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Abstract

Development of innovative learning media is essential for strengthening students' responsibility character
and improving learning outcomes in Pancasila Education. This study aimed to (1) develop Wordwall-based
game learning media, (2) examine its validity, (3) evaluate its practicality, and (4) determine its
effectiveness in improving the responsibility character and learning outcomes of sixth-grade elementary
school students. This study employed a Research and Development (R&D) approach using the ADDIE
model and involved 28 sixth-grade students at UPT SPF SD Negeri Kakatua, a public elementary school in
Makassar, South Sulawesi, Indonesia. The developed learning media consisted of four curriculum-based
learning topics, four interactive Wordwall game activities, student worksheets, and media usage
instructions integrated into a comprehensive instructional package. The interactive learning activities
were designed to encourage active participation, independent learning, and the development of students'
responsibility character through meaningful game-based learning experiences. The results indicated that
the developed media met the criteria of validity, practicality, and effectiveness. Expert validation
confirmed that the media was highly feasible for classroom implementation. Teacher and student
responses demonstrated excellent practicality, while students' responsibility character and learning
outcomes improved after using the media. The paired-samples t-test revealed a statistically significant
difference between pretest and posttest scores, and the N-gain analysis indicated meaningful learning
improvement. These findings demonstrate that the developed Wordwall-based learning media effectively
enhances both students' responsibility character and learning outcomes. Therefore, it can serve as an
innovative instructional alternative to support meaningful learning and character education in elementary
Pancasila education.
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INTRODUCTION

Pancasila education is a compulsory subject in Indonesian elementary schools that aims to
develop students' civic knowledge, character, and responsible behavior in accordance with the
values of Pancasila. Besides promoting cognitive understanding, the subject plays an essential
role in fostering responsibility, discipline, cooperation, critical thinking, and active participation
in social life. As part of character education, Pancasila Education prepares students to become
responsible citizens who are able to apply moral values in their daily lives and contribute
positively to society (Usmi & Samsuri, 2022; Parhan & Sukaenah, 2020; Saputra et al., 2023).
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Responsibility is one of the fundamental character values that should be developed from an
early age because it influences students' learning attitudes, self-discipline, academic
achievement, and social behavior. Students who demonstrate responsibility tend to complete
assignments on time, obey classroom rules, participate actively in learning activities, and take
ownership of their learning outcomes (Susanti & Prahastiwi, 2025; Bureau et al., 2022). In the
Indonesian educational context, character education is closely associated with religious values
that encourage students to become responsible, ethical, and accountable individuals. Therefore,
the present study also refers to the perspective of Islamic education, which emphasizes
responsibility as an essential moral value in learning and everyday life. This perspective is
reflected in the Qur'an:

Yohind 4z 56 clel I 3154015 oy anidl Sleple 4 &l ol e Cak5 Y
"And do not pursue that of which you have no knowledge. Indeed, the hearing, the sight, and
the heart, all of those will be questioned." (Qur'an 17:36)

This verse emphasizes that every individual is accountable for his or her knowledge,
decisions, and actions. In the context of education, students are expected to learn responsibly,
complete academic tasks honestly, and apply moral values in their daily lives. These principles
are consistent with the objectives of Pancasila Education, which seeks to develop responsible
citizens with strong moral character and active civic participation (Saputra et al., 2023; Usmi &
Samsuri, 2022).

Observations and needs analysis conducted in January 2026 at UPT SPF SD Negeri Kakatua, a
public elementary school in Makassar, South Sulawesi, Indonesia, revealed several problems in
sixth-grade Pancasila education learning. Approximately 57% of students frequently submitted
assignments late, indicating weaknesses in time management and task responsibility. Classroom
observations further showed that many students were reluctant to participate actively in
discussions, depended heavily on teacher guidance when completing learning activities, and
demonstrated limited initiative in completing tasks independently. In addition, 15 of the 28
students (53.57%) failed to achieve the school's minimum passing grade of 80, with a class
average score of only 68. Learning activities also remained predominantly teacher-centered,
with limited use of interactive instructional media. Consequently, students tended to become
passive during classroom learning, which negatively affected both the development of
responsibility character and learning outcomes. These findings indicate the need for innovative
instructional media that can promote active participation, independent learning, and
responsibility while improving academic achievement.

