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Penelitian ini dilatarbelakangi oleh rendahnya hasil belajar pada mata pelajaran IPS kelas 

V di Sekolah Dasar. Guru menjadi faktor penting dalam upaya peningkatan hasil belajar.  

Pada masa sekarang tidak lepas dari teknologi, termasuk dunia pendidikan bertransformasi 

besar akibat pandemi banyak media pembelajaran online berbasis gamifikasi membantu 

penunjang pembelajaran salah satunya wordwall. Penelitian ini bertujuan untuk 

meningkatkan hasil belajar kognitif pada mata pelajaran IPS kelas V di Sekolah Dasar 

melalui penerapan wordwall yang disertai pendekatan gamifikasi. Metode yang digunakan 

pada penelitian ini adalah Penelitian Tindakan Kelas (PTK) model Kemmis & Taggart. 

Prosedur PTK terdiri dari empat tahap yaitu rencana, tindakan, observasi, dan refleksi, 

pada empat tahap tersebut akan membentuk siklus. Partisipan penelitian ini adalah siswa 

kelas V di salah satu SD Negeri di Kota Cirebon. Perolehan hasil data dianalisis dengan 

metode kualitatif dan kuantitatif. Setelah pelaksanaan tiga siklus, terjadi peningkatan 

presentase nilai rata-rata dan jumlah siswa yang mendapat nilai diatas KKM meningkat 

pada saat pra siklus dengan rata-rata presentase ketuntasan kelas yang diperoleh adalah 

21% dan siswa yang mencapai KKM sebanyak 6 setelah dilaksanakan siklus meningkat 

presentase rata-rata menjadi 89% dan jumlah siswa yang telah mencapai KKM 25 siswa. 

Sehingga penggunaan wordwall dengan pendekatan gamifikasi dapat meningkatkan hasil 

belajar kognitif siswa kelas V di Sekolah Dasar.  

 

Kata kunci : penerapan wordwall, hasil belajar kognitif. 
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IMPLEMENTATION OF WORWALL WITH A GAMIFICATION APPROACH TO 

IMPROVE COGNITIVE LEARNING OUTCOMES 

 IN CLASS V SOCIAL STUDIES SUBJECTS IN ELEMENTARY SCHOOL 
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This research is motivated by the low learning outcomes in social studies class V in 

elementary schools. Teachers are an important factor in efforts to improve learning 

outcomes. At present, technology cannot be separated, including the world of education, 

which has undergone a major transformation due to the pandemic, many gamification-

based online learning media help support learning, one of which is wordwall. This study 

aims to improve cognitive learning outcomes in fifth grade elementary school subjects by 

using wordwalls with a gamification approach. The method used in this research is the 

Classroom Action Research (PTK) model of Kemmis & Taggart. The PTK procedure 

consists of four stages, namely planning, action, observation, and reflection, the four stages 

will form a cycle. The participants in this study were fifth grade students at one of the public 

elementary schools in Cirebon City. Data acquisition was analyzed by qualitative and 

quantitative methods. After the implementation of three cycles, there was an increase in the 

percentage of the average score and the number of students who scored above the KKM 

increased during the pre-cycle with an average percentage of class completeness obtained 

was 21% and students who achieved KKM were 6 after the implementation of the cycle the 

average percentage increased -the average becomes 89% and the number of students who 

have reached the KKM is 25 students. So that the use of wordwalls with a gamification 

approach can improve the cognitive learning outcomes of fifth grade students in elementary 

schools. 

 

 

 

 

 

Keywords: wordwall application, cognitive learning outcomes. 
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