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PENGEMBANGAN MEDIA BELAJAR E-LKPD BERBASIS GAME
WORDWALL PADA MATERI CAMPURAN UNTUK MENINGKATKAN
LITERASI SAINS PESERTA DIDIK DI KELAS VIII (Oleh : Lely Yanuarta;
Pembimbing : Yudha Irhasyuarna., Ellyna Hafizah;2025; 177 halaman)

ABSTRAK

Literas sains merupakan kemampuan memahami konsep ilmiah, menerapkan
pengetahuan untuk memecahkan masalah, serta mengambil keputusan
berdasarkan bukti ilmiah. Penelitian ini bertujuan mengembangkan media e-
LKPD berbasis game Wordwall pada materi campuran guna meningkatkan
literas sains peserta didik kelas VIII SMP. Model pengembangan yang
digunakan adalah ADDIE (Analysis, Design, Development, Implementation,
Evaluation) dengan pendekatan  Research and Development (R&D).
Implementas dilakukan pada 28 siswa kelas VIII C SMPN 1 Alaak tahun
garan 2024/2025. Data dikumpulkan melalui lembar validas ahli, angket
respons siswa, dan tes literas sains berbasis PISA, kemudian dianalisis secara
deskriptif kuantitatif dan kuditatif. Hasil validas memperoleh skor rata-rata
0,92 (kategori sangat valid), kepraktisan sebesar 90% (sangat praktis), serta
efektivitas dengan nilai N-Gain 0,71 (kategori tinggi). Temuan menunjukkan
bahwa penggunaan e-LKPD berbasis wordwal mampu meningkatkan
kemampuan siswa dalam menjelaskan fenomena ilmiah, mengevaluas
penyelidikan, serta menafsirkan data secara ilmiah. Berdasarjkan hasil
penelitian, dapat disimpulkan bahwa media e-LKPD berbasis game Wordwall
valid, praktis dan efektif digunakan sebagai sarana pembelgjaran inovatif yang
interaktif dan menarik, serta relevan dengan kurikulum merdeka dan tuntutan
pembelajaran abad ke-21.

Kata kunci: e-.LKPD, game Wordwall, literas sains, campuran



DEVELOPMENT OF WORDWALL-BASED E-LKPD LEARNING MEDIA
ON MIXTURE MATERIAL TO IMPROVE SCIENTIFIC LITERACY OF
GRADE VIII STUDENTS (By: Lely Yanuarta; Advisor: Yudha Irhasyuarna.,
Ellyna Hafizah.;2025; 177 page)

ABSTRACT

Scientific literacy is the ability to understand scientific concepts, apply knowledge
to solve problems, and make decisions based on scientific evidence. This study
ams to develop an e-LKPD (Electronic Student Worksheet) based on the
wordwall game for the topic of mixtures to enhance the scientific literacy of
eighth-grade students. The development model used is ADDIE (Analysis, Design,
Development, Implementation, Evaluation) with a Research and Development
(R&D) approach. The implementation involved 28 students of class VIII C at
SMPN 1 Alaak in the 2024/2025 academic year. Data were collected through
expert validation sheets, student response questionnaires, and PlISA-based
scientific literacy tests, then analyzed using descriptive quantitative and
qualitative methods. The validation results obtained an average score of 0.92 (very
valid), practicality of 90% (very practical), and effectiveness with an N-Gain
score of 0.71 (high category). The findings indicate that the use of Wordwall-
based e-LKPD can improve students’ abilities in explaining scientific phenomena,
evaluating investigations, and interpreting data scientifically. Based on the results,
it can be concluded that the wordwall-based e-LKPD is valid, practical, and
effective as an innovative, interactive, and engaging learning medium, relevant to
the Merdeka Curriculum and the demands of 21st-century learning.

Keywords. e-LKPD, wordwall game, scientific literacy, mixtures
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