One instructional medium that has received considerable attention is Wordwall, an
interactive digital platform that enables teachers to design game-based learning activities
through quizzes, matching exercises, maze games, random wheels, and other interactive
templates. The platform provides immediate feedback and automatic assessment, encouraging
students to participate actively throughout the learning process. Interactive digital learning
environments have been widely recognized as effective tools for increasing students'
engagement and facilitating meaningful learning experiences (Mayer, 2021; Clark & Mayer,
2016; Celik & Baturay, 2024).

Previous studies consistently reported that Wordwall improves students' learning
motivation, classroom participation, learning outcomes, and critical thinking skills. Safitri et al.
(2022) and Fariza et al. (2026) found that Wordwall-based digital games significantly increased
students' motivation during classroom learning. Similarly, Husna and Kusumadewi (2025)
demonstrated that Wordwall effectively improved students' motivation in Pancasila Education.
Khoiriyah et al. (2025) also reported that interactive Wordwall activities increased students'
engagement during classroom instruction, while Lisandra et al. (2025) concluded that Wordwall
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contributed to higher motivation, critical thinking skills, and academic achievement. Comparable
findings were also reported by Rahmawati and Suryani (2022) who showed that interactive
learning media improve students' participation and learning outcomes.

The effectiveness of Wordwall can also be explained through the principles of multimedia
learning and gamification. Multimedia learning theory states that students learn more
effectively when instructional materials combine text, images, audio, and interactive activities
in an integrated manner (Mayer, 2008; Mayer, 2021). Likewise, gamification incorporates game
elements into educational activities to increase learners' motivation, engagement, persistence,
and enjoyment during learning (Deterding et al., 2011; Prensky, 2001). Previous studies further
indicated that digital instructional media designed according to multimedia principles
significantly improve students' understanding and retention of learning materials (Clark &
Mayer, 2016; Milanti et al., 2023).

In addition to digital interaction, contextual instructional materials also contribute to
meaningful learning experiences. Dewi and Setiawan (2022) emphasized that learning media
presenting Pancasila values through attractive visual representations facilitate students'
conceptual understanding. Firdaus et al. (2025) reported that digital learning media integrating
meaningful learning activities support both cognitive achievement and character development.
In addition to digital interaction, contextual instructional materials also contribute to meaningful
learning experiences. Dewi and Setiawan (2022), in their research on digital comic media in
Mimbar PGSD Undiksha, emphasized that learning media presenting Pancasila values through
attractive visual representations facilitate students' conceptual understanding. Firdaus et al.
(2025) reported that digital learning media integrating meaningful learning activities support
both cognitive achievement and character development. Well-designed digital learning media
have been shown to enhance students’ engagement and conceptual understanding across a
range of elementary school subjects.

Although previous studies have consistently demonstrated the benefits of Wordwall for
improving motivation and learning outcomes, such as enhances students' learning engagement,
motivation, and classroom participation through interactive and game-based learning activities,
relatively few have focused on developing Wordwall-based learning game media specifically
intended to strengthen responsibility character while simultaneously improving learning
outcomes in elementary Pancasila Education. Most previous studies have emphasized cognitive
achievement without integrating character education into the instructional media development
process. Furthermore, only a limited number of studies have adopted the ADDIE instructional
design model to develop Wordwall-based learning media for Pancasila Education (Branch, 2009;
Waruwu, 2024).

Therefore, this study addresses this research gap by developing a Wordwall-based learning
game media using the ADDIE instructional design model to produce instructional media that are
valid, practical, and effective in improving students' responsibility character and learning
outcomes. Accordingly, this study aims to (1) develop Wordwall-based learning game media for
Pancasila Education, (2) examine its validity, (3) analyze its practicality, and (4) evaluate its
effectiveness in improving the responsibility character and learning outcomes of sixth-grade
students at UPT SPF SD Negeri Kakatua.

