International Journal of Education and Life Sciences (IJELS)
Vol. 4 No. 6 (2026): 847-860

The Effectiveness of Interactive Media Wordwall to Improve the
Interest of Grade IV Elementary School Students in Learning
Mathematics

Samritin'*, Rodiatun Mardiyah?, Syamsurijal3

L23Universitas Muhammadiyah Buton, Indonesia

Corresponding Author: Samritin: samritin75@gmail.com

ARTICLEINFO
Keywords: language
politeness, argumentative
text, sociopragmatics

Received : 27, April
Revised : 20, May
Accepted: 8, June

©2026 Samritin, Mardiyah,
Syamsurijal (s): This is an
open-access article
distributed under the terms
of the Creative Commons
Atribusi 4.0 Internasional.

(OO

ABSTRACT

The purpose of this study was to determine the
effectiveness of interactive media Wordwall in
increasing interest in learning mathematics in
class IV primary school. This study uses a
quantitative quasi-experimental method with a
one-group pretest-posttest design at SD Negeri
77 Buton with 20 students in class IV-B. The data
collection was carried out through a
questionnaire of learning interests before and
after the conduct of two meetings of learning
using Wordwall-based learning. Data were
analyzed using descriptive statistics, the Shapiro-
Wilk test for normality, and a paired-samples t-
test. The results showed that the normality
assumption was met (p = 0.591), and the paired-
samples t-test showed a significant difference
between pretest and posttest scores (t = -7.616, p
< 0.001). The results indicate that Wordwall is
beneficial in improving students” enthusiasm for
learning mathematics. We present empirical
evidence on the affective impact of digital game-
based media in teaching primary mathematics.
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INTRODUCTION

Elementary school mathematical learning has an important role in shaping
students’ logical, methodical, and problem-solving skills from the early stages of
schooling (Pradani & Nafi'an, 2019; Wahyudi & Siswanti, 2015). Mastery of
mathematical ideas at this level is an important basis for the cognitive growth of
kids in facing scholastic obstacles and situations in daily life (Herlina et al., 2022).
Proper teaching not only provides students with the ability to compute but also
trains them to think critically and create their own solutions to the various
difficulties they encounter (Pradani & Nafi'an, 2019). Reasoning development
and the habit of logical thinking are the key aims that must be attained in basic
education, with this very important role (Wahyudi & Siswanti, 2015).

Mathematics is a vital topic but nevertheless many primary school children
are not interested in learning it because it is generally considered as abstract,
difficult, and less attractive (Ramdhani & Baadilah, 2022; Sugiyanta et al., 2023).
The abstract nature of mathematics as a study object is often not in accordance
with the cognitive development stages of primary school children who still need
a tangible approach (Ramdhani & Baadilah, 2022). Hence, many students have
problems understanding concepts which eventually results in negative attitudes,
boredom, and insecurity when handling arithmetic problems (Astriani &
Akmalia, 2022; Sugiyanta et al., 2023). This state will be worse if teachers rely
solely on lecture methods without using media that can bridge understanding of
the idea (Sugiyanta et al., 2023).

Interest in learning is one of the affective factors that govern students'
involvement in the mathematics learning process. Students with high interest
tend to be more active, conscientious and enthusiastic in participating in learning
activities (Herzamzam, 2018). Interest in learning is an internal motivator that
encourages people to be interested in learning which can provide a feeling of
delight and feelings to participate in learning activities (Aliyyah et al., 2022;
Herzamzam, 2018). If students have a high interest in mathematics, they will be
more engaged in the tasks, hence the learning results will be higher (Aliyyah et
al., 2022; Herzamzam, 2018).

The poor interest of primary school pupils in learning mathematics makes
the teachers to make more contextual learning that is participatory and follows
the students” developmental aspects (Hamidah & Ain, 2022; Sugiyanta et al.,
2023). If the children are not motivated to do the learning activities in the
classroom, their numeracy will diminish (Isnaini et al., 2023). Therefore, the
learning process should be designed to attract the attention of students and bring
happiness to them, especially in subjects that are considered boring such as
mathematics (Hamidah & Ain, 2022; Isnaini et al., 2023). It needs the proper
instructional method so that the students do not feel bored and are actively
involved in the study of the topic (Hamidah & Ain, 2022).

