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ABSTRACT
This study aims to analyze the effect of using Wordwall game-based learning media on the interest in
learning mathematics of grade VI students at SDN Sukajaya, Musi Rawas. In facing the challenge of
low student interest in learning mathematics, this study integrates technology in the form of Wordwall
to create more interactive and enjoyable learning. The approach used is qualitative descriptive, with
17 students selected by purposive sampling as research subjects. Data were collected through obse-
rvation, interviews, learning interest questionnaires, and documentation. The results of the study sho-
wed a significant increase in various indicators of student learning interest, such as enthusiasm, active
involvement, curiosity about the material, concentration during learning, and reduced anxiety about
mathematics. The use of Wordwall has proven effective in increasing students’ interest in learning ma-
thematics, because it provides fun and interactive challenges. This media is also considered easy to use,
relevant to the material, and creates an interesting learning experience. This study suggests that more
game-based learning media be used in education, as well as the importance of training for teachers so
that they can utilize educational technology more optimally.
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1 Introduction

Mathematics learning at the elementary school level often faces significant challenges, especially in at-
tracting students’ interest to be more motivated to learn and understand the material well. Students’ low
interest in mathematics is often caused by learning methods that tend to be monotonous and uninte-
resting [1]. One approach to overcome this challenge is to integrate technology into learning, especially
through the use of game-based learning media. Educational games can create a learning atmosphere
that is more interactive, fun, and able to increase student motivation[2].

One of the game-based learning media that can be utilized is Wordwall. Wordwall is a digital pla-
tform that allows teachers to develop various types of interactive games, such as quizzes, crosswords,
and word games [3]. By using Wordwall, learning materials can be presented in a more interesting form,
so students can learn while playing. In addition, game-based learning such as Wordwall has been pro-
ven to increase students’ learning motivation because it presents a relevant and fun learning experience
[4].

The use of Wordwall in math learning has shown positive results. Research at SDN Cigombong 02
showed that Wordwall learning media had a significant effect on the mathematics learning outcomes
of grade IV students, with the experimental class post-test scores higher than the control class [5]. In
addition, the Wordwall application is effectively used in learning and is able to improve student learning
outcomes in mathematics, especially the material of building space [6].

However, research that specifically examines the effectiveness of Wordwall in increasing students’
interest in mathematics in elementary schools is limited. Therefore, this study aims to analyze the effe-
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ct of using Wordwall learning media on students’ interest in learning mathematics in grade VI at SDN
Sukajaya, Musi Rawas. By involving 17 students as samples, this research is expected to provide a de-
eper insight into the role of Wordwall in increasing students’ interest in mathematics. This research
uses a descriptive qualitative approach to explore in-depth data related to students’ experiences during
Wordwall-based learning. The results of this study are expected to make a significant contribution to
educators, especially in designing mathematics learning methods that are more effective and in acco-
rdance with the needs of elementary school students [7].

2 Literature Review

1. Student Learning Interest

Learning interest is an important factor that influences the success of the learning process. [8], low
student interest in mathematics lessons at the elementary school level is caused by monotonous and
uninteresting learning methods. This is the basis for the need for a more innovative and fun learning
approach so that students are more actively involved in learning. [9] explained that learning motiva-
tion consists of intrinsic and extrinsic motivation. Intrinsic motivation, which is triggered by curiosity
and personal satisfaction, can be enhanced through learning strategies that involve fun and meaningful
activities for students.

2. Wordwall as an Interactive Learning Media

Wordwall is a digital platform that allows teachers to create various game-based learning activities, su-
ch as quizzes, crosswords and word matching. [10] explains that Wordwall is easy to use and allows
personalization of materials according to student learning needs.

Research [11] showed that the use of Wordwall can significantly improve students’ math learning
outcomes. Meanwhile, a study [12] stated that Wordwall is effective in overcoming student boredom
because it offers fun and game-based learning. Wordwall not only makes it easier for students to un-
derstand the material, but also reduces math learning anxiety..

3 Research Methods

This study uses a descriptive qualitative approach to explore the impact of using Wordwall media on the
interest in learning mathematics of grade VI students of SDN Sukajaya, Musi Rawas. The subjects of the
study consisted of 17 students selected through purposive sampling. The research procedures included
observation of student engagement during learning, semi-structured interviews to understand learning
experiences, administering learning interest questionnaires before and after using Wordwall, and docu-
mentation of learning activities. The instruments used included observation sheets, interview guides,
Likert-based questionnaires, and visual documentation and field notes. Data analysis was carried out
thematically through data reduction, narrative presentation, and drawing conclusions. Data validity
was maintained through method triangulation, source triangulation, and discussions with education
experts.

4 Results and Discussion

Student Learning Interests

1. Enthusiasm in Learning The results of this study show an increase in students’ learning enthu-
siasm, which is relevant to the theory of gamification in learning, as described by [13], which
reveals that game-based learning is able to activate students’ intrinsic motivation, making them
more interested and enthusiastic. The fun and game-related learning process allows students to
have a positive experience that encourages them to actively learn.