RESEARCH METHOD

This study employed a Research and Development (R&D) approach using the ADDIE instructional
design model, which consists of five stages: analysis, design, development, implementation, and
evaluation (Branch, 2009; Waruwu, 2024). The ADDIE model was selected because it provides a
systematic framework for designing, developing, implementing, and evaluating instructional
media while ensuring that the resulting product meets the criteria of validity, practicality, and
effectiveness (Branch, 2009; Clark & Mayer, 2016).
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During the analysis stage, learning needs were identified through classroom observations,
interviews with the sixth-grade teacher, and curriculum analysis at UPT SPF SD Negeri Kakatua,
Makassar. The analysis focused on identifying students' responsibility character, learning
outcomes, classroom learning conditions, and instructional needs related to Pancasila
Education. The Learning Outcomes (Capaian Pembelajaran), Learning Objectives (Tujuan
Pembelajaran), and instructional indicators specified in the Merdeka Curriculum were also
analyzed to ensure that the developed learning media aligned with curriculum requirements.
Needs analysis is an essential stage in instructional design because it enables developers to
produce learning media that correspond to learners' characteristics and instructional needs
(Branch, 2009; Celik & Baturay, 2024).

During the design stage, the conceptual framework of the Wordwall-based learning game
media was developed by designing the learning objectives, instructional materials, flowchart,
storyboard, navigation system, user interface, student worksheets (LKPD), and assessment
instruments. The learning materials were organized according to the principles of multimedia
learning by combining concise explanations, visual illustrations, and interactive learning
activities to facilitate meaningful learning experiences (Mayer, 2008; Mayer, 2021).
Furthermore, game-based learning principles were integrated through the Wordwall platform
to encourage students' motivation, participation, and responsibility during classroom learning
(Deterding et al., 2011; Prensky, 2001).

During the development stage, the learning media was produced by integrating Pancasila
Education materials on norms, rights, and obligations with interactive Wordwall activities,
including quizzes, matching games, maze chase, true or false, and find the match. Before
classroom implementation, the developed product was validated by one media expert and one
subject matter expert to evaluate its instructional design, content accuracy, language, visual
appearance, navigation, and usability. Expert validation is an important procedure in
instructional media development because it ensures that the developed product is feasible
before implementation (Milanti et al., 2023; Branch, 2009).

The implementation stage consisted of a small-group trial involving 15 sixth-grade students
followed by a large-group trial involving 28 sixth-grade students at UPT SPF SD Negeri Kakatua,
Makassar, Indonesia. Learning activities were conducted using the developed Wordwall-based
learning game media followed by LKPD activities and classroom discussions. Interactive digital
learning supported by Wordwall has been reported to improve students' engagement,
motivation, and participation during classroom learning (Safitri et al., 2022; Husna &
Kusumadewi, 2025; Khoiriyah et al., 2025).

Finally, the evaluation stage was conducted to determine the validity, practicality, and
effectiveness of the developed learning media. Data were collected using media and material
validation sheets, classroom observation sheets, teacher and student response questionnaires,
responsibility character questionnaires, and pretest-posttest tests. Validation sheets were used
to assess the validity of the learning media, whereas classroom observations and response
guestionnaires evaluated its practicality. The responsibility character questionnaire measured
students' responsibility character, while the pretest and posttest measured students' learning
outcomes after using the developed learning media.

The collected data were analyzed using IBM SPSS Statistics version 30 through descriptive
and inferential statistical techniques. Descriptive statistics were used to analyze the validity and
practicality data, whereas inferential statistics included the Shapiro-Wilk normality test, Paired
Samples t-test, and N-Gain analysis to determine the effectiveness of the developed learning
media. The Shapiro-Wilk test was used to examine the normality of the data, the Paired Samples
t-test was employed to determine differences between pretest and posttest scores, and the N-
Gain analysis was used to measure the improvement in students' learning outcomes after
implementation (Waruwu, 2024; Mayer, 2021).
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RESULTS AND DISCUSSION

This study developed a Wordwall-based learning game media for Pancasila Education using the
ADDIE instructional design model. The development process aimed to produce learning media
that met the criteria of validity, practicality, and effectiveness in improving students'
responsibility character and learning outcomes (Branch, 2009; Waruwu, 2024). The media
integrated interactive Wordwall activities with learning materials on norms, rights, and
obligations to create meaningful learning experiences (Clark & Mayer, 2016).

The results describe the implementation of the analysis, design, development,
implementation, and evaluation stages. The developed media was evaluated through expert
validation, teacher and student responses, classroom implementation, responsibility character
guestionnaires, and learning outcomes. This systematic approach is consistent with multimedia
learning principles that emphasize active learner engagement and effective instructional design
(Mayer, 2021; Celik & Baturay, 2024).

