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ABSTRAK 

Salah satu aspek dalam kemampuan berbahasa di Sekolah Dasar adalah kemampuan 

membaca. Kemampuan membaca diperlukan untuk memahami suatu informasi ataupun isi 

bacaan, hal ini disebut dengan kemampuan membaca pemahaman. Penelitian tindakan 

kelas dilakukan dalam mengatasi kurangnya kemampuan membaca pemahaman yang 

dialami oleh peserta didik kelas VI. Kurangnya kemampuan membaca pemahaman terlihat 

dari peserta didik yang kebingungan dalam memahami teks bacaan. Peneliti menggunakan 

metode penelitian tindakan kelas dengan menerapkan metode pembelajaran Game Based 

Learning berbantuan media Wordwall dalam meningkatkan kemampuan membaca 

pemahaman peserta didik kelas VI. Subjek yang diteliti oleh peneliti adalah peserta didik 

kelas VI di SDN 2 Batutumpang dengan jumlah 40 orang. Instrumen yang digunakan 

adalah lembar observasi aktivitas dan tes kemampuan membaca pemahaman. Hasil 

penelitian menunjukan peningkatan dalam observasi aktivitas dan tes kemampuan 

membaca pemahaman pada siklus 1 ke siklus 2. Hasil kemampuan membaca pemahaman 

pada peserta didik di siklus 1 sebesar 30% kemudian meningkat pada siklus 2 sebesar 90%. 

Dapat disimpulkan bahwa penerapan metode pembelajaran Game Based Learning 

berbantuan media Wordwall dapat meningkatkan kemampuan membaca pemahaman 

peserta didik kelas VI. 

 

Kata Kunci: Game Based Learning, media Wordwall, membaca pemahaman 
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APPLICATION OF GAME-BASED LEARNING METHOD ASSISTED WITH 

WORD WALL MEDIA IN IMPROVING THE READING COMPREHENSION 

ABILITY OF CLASS VI STUDENTS 

(Classroom Action Research in one of the Purwakarta Regency State Elementary 

Schools) 

by 

Muthia Nur Azhar 

2004118 

 

ABSTRACT 

One aspect of language skills in elementary school is reading ability. Reading ability is 

needed to understand information or reading content, this is called reading comprehension 

ability. Classroom action research was carried out to overcome the lack of reading 

comprehension skills experienced by class VI students. A lack of reading comprehension 

skills can be seen in students who are confused in understanding the reading text. The 

researcher used the classroom action research method by applying the Game-Based 

Learning method assisted by Wordwall media in improving the reading comprehension 

skills of class VI students. The subjects studied by the researchers were class VI students at 

SDN 2 Batutumpang with a total of 40 people. The instruments used were activity 

observation sheets and reading comprehension tests. The results of the research show an 

increase in activity observations and reading comprehension ability tests in cycle 1 to cycle 

2. The results of students' reading comprehension ability in cycle 1 were 30% then 

increased in cycle 2 by 90%. It can be concluded that the application of the Game-Based 

Learning method assisted by Wordwall media can improve the reading comprehension 

ability of class VI students. 

 

Keywords: Game-Based Learning, Wordwall media, reading comprehension 
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