The usage of digital learning media is an important pedagogical method to
increase student engagement and excitement in mathematics learning in the era
of educational technology (Oktavianita & Wahidin, 2022). The period of
digitalization has been part of many fields of education, and the use of computer
media and the internet can assist in creating a more effective, efficient, and
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pleasant learning environment for students (Oktavianita & Wahidin, 2022).
Interactive digital media can create a more concrete learning experience for
students compared to conventional learning, so that the student’s curiosity and
excitement will be aroused (Oktavianita & Wahidin, 2022; Paseleng & Arfiyani,
2015).

Wordwall is a digital interactive media where the teacher can present
mathematics materials through educational games, quizzes, matching, and
interactive exercises that can promote students’ involvement (Oktavianita &
Wahidin, 2022). The game-based aspects of Wordwall can turn abstract
mathematical topics into an enjoyable activity, thereby boosting students’
interest in researching the content (Aminah et al., 2025; Shalsabila et al., 2024).
This medium is not only a teaching tool but also a tool that enhances the
relationship between teachers and students in the classroom (Oktavianita &
Wahidin, 2022).

Some previous studies have shown that the use of interactive media can
improve student motivation, participation, and learning outcomes. However,
research that particularly examines the impact of Wordwall on primary school
students” enthusiasm in learning mathematics needs to be increased (Maulidina
et al., 2025; Shalsabila et al., 2024). Various studies have studied the effects of
digitally based interactive media on academic accomplishment, but few studies
have comprehensively studied the emotive dimensions of learning interest
utilizing Wordwall (Lestari et al., 2025; Shalsabila et al., 2024). Therefore, it is
necessary to conduct further empirical investigations to determine the extent to
which this medium can have a specific good impact on aspects of the learning
interest of elementary school pupils.

The importance of this research gap is that the interest in learning
mathematics in grade IV elementary school students is not only related to
momentary responses to media, but also to how interactive media is able to build
students' attention, pleasure, engagement, and willingness to learn mathematics
(Aliyyah et al., 2022; Herzamzam, 2018). It is vital to note that the focus on
learning interests is due to the fact that persistent interests are long-term
determinants of students” performance in grasping mathematical topics (Aliyyah
et al., 2022; Herzamzam, 2018). Interactive media like Wordwall need to be tested
to determine whether they can provide a learning experience that is pleasurable
to use and encourages continual readiness to learn (Shalsabila et al., 2024).

Given this urgency, this study aims to analyze the impact of using the
interactive media platform Wordwall on interest in learning mathematics among
Grade IV primary school pupils. This research will focus on assessing the extent
to which media use can boost indicators of student learning interest, such as
attention, enjoyment, interest, and involvement in the learning process. It is
envisaged that the results of this research can provide a practical contribution to
instructors in optimizing innovative and relevant mathematics learning
approaches to meet the needs of primary school students. Furthermore, this
finding is expected to serve as an empirical reference for educational
practitioners in embedding edugames as an innovative solution to address low
motivation and low activity among students in the classroom, thereby creating a
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more dynamic educational ecosystem that optimally supports students’
cognitive and affective needs.

METHODOLOGY
Research Design

This study was quantitative and used a quasi-experimental method. More
specifically, this study used a one-group pretest-posttest design to investigate the
impact of interactive Wordwall media on students’ enthusiasm for learning
mathematics. This approach was chosen because the study sought to examine
students” learning interest before and after the implementation of Wordwall in
mathematics learning, using the same participants. In this design, the pretest was
administered to assess students’ initial level of learning interest before the
treatment, whereas the posttest was administered to determine whether there
was a significant change in students’ learning interest after participating in the
Wordwall-assisted learning activities.