Overall, the findings indicate that the developed learning media effectively supports
interactive and meaningful learning. The integration of Wordwall encouraged students'
motivation, participation, and engagement while improving their learning outcomes and
responsibility character, consistent with previous studies on game-based and digital learning
(Deterding et al., 2011; Prensky, 2001; Bureau et al., 2022; Safitri et al., 2022; Milanti et al.,
2023).

Analysis stage and needs analysis

The analysis stage identified several instructional problems related to students' responsibility
character and learning outcomes through classroom observations, teacher interviews, and
curriculum analysis. The findings showed that students' participation remained low and many
students frequently submitted assignments late, indicating the need for instructional innovation
to promote active learning and responsibility. Similar findings have been reported in previous
studies emphasizing that effective Pancasila Education should integrate character development
with meaningful learning experiences (Usmi & Samsuri, 2022; Saputra et al., 2023).

The needs analysis also revealed that classroom instruction was still dominated by
conventional teaching methods with limited integration of digital learning media. Such
conditions often reduce students' engagement and learning motivation. Interactive instructional
media are considered more effective in supporting active participation and improving learning
quality in elementary education (Clark & Mayer, 2016). Based on these findings, the Wordwall-
based learning game media was designed by integrating instructional objectives, learning
materials, interactive activities, student worksheets (LKPD), and assessment instruments into a
structured learning sequence. The design was intended to create meaningful learning
experiences while supporting students' cognitive and character development through
interactive digital learning (Mayer, 2008).

Teachers' and students' needs analysis

A needs analysis was conducted through classroom observations, teacher interviews, and
curriculum analysis at UPT SPF SD Negeri Kakatua, Makassar, to identify students'
characteristics, instructional problems, and curriculum requirements. This stage provides the
foundation for developing learning media that are aligned with classroom needs and
instructional objectives.

The findings revealed that students' responsibility character had not yet developed optimally
based on preliminary classroom observations. This conclusion was drawn from several
behavioural indicators, including frequent late submission of assignments, limited responsibility
in completing learning tasks independently, and inconsistent participation in classroom
activities. Approximately 57% of students frequently submitted assignments late, indicating
weaknesses in learning responsibility. These behavioural indicators were adapted from the
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responsibility character dimensions promoted in the Merdeka Curriculum, which emphasize
discipline, accountability, and responsibility in completing learning tasks. In addition, 15 out of
28 students (53.57%) failed to achieve the minimum passing grade of 80, with a class average
score of 68.

Teacher interviews indicated that learning was still dominated by teacher-centered
instruction using printed materials, with limited use of interactive digital media. Although
students were familiar with technology, it had not been effectively integrated into classroom
learning. Similar studies have shown that technology-supported learning environments increase
student engagement and improve learning quality. Curriculum analysis further indicated the
need for instructional media that promote active participation, independent learning, and
meaningful interaction. Curriculum analysis further indicated the need for instructional media
that promote active participation, independent learning, and meaningful interaction. Previous
studies, including those by Husna and Kusumadewi (2025), have reported that interactive digital
media enhance students' motivation, engagement, and learning achievement. Therefore, a
Wordwall-based learning game media was developed to strengthen students' responsibility
character and improve their learning outcomes.

Material needs analysis

The material analysis was conducted by reviewing the learning outcomes, learning objectives,
and instructional indicators specified in the Merdeka curriculum for sixth-grade Pancasila
Education. This analysis aimed to ensure that the developed learning media was aligned with
the curriculum and addressed the expected competencies of students. According to the
Merdeka Curriculum, Pancasila Education should not only develop students' conceptual
understanding but also foster positive character and responsible behavior through meaningful
and contextual learning experiences (Usmi & Samsuri, 2022; Parhan & Sukaenah, 2020).

The curriculum analysis identified that the learning materials should enable students not only
to understand the concepts of norms, rights, and obligations, but also to apply these concepts
responsibly in their daily lives. Based on the analysis, the developed learning media covers four
main topics: (1) the concept and types of norms in society, (2) rights and obligations in the family,
school, and community, (3) the relationship between rights and obligations, and (4) the
implementation of responsible behavior in everyday life. These topics were systematically
organized according to the sequence of learning objectives and integrated into interactive
Wordwall activities to facilitate active participation, independent learning, and meaningful
learning experiences.

