

Learning media is intended as a tool to support teachers in delivering materials and making 
assessments during the learning process. According to previous study learning media is a tool or object that 
supports students in understanding lesson materials and encourages students to learn (Izhar et al., 2022). 
By using Wordwall as a creative and innovative interactive learning media, teachers can utilize it to create 
a more effective and enjoyable learning environment, promoting the growth and development of students 
in the cognitive domain. In the context of learning, students' readiness to learn greatly depends on their 
individual interests (Lampropoulos et al., 2019; Reyna et al., 2017). Interest in learning is defined as the 
attention or engagement in activities stemming from one's inner drive, gradually leading to benefits, 
enjoyment, and satisfaction.  

During the learning process, interest serves as a "Motivating Process," representing the energy that 
boosts students' engagement in learning. When a student shows interest in a particular learning topic, it 
indicates their engagement and increased attention to that subject (Aristawati & Budiyanto, 2017; Hanif et 
al., 2019). Observations from the IPAS learning process indicate that students' interest appears passive; 
thus, it is essential to implement steps that can engage and captivate students' interest, ensuring it is easily 
accepted, comprehensible, and engaging (S. Fatimah & Fatonah, 2023; Silva et al., 2017). 

The development of Wordwall media in the form of a gameshow-quiz provides visual and 
interactive stimulation that can increase students' interest in learning IPAS (Natural and Social Sciences). 
This can be one way to make learning more fun, helping students be more active and involved in the learning 
process. However, although this media is effective in increasing interest in learning, this study may not have 
evaluated whether the gameshow-quiz media can help students achieve a deep understanding of the 
material. Therefore, there is a risk that students may focus more on the game aspect than on the learning 
itself 
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4. CONCLUSION 

Based on the researcher's conducted research, it can be concluded that the development of 
wordwall instructional media in the form of a gameshow quiz is highly effective and suitable for enhancing 
the learning interest of elementary school students. The final results of the validation test for the 
development of instructional media using wordwall indicate validity and suitability for field trials. 
Furthermore, the practicality test results of the instructional media using wordwall, developed by the 
researcher, have been dee`med practical by both teachers and fourth-grade students in both the trial school 
and the research school. This is supported by the pre-test and post-test results, which initially averaged 
50.15% and increased to 66.67% after using the media. Based on the research findings, it is concluded that 
the development of wordwall instructional media in the form of a gameshow quiz is highly suitable for use 
as instructional media, and it has been found to enhance students' learning interest, with the final average 
reaching a 90% student mastery level. The instructional media's validity and suitability, as assessed by 
subject matter experts and media experts, are confirmed, making it appropriate for instructional use.  
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