2. Active Involvement The increase in students’ active engagement is also in line with constructi-
vism theory [14], which emphasizes the importance of social interaction and active engagement
in the learning process. Wordwall-based learning provides opportunities for students to learn
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through hands-on experiments, answering questions, as well as discussing, which strengthens
their engagement in learning.

3. Curiosity about the Material [15], state that curiosity is an important factor in continuous lear-
ning. Wordwall that provides various challenges such as quizzes and crossword puzzles makes
students more interested in exploring the material further, corroborating the theory.

4. Concentration During Learning These results indicate that the use of interactive media such as
Wordwall can improve student concentration. [16], the use of interactive media involving visuali-
zations, activities, and elements that trigger critical thinking can reduce distractions and increase
student focus. Therefore, learning using Wordwall utilizes various visual and active elements that
reinforce students’ attention during the learning process.

5. Reducing Math Anxiety The increase in students’ confidence in learning mathematics also shows
the effectiveness of Wordwall in reducing anxiety towards subjects that are often considered diffi-
cult. [17], stated that anxiety towards math can reduce student performance. The use of Wordwall
which provides a space for students to learn without fear of being wrong provides an opportunity
to correct mistakes in a fun way, which helps reduce such anxiety.

Effectiveness of Using Wordwall

1. Ease of Use The ease of use of Wordwall shows that this media can be accessed and used easily by
students. Educational technology theory states that a technology must be easy to access and ope-
rate to be accepted by users, as expressed by [18], which explains that ease of use of technology is
a major factor in the successful implementation of educational technology.

2. Suitability of Material The results of this study indicate that the material presented in Wordwall
is in accordance with student learning needs. [19] mentioned that learning materials presented
through visual and interactive media are more effective in helping students understand complex
concepts, which can be seen in the use of Wordwall which presents material clearly and interes-
tingly.

3. Media Interactivity The increased interactivity created during learning with Wordwall shows con-
formity with research[20], which states that learning involving social interaction and practical
activities is more effective because students learn from direct experience and interaction with
classmates.

4. Pleasant Impression More interesting and fun learning using Wordwall is in line with previous
research results found by [21], which emphasized that fun learning, such as that found in educa-
tional games, can increase student engagement and reduce boredom. Wordwall gives students
the opportunity to learn through fun games, which makes them more involved in the learning
process.

5.

5 Conclusion

Based on the results of research on the use of Wordwall learning media on learning interest of grade
VI students of SDN Sukajaya, Musi Rawas in learning mathematics, it can be concluded that the use of
Wordwall has a significant positive impact on increasing student interest in learning. This is reflected
in various indicators, such as increased enthusiasm, active involvement, curiosity about the material,
concentration during learning, and reduced anxiety about math. These results support the theories
of learning motivation, gamification, constructivism, and the use of interactive media in learning. In
addition, the use of Wordwall is also proven to be effective in improving material understanding and
creating a more fun and interactive learning atmosphere.

References

1. A. Purnomo, “Hubungan Keterampilan Bertanya Dan Keterampilan Memberi Penguatan Dengan
Hasil Belajar Matematika Siswa Kelas Tinggi SB Negeri 11 Metro Pusat,” Digit. Repos., 2019, [Onli-
ne]. Available: http://digilib.unila.ac.id/id/eprint/59137

2. Y. Rahmanto, T. Yulianti, R. D. Gunawan, and A. Santoso, “Penerapan Teknologi Game Edukasi
dengan Pendekatan Diferensiasi untuk Meningkatkan Kompetensi Guru di SDN 4 Merak Batin,”



520 Analysis Of The Use Of Wordwall Games

in Prosiding Seminar Nasional Pengabdian Masyarakat LPPM UMJ, 2023.
3. G. Y. Marthani and N. Ratu, “Media Pembelajaran Matematika Digital ‘BABADA’ pada Materi Ke-

sebangunan Bangun Datar,” Mosharafa J. Pendidik. Mat., vol. 11, no. 2, pp. 305–316, 2022.
4. A. Setiawan, “PENGEMBANGAN PERMAINAN EDUKASI: MEMADUKAN HIBURAN DAN PEM-

BELAJARAN,” J. Teknol. Pint., vol. 4, no. 2, 2024.
5. A. Rahmadanti, L. O. Amril, and I. Efendi, “Efektivitas Media Pembelajaran Wordwall terhadap

Hasil Belajar Siswa Pada Pelajaran Matematika di Sekolah Dasar,” J. Pengajaran Sekol. Dasar, vol.
3, no. 1, pp. 117–125, 2024, doi: 10.56855/jpsd.v3i1.1086.

6. A. P. Lubis and I. Nuriadin, “Efektivitas Aplikasi Wordwall untuk Meningkatkan Hasil Belajar Siswa
dalam Pembelajaran Matematika Sekolah Dasar,” J. Basicedu, vol. 6, no. 4, pp. 6884–6892, 2022,
doi: 10.31004/basicedu.v6i4.3400.