The material design also emphasized the development of students' responsibility character
by integrating learning activities that explicitly fostered four responsibility indicators:
completing learning tasks, independent learning, learning discipline, and responsibility for
learning outcomes. These indicators were embedded in contextual learning activities and
interactive Wordwall games that encouraged students to participate actively, complete learning
tasks independently, follow classroom procedures, and reflect on their learning outcomes. Such
learning experiences are consistent with the principles of meaningful learning, which encourage
students to actively construct knowledge through interaction and real-life application (Mayer,
2021). Furthermore, previous studies have shown that interactive digital learning media,
particularly Wordwall, can improve students' motivation, engagement, and learning outcomes
by combining instructional content with game-based learning activities (Safitri et al., 2022;
Husna & Kusumadewi, 2025; Khoiriyah et al., 2025). Therefore, the developed Wordwall-based
learning game media was designed not only to improve students' cognitive achievement but
also to strengthen their responsibility character through interactive, contextual, and engaging
learning experiences.
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Design stage of the Wordwall-based learning game media

The design stage aimed to develop the conceptual framework of the Wordwall-based learning
game media for Pancasila Education based on the results of the needs analysis. In the ADDIE
model, the design stage serves as a planning phase in which instructional objectives, learning
strategies, content organization, and assessment methods are systematically prepared before
product development begins (Branch, 2009; Waruwu, 2024). Therefore, this stage played an
essential role in ensuring that the developed learning media addressed the instructional needs
identified during the analysis stage.

At this stage, the researcher designed the overall structure of the learning media, including
the learning objectives, four curriculum-based learning topics, four interactive Wordwall game
activities, student worksheets, media usage instructions, the user interface, navigation system,
storyboard, and flowchart. The media was systematically designed in accordance with the
Merdeka Curriculum, the learning characteristics of sixth-grade elementary school students, and
the objective of improving students' responsibility character and learning outcomes. The visual
appearance, navigation structure, and learning sequence were developed to provide a simple,
attractive, and user-friendly interface that facilitates students' independent learning and active
participation. The design outputs are presented in the Storyboard Design and Flowchart Design
sections, which illustrate the organization of the instructional components and the navigation
flow of the developed learning media.

The instructional materials were organized sequentially to support meaningful learning by
connecting conceptual understanding with real-life situations. Interactive Wordwall activities
were incorporated to reinforce students' understanding through immediate feedback and active
engagement. According to Mayer (2021), well-designed multimedia learning environments
facilitate knowledge construction by integrating visual elements, interactive activities, and
appropriate instructional guidance. Likewise, Branch (2009) emphasized that careful
instructional design contributes significantly to the quality and effectiveness of learning
products developed through the ADDIE model.

Furthermore, the design of the learning media emphasized not only cognitive achievement
but also the development of students' responsibility character through contextual learning
activities and interactive tasks. Previous studies have reported that interactive digital learning
media, particularly Wordwall, can increase students' motivation, participation, and learning
achievement by creating engaging and enjoyable learning experiences (Safitri et al., 2022; Husna
& Kusumadewi, 2025; Khoiriyah et al., 2025). Therefore, the outputs of the design stage served
as the blueprint for developing a valid, practical, and effective Wordwall-based learning game
media for classroom implementation.

Designing e-module components

The Wordwall-based learning game media was designed with several integrated components to
support interactive, meaningful, and student-centered learning. The main components include
the cover page, learning objectives, instructions for use, motivation, apperception, learning
materials, interactive Wordwall activities, student worksheets (LKPD), and navigation menus.
These components were systematically organized to provide a logical learning sequence that
facilitates students' independent learning, active participation, and meaningful interaction
throughout the instructional process.