A one-group pretest-posttest design was chosen as appropriate for the
classroom intervention, given that the research was conducted in a real school
environment and included an entire class. Although this design lacks a control
group, it allows the researcher to identify changes in students’ interest in learning
following the implementation of a specific instructional therapy. Thus, the design
provides empirical evidence of the potential effectiveness of interactive
Wordwall media in promoting mathematics learning in elementary schools.
Research Setting and Sample

This research was conducted in SD Negeri 77 Buton, Indonesia, involving
fourth-grade students. The school had two fourth-grade classes, and the sample
was drawn from Class IV-B, comprising 20 pupils. The pupils in this class were
all given a pretest, then underwent a learning intervention using interactive
Wordwall media, and finally took a posttest. The pupils were fourth graders, as
they were believed to be developmentally competent to acquire structured
mathematical ideas, and interactive digital media were believed to increase
engagement and enthusiasm in learning.

Sampling Method

This study used random sampling at the class level. Random assignment
was used to pick one of the two available fourth-grade classrooms as the
experimental group. Class IV-B was treated as a single intact group because the
intervention was conducted in a natural classroom context. This selection
strategy is widely employed in school-based quasi-experimental studies when it
is not possible to randomly assign individuals for educational and administrative
reasons.

Research Variables

This study has one independent variable and one dependent variable. The
independent variable is the usage of the interactive Wordwall media in studying
mathematics, whereas the dependent variable is the interest of students in
learning mathematics. Wordwall interactive media is a digital learning platform
where teachers may build game-based interactive learning activities like quizzes,
matching activities, word games, and other ways to get students involved.
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Wordwall was used in this study as an educational tool to support students’
participation in mathematics learning activities.

Students’ interest in learning mathematics was operationalized as students’
tendency to demonstrate attention, enjoyment, involvement, and willingness to
participate in mathematics learning. The learning interest was examined before
and after the treatment using a learning interest questionnaire designed based on
the variables associated with primary mathematics learning. The comparison of
the pretest and posttest scores was utilized to find out whether the usage of
Wordwall interactive media gave a substantial improvement to students’
motivation in studying statistically.

Research Procedures

The research technique consisted of three primary stages: planning,
implementation, and data analysis. In the preparation stage, the researcher made
the teaching module, observation sheet, and students’” mathematics learning
interest questionnaire. The teaching module is meant to facilitate the application
of learning mathematics by using interactive media, Wordwall. The observation
sheet was developed to observe the execution of the learning process, and the
questionnaire was utilized to determine students' interest in learning
mathematics before and after the therapy.

In the implementation phase, the researcher first conducted the pretest to
determine the students’ initial enthusiasm in learning mathematics. After the
pretest, the therapy was carried out in the form of mathematical learning
exercises accompanied by interactive Wordwall media. The learning exercises
were performed in two classroom meetings. During the treatment, Wordwall
was employed to deliver learning tasks and interactive activities that promoted
active participation from students in mathematics learning. The teacher
supported the learning process by guiding the students to access, react, and
debate the activities based on Wordwall. The posttest was given at the end of the
therapy using the same learning interest questionnaire to examine the changes in
students’ interest following the intervention.

The last step was that the results from the pretest and posttest were tallied
and examined quantitatively. The analysis was focused on identifying the
difference in learning interest of students before and after the adoption of
Wordwall interactive media statistically significantly. After that, the analysis
tindings were evaluated to determine the efficiency of Wordwall in increasing
students’ interest in learning mathematics.

Research Instrument

Instruments utilized in this study were an instructional module and a
mathematics learning interest questionnaire. The teaching module was a
guideline to apply mathematics learning by using Wordwall interactive media.
It also included the learning objectives, learning activities, instructional stages,
learning materials, assessment activities, and the integration of Wordwall in the
mathematical learning process. The major instrument utilized for obtaining
quantitative data was the mathematics learning interest questionnaire. The
questionnaire was administered at two points in time, before and after treatment.
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The students' responses were quantitatively assessed to get pretest and posttest
data for statistical analysis.
Technique of Data Collection

Data collection was through questionnaire administration. The
questionnaire was administered as a pretest before the Wordwall-based learning
intervention and as a posttest after the intervention. The pretest data were the
initial interest of students in learning mathematics, and the posttest data were the
interest of students in learning mathematics after experiencing mathematics
learning utilizing Wordwall interactive media.

Analysis of data

Data were quantitatively analyzed wusing JASP statistical software.
Descriptive statistics were used to summarize students’ pretest and posttest
scores, such as mean, standard deviation, minimum and maximum, and the
analysis began with these. Descriptive statistics were utilized to provide an
overview of students’ learning interest before and after the introduction of
Wordwall interactive media.