7. M. N. Ariffullah, “INOVASI MEDIA PEMBELAJARAN DI ERA DIGITAL,” ht-
tps://doi.org/10.31237/osf.io/vf7yu, 2023.

8. Y. Sari, Y. A. Ansya, A. Alfianita, and P. A. Putri, “Studi literatur: Upaya dan strategi meningkatkan
motivasi belajar siswa kelas V sekolah dasar dalam pembelajaran bahasa dan sastra Indonesia,”
JGK (Jurnal Guru Kita), vol. 8, no. 1, pp. 9–26, 2023.

9. M. F. Prasnanda and A. Yusuf, “Upaya Meningkatkan Motivasi Belajar Siswa pada Mata Pelajaran
PAI di SDN Dermo 1 Bangil,” Interdiscip. Explor. Res. J., vol. 2, no. 1, pp. 234–251, 2024.

10. A. D. Arini et al., “Upaya Meningkatkan Hasil Belajar Peserta Didik Dalam Pembelajaran Pendidik-
an Pancasila Melalui Aplikasi Wordwall Pada Kelas Vii A Smpn 8 Malang,” J. Integr. dan Harmon.
Inov. Ilmu-Ilmu Sos., vol. 4, no. 6, p. 10, 2024.

11. S. M. Minarta and H. P. Pamungkas, “Efektivitas media wordwall untuk meningkatkan hasil bela-
jar ekonomi siswa man 1 lamongan,” OIKOS J. Kaji. Pendidik. Ekon. dan Ilmu Ekon., vol. 6, no. 2,
pp. 189–199, 2022.

12. O. Olisna, M. Zannah, A. Sukma, and A. N. Aeni, “Pengembangan Game Interaktif Wordwall untuk
Meningkatkan Akhlak Terpuji Siswa Sekolah Dasar,” J. Basicedu, vol. 6, no. 3, pp. 4133–4143, 2022.

13. M. Mahbubi, “Analisis Implementasi Pembelajaran Berbasis Gamifikasi Pada Peningkatan Moti-
vasi Belajar Siswa,” Al-Abshor J. Pendidik. Agama Islam, vol. 1, no. 3, pp. 286–294, 2024.

14. F. Nasution, Z. Siregar, R. A. Siregar, and A. Z. Manullang, “Pembelajaran dan Konstruktivis Sosial,”
Madani J. Ilm. Multidisiplin, vol. 1, no. 12, 2024.

15. R. R. A. Veronicatama, M. Ramli, D. P. Sari, and S. Astorini, “Penerapan Model Pembelajaran In-
kuiri Untuk Meningkatkan Rasa Ingin Tahu Siswa Pada Materi Sistem Reproduksi Kelas XI MIA 8
SMA Negeri 1 Karanganyar Tahun Pelajaran 2014/2015,” Bio-Pedagogi J. Pembelajaran Biol., vol.
5, no. 2, pp. 26–30, 2016.

16. R. F. Hawa, D. Apriandi, and F. Hikmawati, “Peningkatan Konsentrasi Belajar Siswa Pada Materi"
Pemanfaatan Sumber Daya Alam" Melalui Media Papan Surya (Papan Sumber Daya Alam) Pada
Siswa Kelas Iv Sdn Grudo 4 Tahun Ajaran 2022/2023,” Pendas J. Ilm. Pendidik. Dasar, vol. 8, no.
1, pp. 6232–6243, 2023.

17. E. Santoso, “Kecemasan Matematis: What and How?,” Indones. J. Educ. Humanit., vol. 1, no. 1,
pp. 1–8, 2021.

18. L. Burhan and M. Nadjib, “Hubungan Persepsi Pengguna terhadap Keberhasilan Implementasi
Rekam Medis Elektronik; Tinjauan Literatur,” J. Kesehat. Tambusai, vol. 4, no. 2, pp. 1532–1545,
2023.

19. N. Sriwahyuni, B. Kafryati, and N. Angelia, “Meningkatkan Minat Belajar Siswa dengan Meng-
gunakan Teknologi Multimedia (Wordwall) pada Pembelajaran Seni Budaya Kelas VII di Tingkat
SMP,” Indo-MathEdu Intellectuals J., vol. 4, no. 3, pp. 3004–3015, 2023.

20. A. Saifuddin and A. Wathon, “Membangun Pembelajaran Kolaboratif Melalui Kegiatan Bermain
Alat Permainan Edukatif,” Sistim Inf. Manaj., vol. 2, no. 1, pp. 79–107, 2019.

21 L. D. Putra, N. D. Arlinsyah, F. R. Ridho, A. N. Syafiqa, and K. Annisa, “Pemanfaatan Wordwall
pada Model Game Based Learning terhadap Digitalisasi Pendidikan Sekolah Dasar,” J. Dimens.
Pendidik. Dan Pembelajaran, vol. 12, no. 1, pp. 81–95, 2024.



Agus Setiawan 521

CITATION:

Agus Setiawan (2025). Analysis Of The Use Of Wordwall Games Media In Improving Students’ Interest In
Mathematics Elementary School Students. OASE, 7(2), 517–520.


	Analysis Of The Use Of Wordwall Games Media In Improving Students' Interest In Mathematics Elementary School Students
	Analysis Of The Use Of Wordwall Games Media In Improving Students' Interest In Mathematics Elementary School Students[10agusaja@gmail.com]Agus Setiawan1