The learning media was developed using an attractive visual layout, intuitive navigation, and
interactive learning activities appropriate for the characteristics of sixth-grade elementary
school students. According to Mayer (2021), effective multimedia learning should integrate
visual design, instructional content, and learner interaction to facilitate knowledge construction
and improve learning outcomes. Similarly, Branch (2009) emphasized that well-structured
instructional components contribute significantly to the effectiveness of instructional products.
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Each component of the learning media was designed to complement one another in
achieving the learning objectives. The cover page introduces the learning media, while the
learning objectives provide students with clear instructional targets.
The motivation and apperception sections prepare students for learning by stimulating curiosity
and connecting prior knowledge with new concepts. The learning materials present the concepts
of normes, rights, and obligations, which are reinforced through interactive Wordwall activities
and student worksheets (LKPD). These activities encourage students to participate actively,
solve problems, and complete learning tasks independently.

Furthermore, the integration of interactive Wordwall activities was intended to create an
engaging learning environment while strengthening students' responsibility character and
improving their learning outcomes. Previous studies have shown that Wordwall-based learning
activities can increase students' motivation, classroom participation, and academic achievement
because they combine instructional content with enjoyable game-based experiences (Safitri et
al., 2022; Husna & Kusumadewi, 2025; Khoiriyah et al., 2025). Therefore, the designed learning
media provides a structured and interactive learning experience that supports the
implementation of Pancasila education in based on the objectives of the Merdeka Curriculum.

Content/material design
The content and instructional materials of the Wordwall-based learning game media were
designed to support active, meaningful, and interactive learning in accordance with the learning
objectives and the characteristics of sixth-grade elementary school students. The instructional
content was systematically organized based on the Merdeka Curriculum, particularly the
learning outcomes and learning objectives for Pancasila education, covering the topics of norms,
rights, and obligations in daily life. The materials were arranged sequentially to facilitate
conceptual understanding while encouraging students to apply Pancasila values in real life.
Each topic was integrated with interactive Wordwall learning activities to reinforce students'
understanding, increase learning engagement, and provide immediate feedback during the
learning process. The integration of game-based activities was intended to create enjoyable
learning experiences while encouraging students to participate actively and complete learning
tasks responsibly. Previous studies have shown that Wordwall-based learning can improve
students' motivation, participation, and learning achievement because it combines instructional
content with interactive digital activities (Safitri et al., 2022; Husna & Kusumadewi, 2025;
Khoiriyah et al., 2025). In addition, well-organized multimedia content supports students in
constructing knowledge more effectively through the integration of visual elements,
instructional guidance, and learner interaction (Mayer, 2021).

English Translation:
e Game-Based Learning Media

PANcAs.LA - e Pancasila Education
= d g DEEBANS WORDWALL = \ \| o Wordwall-based learning game
...... " . e Grade VI Elementary School
e Let's Learn in a Fun Way
e Click Start

Figure 1. Cover and main interface of the wordwall-based learning game media
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The cover page was designed as the initial interface of the learning media to introduce the
instructional content and provide access to the main navigation menus. It presents the title of
the learning media together with visual elements that reflect the theme of Pancasila Education
and create an attractive first impression for students. A clear and appealing interface is expected
to increase students' interest before entering the learning activities. Figure 1 presents the cover
and main interface of the Wordwall-based learning game media developed in this study.

The instructions for using the Wordwall-based learning game media were designed to help
teachers and students understand the procedures for accessing the learning materials,
navigating the learning media, completing the interactive Wordwall activities, and working on
the student worksheets (See Figure 2). Clear and systematic instructions were provided to
ensure that students could use the learning media independently while participating actively in
each stage of the learning process.

PETUNJUK PENGGUNAAN MEDIA English Translation:

0 O LKPD = 4 * Media Usage Instructions
Kiktomtol ‘@j& ? |v—|

rehintais e Student Worksheet

pessta Gk,

0 @ UL PERMANAN ¥ @ e Start the Wordwall Game
0 h g i Qb CECL IR e Learning Materials Link
ERI { carx ]

e Home
e Back

w
‘ > ‘/L\‘ b « Next
9 o 5E'%”w m AA 2 ‘
.
O

hembal be b
Z
b

Figure 2. Media usage instructions for the Wordwall-based learning game

The instructions also explain the sequence of learning activities, enabling students to move
easily from one section to another through the available navigation menus. This design was
intended to improve the usability of the learning media and facilitate meaningful learning
experiences. According to Mayer (2021), clear instructional guidance and well-organized
navigation reduce students' cognitive load and support more effective multimedia learning.
Likewise, Branch (2009) emphasized that providing clear user guidance is an essential
component of instructional media developed using the ADDIE model because it promotes
efficient learning and improves users' learning experiences.