The normality of the data was checked before hypothesis testing to
determine whether the pretest and posttest scores matched the assumptions
required for parametric analysis. If the data was regularly distributed, the
hypothesis would be tested using a paired-samples t-test. The study evaluated
two related sets of scores from the same group of students before and after
treatment; hence, a paired-samples t-test was used. The significance threshold
was 0.05. A significance value of less than 0.05 represented a statistically
significant difference between the students’ pretest and posttest results.

RESEARCH RESULT
Data Description of Math Learning Interest Score

This research used a one-group pretest-posttest design, testing the interest
in studying mathematics before and after the students participated in learning
with the use of Wordwall interactive media. The number of participants who
participated in the pretest and posttest assessments was the same, namely 20
students, so that the change in scores could be examined in pairs. The data
contained pretest and posttest scores averaging 47,300 and 56,450, respectively.
Table 1. Analysis of the Results of Mathematics Learning Interest Measurement

Test N Mean SD SE Coefficient of variation
Pretest 20 47.300 6.001 1.342 0.127
Posttest 20 56.450 2.685 0.600 0.048

As shown in Table 1, the mean score of students on mathematics interest
improved from 47,300 in the pretest to 56,450 in the posttest. The average
difference of 9,150 points indicated an increase in learning interest levels after
students participated in learning using Wordwall interactive media. The rise is
around 19.34% of the average pretest score from the first score.

Besides the average gain, the analysis also indicated less variability in
scores. The standard deviation number reduced from 6.001 in the pretest to 2.685
in the posttest. The drop suggests that the students’ learning interest scores
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become more homogeneous after using Wordwall. This is also corroborated by
the coefficient of variation, which decreases from 0.127 to 0.048. Thus, the rise in
interest in studying mathematics can be shown not only from the rise in the
average scores but also from the more even scores of the students after the usage
of the interactive media Wordwall.

The results of the research descriptively indicate that the usage of Wordwall
interactive media can improve students' enthusiasm in learning mathematics.
However, the descriptive analysis is not adequate in order to prove the
importance of the increases; we need to perform inferential tests such as paired
difference tests.

Raincloud Plots of Changes in the Mathematics Learning Interest Score
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Figure 1. Raincloud Plots of Changes in the Mathematics Learning Interest
Score

The raincloud plot in Figure 1 reveals a trend for the score of mathematics
learning interest to grow from pretest to posttest. The line connecting the
measurement points reveals that most students had an increase in scores after
participating in Wordwall-based learning. This pattern implies that the progress
is not just in the average group but also in most learners individually.

The boxplot in the visualization in Figure 1 reveals a movement in central
tendency toward higher scores on the posttest. The range of the posttest results
also seems to be narrower than that of the pretest, which indicates that the
interest in learning mathematics after using Wordwall grown more concentrated.
Also, the score distribution reveals a movement towards higher values in the
density plot. These visual findings reflect the descriptive results indicating the
use of Wordwall is followed by a rise in students' mathematics learning interest
scores.
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Raincloud plots of the distribution of PreTest-PostTest score differences
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Figure 2. Raincloud plots

Raincloud plot in Figure 2, illustrating the distribution of PreTest-PostTest
score discrepancies. The formula utilized is PreTest - PostTest . So, a negative
value means the PostTest score is greater than the PreTest score. Therefore, the
larger the negative score, the greater the gain in score after learning via Wordwall
Media. The figure reveals that most participants obtained higher PostTest results.
This is evident in practically all data points falling below 0, with values ranging
from -2 to -19. PostTest scores were not positive, so descriptively, no subjects
scored lower following the PostTest. A point near or at 0 suggests that certain
participants are unlikely to have a change in score from PreTest to PostTest.

The scatter plot on the left shows how the increases differ amongst
individuals, indicated by the dots. Most individuals scored between -5 and -14,
implying that their score changes within that range were rather stable. Some
participants had moderate increases, around -2 to -4, and some had higher
increases, about -16 to -19. This shows that the treatment impact was not the same
for all subjects, but that the direction was likely good because almost all
difference scores were negative.

