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ABSTRAK 

Muhammad Ifan Arief Kurniawan, Dosen Pembimbing Ratna Wahyu Wulandari, M.Pd 

dan Aulia Rohmawati, M.Pd., Pengembangan Media Pembelajaran Wordwall Berbasis 

Game Edukasi Pada Materi Perubahan Wujud Benda Untuk Meningkatkan Motivasi 

Belajar Siswa Kelas V Semester Genap Di Mi Nasyiatul Mubtadiin Duwet Wates Kediri, 

Skripsi, Progam Studi Pendidikan Guru Madrasah Ibtidaiyah, Fakultas Tarbiyah, IAIN 

Kediri, 2024. 

 

Kata Kunci : Media Pembelajaran, Wordwall, Motivasi Belajar 

 

Penelitian ini dilatarbelakangi oleh kurangnya penggunaan media  pembelajaran 

berbasis teknologi yang digunakan oleh guru sehingga siswa merasa  bosan dan 

kurangnya motivasi. Tujuan dari penelitian ini adalah untuk mengetahui:  1) 

Pengembangan Media Pembelajaran Wordwall Berbasis Game Edukasi Pada  Materi 

Perubahan Wujud Benda Untuk Meningkatkan Motivasi Belajar Siswa  Kelas V 

Semester Genap di MI Nasyiatul Mubtadiin Duwet Wates Kediri; 2)  Kelayakan Media 

Pembelajaran Wordwall Berbasis Game Edukasi Pada Materi  Perubahan Wujud Benda 

Untuk Meningkatkan Motivasi Belajar Siswa Kelas V  Semester Genap di MI Nasyiatul 

Mubtadiin Duwet Wates Kediri; dan 3)  Peningkatan Motivasi Belajar Siswa Kelas V 

Semester Genap di MI Nasyiatul  Mubtadiin Duwet Wates Kediri Melalui Media 

Pembelajaran Wordwall Berbasis  Game Edukasi Pada Materi Perubahan Wujud Benda.  

Penelitian ini merupakan jenis penelitian pengembangan atau research 

and development (RnD), yang menggunakan model pengembangan ADDIE. Model 

ini terdiri dari lima tahapan, yaitu Analisis (Analyze), Perencanaan 

(Design), Pengembangan (Development), Pelaksanaan (Implementation), dan Evaluasi 

(Evaluation).  

Hasil penelitian menunjukkan bahwa: 1) Pengembangan media pembelajaran 

Wordwall dilakukan berdasarkan analisis kurikulum, analisis kebutuhan, dan analisis 

peserta didik. Isi materi Media Wordwall dibuat menggunakan aplikasi editor Canva dan 

dimasukkan ke dalam template Wordwall; 2) Hasil Validasi tingkat kelayakan media 

pembelajaran menunjukkan nilai dari ahli materi I sebesar 92%, ahli materi II sebesar 

90%, ahli desain media I sebesar 97%, ahli desain media II sebesar 96%, dan ahli 

pembelajaran sebesar 96%. Rata-rata nilai dari validator ahli materi, desain media, dan 

pembelajaran adalah 95% dengan status Sangat Layak; dan 3) Peningkatan motivasi 

belajar siswa terlihat dari hasil post-test yang menunjukkan rata-rata motivasi belajar 

siswa sebesar 75%, sedangkan pada pre-test sebesar 87%. Hal ini diperkuat dengan hasil 

uji-t yang menunjukkan nilai t-hitung > t-tabel, yaitu t-hitung = 7.830 sedangkan t-tabel 

= 2,048 dengan signifikansi sebesar 0,00. Sehingga dapat disimpulkan bahwa 

ada peningkatan motivasi belajar siswa setelah dilakukan Pengembangan 

Media Pembelajaran Wordwall Berbasis Game Edukasi Pada Materi Perubahan Wujud 

Benda. 
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ABSTRACK 

Muhammad Ifan Arief Kurniawan, Supervising Lecturers Ratna Wahyu Wulandari, M.Pd, 

and Aulia Rohmawati, M.Pd., Development of Wordwall Educational Game-Based 

Learning Media on Material Changes of Matter to Increase Learning Motivation of Fifth 

Grade Students in the Second Semester at MI Nasyiatul Mubtadiin Duwet Wates Kediri, 

Thesis, Elementary Islamic Teacher Education Study Program, Faculty of Tarbiyah, IAIN 

Kediri, 2024. 

Keywords: Learning Media, Wordwall, Learning Motivation 

This research is motivated by the lack of use of technology-based learning media 

by teachers, resulting in students feeling bored and lacking motivation. The objectives of 

this research are to determine: 1) The development of Wordwall educational game-based 

learning media on the topic of States of Matter Changes to increase the learning 

motivation of fifth-grade students in the second semester at MI Nasyiatul Mubtadiin 

Duwet Wates Kediri; 2) The feasibility of Wordwall educational game-based learning 

media on the topic of States of Matter Changes to increase the learning motivation of 

fifth-grade students in the second semester at MI Nasyiatul Mubtadiin Duwet Wates 

Kediri; and 3) The improvement of learning motivation of fifth-grade students in the 

second semester at MI Nasyiatul Mubtadiin Duwet Wates Kediri through Wordwall 

educational game-based learning media on the topic of States of Matter Changes. 

This research is a type of research and development (R&D), using the ADDIE 

development model. This model consists of five stages: Analysis, Design, Development, 

Implementation, and Evaluation. 

The results of the research show that: 1) The development of Wordwall learning 

media is based on curriculum analysis, needs analysis, and student analysis. The content 

of the Wordwall media is created using the Canva editor application and inserted into the 

Wordwall template; 2) The validation results of the feasibility of the learning media show 

that the scores from the first content expert are 92%, the second content expert 90%, the 

first media design expert 97%, the second media design expert 96%, and the learning 

expert 96%. The average score from the material, media design, and learning experts is 

95%, with a status of Highly Feasible; and 3) The increase in students' learning motivation 

is seen from the post-test results, showing an average student motivation of 75%, 

compared to 87% in the pre-test. This is supported by the t-test results, showing t-value 

> t-table, with t-value = 7.830 and t-table = 2.048 with a significance level of 0.00. Thus, 

it can be concluded that there is an increase in students' learning motivation after the 

development of Wordwall educational game-based learning media on the topic of States 

of Matter Changes. 
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