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PENGEMBANGAN GAME EDUKASI BERBANTUAN WORDWALL PADA
MATERI PECAHAN KELAS V SD NEGERI KUIN CERUCUK 3 (Oleh: Nadia
Hafsari; Pembimbing: Hidayah Ansori, Kamaliyah; 2024; 63 halaman)

ABSTRAK

Pada proses pembelajaran, beberapa peserta didik menghadapi tantangan dalam
memahami materi yang diberikan, karena metode pengajaran yang digunakan
masih didominasi ceramah, sehingga diperlukan inovasi untuk meningkatkan
efektivitas pembelajaran. Salah satu inovasi yang dapat diterapkan adalah
penggunaan media pembelajaran interaktif, seperti game edukasi, untuk
meningkatkan minat belajar dan pemahaman peserta didik. Penelitian ini bertujuan
untuk mengembangkan dan menghasilkan game edukasi berbantuan Wordwall pada
materi pecahan yang valid, praktis, dan efektif. Metode penelitian yang digunakan
adalah Research and Development dengan model pengembangan ADDIE. Tahapan
yang dilakukan pada penelitian ini adalah Analysis, Design, Development,
Implementation, dan Evaluation. Instrumen pengumpulan data berupa lembar
validasi, angket respons, dan tes evaluasi dari 21 peserta didik kelas V di SDN Kuin
Cerucuk 3. Hasil uji kevalidan game edukasi berbantuan Wordwall yang
dikembangkan dalam penelitian ini dinilai berdasarkan hasil validasi ahli oleh dua
orang validator, sebesar 3,60 untuk validasi materi dan 3,79 untuk validasi media
dengan kriteria “valid”. Hasil kepraktisan dari angket respons peserta didik sebesar
87,03% dan angket respons guru sebesar 97,73% dengan kriteria “sangat praktis”.
Kriteria keefektifan dinilai berdasarkan hasil tes evaluasi dengan skor persentase
ketuntasan sebesar 86% dengan kriteria “efektif”’. Dengan demikian, game edukasi
berbantuan Wordwall yang dikembangkan dapat digunakan dalam pembelajaran
pecahan kelas V.

Kata Kunci: Game Edukasi, Wordwall, Pecahan



DEVELOPMENT OF AN EDUCATIONAL GAME ASSISTED BY
WORDWALL ON FRACTION MATERIAL FOR FIFTH-GRADE STUDENTS
AT SD NEGERI KUIN CERUCUK 3 (By: Nadia Hafsari; Advisor: Hidayah
Ansori, Kamaliyah; 2024; 63 pages)

ABSTRACT

In the learning process, some students face challenges in understanding the
provided material because the teaching method used is still predominantly lecture-
based. Therefore, innovation is needed to improve learning effectiveness. One
possible innovation is the use of interactive learning media, such as educational
games, to enhance students' interest and comprehension. This study aims to develop
and produce a Wordwall-assisted educational game on fractions that is valid,
practical, and effective. The research method used is Research and Development
(R&D) with the ADDIE development model. The stages carried out in this study
include Analysis, Design, Development, Implementation, and Evaluation. Data
collection instruments consist of validation sheets, response questionnaires, and
evaluation tests involving 21 fifth-grade students at SDN Kuin Cerucuk 3. The
validity test results of the Wordwall-assisted educational game developed in this
study were assessed based on expert validation by two validators, obtaining a score
of 3.60 for material validation and 3.79 for media validation, both classified as
“valid.” The practicality assessment from the student response questionnaire
reached 87.03%, while the teacher response questionnaire reached 97.73%, both
classified as “very practical.” The effectiveness criterion was evaluated based on
test results, with a mastery percentage score of 86%, classified as “effective”. Thus,
the developed Wordwall-assisted educational game can be used for teaching
fractions to fifth-grade students.

Keywords: Educational Game, Wordwall, Fraction
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