The middle part presents a boxplot summarizing the distribution of the
data. The median was about -8; hence, the median gain for participants was about
8 points. The boxplot seems to be in the region of -13 to -5; therefore, most of the
data is in this area. The lower whisker is approximately -19, and the upper
whisker is approximately 0. This means that the benefits could be anywhere from
none to rather substantial.

The graphic at right displays the density of the data distribution. The
distribution has its thickest part between -6 and -10; therefore, this is where the
rise is most common. The distribution also extends to more negative values,
demonstrating that some participants improve more than others.
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Normality Testing

Before applying the paired difference test, the normality test was conducted
on the difference between the pretest and posttest scores. The normality test
utilized was Shapiro-Wilk because the sample was somewhat small, namely 20
pupils.

Table 2. Normality Testing

w p
PreTest-PostTest 0.962 0.591

The Shapiro-Wilk test results in Table 2 are W = 0.962 and p = 0.591. The
significance value is more than 0.05; therefore, the difference score data of the
pretest and posttest are not significantly deviated from the normal distribution.
This indicates that the normalcy assumption is met.

Standardized Residuals

2 -1 0 1 2
Theoretical Quantiles

Figure 3. Q-Q plot
The Q-Q plot in Figure 3 depicts the link between theoretical quantiles and

standardized residuals. This graphic is used to check whether the data are
normally distributed. Most of the dots in the picture are around the diagonal line.
This indicates that, generally, the data distribution is regularly distributed. The
dots in the center look relatively tight and follow the diagonal line, which means
most of the data follow a distribution pattern that is consistent with the
assumption of normality. There are some small deviations in the lower tail, i.e.,
certain locations on the lower left-hand side are a little bit away from the diagonal
line. Such a modest variance can be considered reasonable even in the case of a
relatively small sample count, i. e. N=20. The data were normally distributed, as
indicated by the results of the Shapiro-Wilk test, which were supported by the
Q-Q plots. Therefore, the analysis can continue with the paired-samples t-test.
Hypotheses Testing

The paired samples t-test was performed to examine whether there was a
significant difference in interest scores in studying mathematics before and after
using Wordwall interactive media. The test was consistent with the research
design because the data were collected from the same group of learners and
measured at two separate times, i.e., before and after the treatment.
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Table 2. Student’s t-test
Measure 1 Measure 2 t df p
PreTest PostTest -7.616 19 <0.001

Note. For all tests, the alternative hypothesis is that PreTest < PostTest.

The paired samples t-test findings showed that t (19) = -7.616, p < 0.001. A
significance value of .05 or less suggests that there is a significant difference
between pretest and posttest results. The t-value is negative due to the sequence
of Pretest - Posttest calculations. The average posttest score is higher than the
pretest; hence, the difference is negative. The results showed that there was a
considerable increase in the students” enthusiasm in learning Mathematics after
using the interactive media Wordwall. Therefore, the results of the inferential test
were similar to the descriptive analysis, where the average score improved from
47.300 to 56.450, a difference of 9.150 points. Substantively, these data indicate
that the usage of Wordwall interactive media is successful in increasing students'
interest in learning. This increase is evident in the mean and is also statistically
significant.
Discussion

The results of this study show that the use of interactive media Wordwall
has a beneficial effect on increasing the interest in learning mathematics for
Grade IV elementary school pupils. This is in accordance with the results of
previous studies, which state that the integration of interactive media can
increase students’ enthusiasm to participate in learning, especially in
mathematics subjects which often require a creative and non-monotonous
approach (Maulidina et al., 2025; Shalsabila et al., 2024).

The improvement score from pretest to posttest shows that math learning
using Wordwall provides a more interesting and fun learning experience to
pupils. The introduction of game aspects in Wordwall has had a considerable
impact on students’ impression of mathematics, from being perceived as
uninteresting and abstract to a more concrete activity (Aminah et al., 2025;
Oktavianita & Wahidin, 2022).

The pattern of improvement in the raincloud plot supports the observation
that changes in learning interest occur not only in the average scores of the group
but also in the tendency to grow in practically all the students. This suggests that
the effectiveness of this media is inclusive, accepting various profiles of students
in the classroom to be more active and give a more favorable response to the
material given (Paseleng & Arfiyani, 2015).

