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ABSTRAK 

 

Ajeng Silvia Rahayu (2025). Pengaruh Penggunaan Media Gamifikasi 

Wordwall terhadap Minat Belajar Peserta Didik dalam Pembelajaran IPS 

(Penelitian Kuasi Eksperimen pada Peserta Didik Kelas VIII di SMP IT Al-

Wathoniyah Pusat Putri Jakarta Timur) 
 

Pendidikan di era digital menuntut transformasi dalam proses belajar mengajar 

yang mengandalkan teknologi. Tantangan seperti menurunnya minat belajar akibat 

media yang konvensional, khususnya dalam pembelajaran IPS mengharuskan 

perubahan ke media digital yang sesuai karakteristik peserta didik saat ini. Oleh 

karena itu, penelitian ini bertujuan untuk mengetahui pengaruh media gamifikasi 

Wordwall terhadap minat belajar peserta didik dalam pembelajaran IPS. Pendekatan 

yang digunakan dalam penelitian ini adalah kuantitatif melalui metode kuasi 

eksperimen dengan nonequivalent control group design serta teknik pengumpulan 

data menggunakan angket dan dokumentasi. Sampel penelitian ini yaitu kelas 8B 

dan 8C yang berjumlah 60 peserta didik di SMP IT Al-Wathoniyah Pusat Putri 

Jakarta Timur. Teknik analisis data yang digunakan yaitu uji normalitas, uji 

homogenitas, uji paired sample t-test, uji independent sample t-test, dan uji N-gain. 

Hasil penelitian menunjukkan bahwa (1) terdapat perbedaan signifikan minat 

belajar peserta didik sebelum dan sesudah perlakuan media gamifikasi Wordwall di 

kelas eksperimen; (2) terdapat perbedaan signifikan minat belajar peserta didik 

antara kelas eksperimen dan kelas kontrol; (3) berdasarkan hasil uji N-gain, media 

gamifikasi Wordwall memengaruhi minat belajar peserta didik dalam kategori 

sedang; dan (4) media gamifikasi Wordwall dalam pembelajaran IPS mendapatkan 

respon positif dari peserta didik. Dengan demikian, penggunaan media gamifikasi 

Wordwall berpengaruh terhadap minat belajar peserta didik dalam pembelajaran 

IPS. 

 

Kata Kunci: Media Gamifikasi Wordwall, Minat Belajar, Pembelajaran IPS 
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ABSTRACT 

 

Ajeng Silvia Rahayu (2025). The Effect of Using Wordwall Gamification Media 

on Students’ Learning Interest in Social Studies Learning (A Quasi-

Experimental Study on Eighth Grade Students at SMP IT Al-Wathoniyah Pusat 

Putri, East Jakarta) 

 

Education in the digital era demands a transformation in the teaching and learning 

process, one that increasingly relies on technology. Challenges such as declining 

student interest due to the use of conventional media—particularly in Social Studies 

learning—necessitate a shift toward digital media that aligns with the 

characteristics of today’s learners. Therefore, this study aims to examine the effect 

of Wordwall gamification media on students’ learning interest in Social Studies. 

This research employed a quantitative approach using a quasi-experimental method 

with a nonequivalent control group design. Data were collected through 

questionnaires and documentation. The research sample consisted of 60 eighth-

grade students from classes 8B and 8C at SMP IT Al-Wathoniyah Pusat Putri, East 

Jakarta. Data analysis techniques included normality test, homogeneity test, paired 

sample t-test, independent sample t-test, and N-gain test. The results showed that: 

(1) there was a significant difference in students’ learning interest before and after 

the use of Wordwall gamification media in the experimental class; (2) there was a 

significant difference in learning interest between the experimental and control 

classes; (3) based on the N-gain test, the use of Wordwall gamification media had 

a moderate effect on students’ learning interest; and (4) Wordwall gamification 

media received a positive response from students in Social Studies learning. Thus, 

the use of Wordwall gamification media significantly influences students’ learning 

interest in Social Studies. 

 

Keywords: Wordwall Gamification Media, Learning Interest, Social Studies 

Learning 
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