The more concentrated distribution of posttest results compared to pretests
indicates that the use of Wordwall not only boosts general interest in learning,
but also helps promote a more even learning response across students. Thus, it
reduces the distance of interest between students and builds a harmonious,
cohesive, and pleasant atmosphere of learning in mathematics learning in the
classroom (Oktavianita & Wahidin, 2022; Shobirin et al., 2025).

The reason Wordwall is so effective is that it features elements that make it
an interactive learning medium. It includes game aspects, visualization, rapid
teedback and challenge-oriented activities that are suitable for the learning and
growing features of elementary school pupils. This is in line with students’

856



International Journal of Education and Life Sciences (IJELS)
Vol. 4 No. 6 (2026): 847-860

psychological needs to receive instant pleasure and gratification after grasping
mathematical principles that are generally difficult (Ferlina & Fratiwi, 2024;
Oktavianita & Wahidin, 2022).

Wordwall can change the view of math as a difficult and abstract lesson in
learning math, by turning the principles and exercises of math into more
practical, competitive, and interesting digital games (Aminah et al., 2025;
Sugiyanta et al., 2023). This change allows students to visualize the arithmetic
problem, which has a direct effect on their motivation to learn more
comprehensively and their focus in the process of learning the material
(Maulidina et al., 2025; Paseleng & Arfiyani, 2015).

The results of paired-samples t-test showed that the difference in the level
of learning interest before and after the use of Wordwall was statistically
significant. This provides evidence for the hypothesis that the observed increase
in attention is driven by the intervention of the implemented medium and not by
chance or random variation (Lestari et al., 2025; Maulidina et al., 2025).

The results of this study are valuable for primary school math teachers to
employ interactive media such as Wordwall as a learning tool to promote
students’ attention, involvement, and love in mathematics (Ferlina & Fratiwi,
2024; Shobirin et al., 2025). Teachers are expected to be facilitators, not just
material presenters, who are capable of using digital technology to create a more
dynamic, innovative, and relevant learning ecosystem to the needs of students in
the classroom (Dara et al., 2025; Oktavianita & Wahidin, 2022).

The results of this study support the concept that the interest of students in
studying mathematics is determined not only by students’ internal traits but also
by the design of learning, the media employed, and the quality of interaction
built during the learning process. This study confirms the relevance of affective
factors for educational performance, where the choice of adequate instruments
can act as a spark for students” sustainable motivation and commitment (Isnaini
et al., 2023).

CONCLUSIONS AND RECOMMENDATIONS

The results of this study indicate that the interactive media platform
Wordwall was helpful in promoting interest in learning mathematics for grade
IV primary school students. This was proven by the increase in the average score
of learning interest from 47,300 in the pretest to 56,450 in the posttest, and the
tindings of the paired-samples t-test with t (19) = -7,616, p < 0.001, showing a
significant difference before and after treatment. Based on the results of this
study, Wordwall can offer more fascinating, exciting, and engaging learning
experiences for students in mathematics. Therefore, the interactive media of
Wordwall can be employed as an innovative learning alternative to enhance the
development of students” affective elements in primary school.

ADVANCED RESEARCH

Findings indicated a significant effect, although the study had the drawback
that it used a one-group pretest-posttest design with no control group. The effect
of factors other than treatment has not been entirely removed. These external
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elements may vary during cultivation, such as the health of the students. More
rigorous experimental designs, such as the use of a control group, higher sample
sizes, longer treatment duration, and additional analyses such as effect size, are
advised to gain a fuller picture of the usefulness of Wordwall in mathematics
learning. Further, a full, comprehensive investigation of the long-term effect of
these media on content retention and student learning outcomes is a most
relevant field for future investigation.

REFERENCES

Aliyyah, R. R, Rahayu, Y. S, & Ramdhani, M. R. (2022). Pengaruh Interaksi
Edukatif terhadap Minat Belajar Matematika Siswa Sekolah Dasar.
Didaktika Tauhidi Jurnal Pendidikan Guru Sekolah Dasar, 9(2), 185-198.
https:/ /doi.org/10.30997 / dt.v9i2.6844

Aminah, S., Prihastari, E. B., & Irmade, O. (2025). Efektivitas Media Wordwall
terhadap Kemampuan Menyelesaikan Soal Cerita Matematika Kelas 2 SD
Negeri Gandekan Surakarta. Fondatia, 9(3), 620-637.
https:/ /doi.org/10.36088 /fondatia.v9i3.5863

Astriani, L. & Akmalia, S. (2022). Pengembangan Modul Bangun Ruang dan
Statistika Berbasis Project Based Learning. Jurnal Cendekia Jurnal
Pendidikan Matematika, 6(3), 3431-3442.
https:/ /doi.org/10.31004 / cendekia.v6i3.1568

Dara, A. C., Wahyuningsih, T., Dwiyono, Y., & lksam, I. (2025). Pengaruh Media
Pembelajaran Wordwall terhadap Hasil Belajar Matematika Siswa Kelas II
Sekolah Dasar. Jurnal Basicedu, 9(4), 1186-1194.
https:/ /doi.org/10.31004 / basicedu.v9i4.10610

Ferlina, L. & Fratiwi, N. J. (2024). Edugame Wordwall: Sebuah Media Untuk
Meningkatkan Minat Belajar Matematika Siswa Sekolah Dasar. Walada
Journal of Primary Education, 3(2).
https:/ /doi.org/10.61798 / wipe.v3i2.126

Hamidah, N. & Ain, S. Q. (2022). Faktor-Faktor Penyebab Kesulitan Belajar
Matematika pada Siswa Kelas IV Sekolah Dasar. SCAFFOLDING Jurnal
Pendidikan Islam Dan Multikulturalisme, 4(1), 321-332.
https://doi.org/10.37680/scaffolding.v4i1.1331

Herlina, F., Yerizon, Y., Syarifuddin, H., & Fitria, Y. (2022). Efektivitas Perangkat
Pembelajaran Matematika Basis RME dalam Meningkatkan Pemecahan
Masalah Peserta Didik di Kelas V Sekolah Dasar. Jurnal Basicedu, 6(2),
2391-2399. https:/ /doi.org/10.31004 / basicedu.v6i2.2138

Herzamzam, D. A. (2018). Peningkatkan Minat Belajar Matematika Melalui
Pendekatan Matematika Realistik (PMR) pada Siswa Sekolah Dasar.
Visipena Journal, 9(1), 67-80. https:/ /doi.org/10.46244 / visipena.v9i1.430

858


https://doi.org/10.30997/dt.v9i2.6844
https://doi.org/10.36088/fondatia.v9i3.5863
https://doi.org/10.31004/cendekia.v6i3.1568
https://doi.org/10.31004/basicedu.v9i4.10610
https://doi.org/10.61798/wjpe.v3i2.126
https://doi.org/10.37680/scaffolding.v4i1.1331
https://doi.org/10.31004/basicedu.v6i2.2138
https://doi.org/10.46244/visipena.v9i1.430

International Journal of Education and Life Sciences (IJELS)
Vol. 4 No. 6 (2026): 847-860

Isnaini, S. N., Firman, F. & Desyandri, D. (2023). Penggunaan Media Video
Pembelajaran dalam Meningkatkan Minat Belajar Matematika Siswa di
Sekolah Dasar. Alpen Jurnal Pendidikan Dasar, 7(1), 42-51.
https:/ /doi.org/10.24929/alpen.v7il.183

Lestari, K., Disurya, R. & Imansyah, F. (2025). Pengaruh penggunaan media
pembelajaran matematika berbasis web wordwall terhadap hasil belajar
siswa pada materi luas kelas IV SD Negeri 01 Jejawi. COLLASE (Creative
of Learning Students Elementary  Education), 8(1), 46-54.
https:/ /doi.org/10.22460/ collase.v8i1.23660

Maulidina, A. P. A., Agasi, A., Wardah, F. R., Abdillah, M. W., Makkiyah, N.,
Aisyah, S. & Rahmawati, I. D. (2025). Penerapan Aplikasi Wordwall dalam
Meningkat Hasil Belajar Matematika Siswa Kelas VI Sekolah Dasar. JGK
(Jurnal Guru Kita), 9(4), 1253-1263.
https:/ /doi.ore/10.24114 /iek.v9i4.70153

Oktavianita, S. & Wahidin, W. (2022). Gestur Siswa Slow Learner dalam Belajar
Matematika Menggunakan Aplikasi Wordwall di Sekolah Dasar. Jurnal
Basicedu, 6(3), 4802-4811. https:/ /doi.org/10.31004/basicedu.v6i3.2941

Paseleng, M. C. & Arfiyani, R. (2015). Pengimplementasian Media Pembelajaran
Berbasis Multimedia Interaktif pada Mata Pelajaran Matematika Di Sekolah
Dasar. Scholaria Jurnal Pendidikan dan Kebudayaan, 5(2), 131-131.
https:/ /doi.org/10.24246/i.scholaria.2015.v5.i12.p131-149

Pradani, S. L. & Nafi’an, M. L. (2019). Analisis Kemampuan Pemecahan Masalah
Siswa dalam Menyelesaikan Soal Matematika Tipe Higher Order Thinking
Skill (HOTS). Kreano Jurnal Matematika Kreatif-Inovatif, 10(2), 112-118.
https:/ /doi.org/10.15294 / kreano.v10i2.15050

Pradani, T. G. (2022). Penggunaan media pembelajaran wordwall untuk
meningkatkan minat dan motivasi belajar siswa pada pembelajaran IPA di
Sekolah Dasar. Educenter Jurnal Ilmiah Pendidikan, 1(5), 452-457.
https:/ /doi.org/10.55904/ educenter.v1i5.162

Ramdhani, E. S. & Baadilah, I. (2022). Pengembangan Media Audio Visual
Berbasis Google Slide Materi Operasi Hitung Bilangan Bulat Untuk Sekolah
Dasar. Aksioma Jurnal Program Studi Pendidikan Matematika, 11(3), 2418-
2418. https:/ /doi.org/10.24127 /ajpm.v11i3.5758

Shalsabila, B. Z. A., Setyastuti, C. S. & Wijayanti, P. (2024). Peningkatan Minat
Belajar Peserta Didik Pada Mata Pelajaran Matematika Kelas V SD Melalui
Media Wordwall di SD Negeri Badran. Social Humanities and Educational

859


https://doi.org/10.24929/alpen.v7i1.183
https://doi.org/10.22460/collase.v8i1.23660
https://doi.org/10.24114/jgk.v9i4.70153
https://doi.org/10.31004/basicedu.v6i3.2941
https://doi.org/10.24246/j.scholaria.2015.v5.i2.p131-149
https://doi.org/10.15294/kreano.v10i2.15050
https://doi.org/10.55904/educenter.v1i5.162
https://doi.org/10.24127/ajpm.v11i3.5758

Samritin, Mardiyah, Syamsurijal

Studies (SHES) Conference Series, 7(4), 905-905.
https:/ /doi.org/10.20961 /shes.v7i4.97221

Shobirin, S., Rahayu, F. S. & Ajibi, M. (2025). Inovasi Pembelajaran Dengan
Teknologi Interaktif Wordwall Dalam Meningkatkan Minat Belajar Siswa.
Educational Journal of Bhayangkara, 5(1), 21-25.
https:/ /doi.org/10.31599/ 29y gva23

Sugiyanta, G., Trisnani, N. & Santika, Y. (2023). Efektivitas Media Pembelajaran
Dakota (Dakon Matematika) Dalam Meningkatkan Hasil Belajar
Matematika Di Sekolah Dasar. School Education Journal PGSD FIP
Unimed, 13(1), 27-27. https:/ /doi.org/10.24114 /sejpgsd.v13i1.42876

Wahyudi, W. & Siswanti, M. C. (2015). Pengaruh Pendekatan Saintifik Melalui
Model Discovery Learning Dengan Permainan Terhadap Hasil Belajar
Matematika Siswa Kelas 5 SD. Scholaria Jurnal Pendidikan dan
Kebudayaan, 5(3), 23-23.
https:/ /doi.org/10.24246/j.scholaria.2015.v5.i3.p23-36

860


https://doi.org/10.20961/shes.v7i4.97221
https://doi.org/10.31599/z9ygya23
https://doi.org/10.24114/sejpgsd.v13i1.42876