The motivation section was designed to stimulate students' interest, enthusiasm, and
readiness before beginning the learning activities (See Figure 3). This section aimed to encourage
positive learning attitudes, increase students' motivation, and prepare them to participate
actively throughout the learning process. Motivational messages were presented at the
beginning of the learning media to build students' confidence and create a positive learning
atmosphere before they explored the instructional materials.

Providing motivational support at the beginning of learning is important because students
who are motivated tend to demonstrate greater engagement, persistence, and responsibility
during learning activities. According to Bureau et al. (2022), learning motivation is one of the key
factors influencing students' participation and academic achievement. Similarly, Safitri et al.
(2022) reported that interactive digital learning media combined with motivational elements
can significantly increase students' enthusiasm and active involvement in classroom learning.
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P R sz‘ﬁ'ﬁnzwnm ‘ English Translation:

PENDiIDiKAN PANCASILA i e Game-Based Learning Media
i e Pancasila Education

o Wordwall-based learning
e Motivation

66 Tahukah kamu? | A e Do you know?
Setiap warga negara memiliki hak 2
yang harus diterima dan kewajiban

e Every student has rights that must be

yong harus dickaonchon. | VR fulfilled and responsibilities that must
Jika kita melaksanakannya dengan ‘. Al » . .
tanggung jawab, maka kehidupan | be carri ed out. By perform Ing
b oxai yad ol Sok. 9 ) responsibilities responsibly, life will
s become better.
Belojor dengan semangat, e Study with enthusiasm and become a

wjudkan generasi berkarakter Pancasilal

generation with Pancasila character

Figure 3. Motivation page

The apperception section was designed to activate students' prior knowledge and connect
their previous learning experiences with the new instructional materials (See Figure 4). This
activity aimed to help students recognize the relevance of the learning topics to their daily lives
and facilitate a smooth transition to the main learning activities. By linking existing knowledge
with new concepts, students were expected to develop a deeper understanding of the learning
materials and participate more actively throughout the learning process.

The inclusion of an apperception activity is consistent with the principles of meaningful
learning, which emphasize that new knowledge is acquired more effectively when it is
connected to learners' existing cognitive structures (Mayer, 2021). In addition, contextual
learning encourages students to relate instructional content to authentic experiences, thereby
improving conceptual understanding and learning engagement (Parhan & Sukaenah, 2020).
Previous studies have also reported that meaningful and interactive learning activities increase
students' motivation and participation in Pancasila Education (Usmi & Samsuri, 2022; Firdaus et
al., 2025).

PEN?BGKPTMPW&M 3 ' English Translation:
L ! 'P e Wordwall-based Learning Game for Pancasila

/T Education
GLEED) ¢ Apperception
= : e Let's recall
Coba ingat kemball! e Answer the following questions honestly.

SN o i s e 1. What rights do you have at school?

e 2. What are your responsibilities as a student at
school?

e 3. What happens if rights and responsibilities are
not carried out responsibly?

e Let's think actively. Your answers will help us
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Figure 4. Apperception page

The learning objectives were developed based on the learning outcomes specified in the
Merdeka Curriculum for Grade VI of Pancasila education (See Figure 5). They were formulated
to guide students in achieving the expected competencies related to norms, rights, and
obligations while simultaneously strengthening their responsibility character. The learning
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objectives also served as a reference for organizing the instructional content, learning activities,
and assessment to ensure that all components of the learning media were aligned with the
expected curriculum outcomes.

Clearly defined learning objectives are essential because they provide students with explicit
expectations regarding the knowledge, skills, and attitudes to be achieved during the learning
process. According to Branch (2009), well-formulated instructional objectives are fundamental
elements of instructional design because they guide the selection of learning strategies,
instructional materials, and assessment methods. Furthermore, Usmi and Samsuri (2022)
emphasized that Pancasila Education should not only promote students' cognitive
understanding but also foster responsible behavior, civic values, and active participation in
society. Therefore, the learning objectives were designed to integrate cognitive achievement
with the development of responsibility character through interactive and meaningful learning
experiences.

MEDIA GAME PEMBELAJARAN |
4 PENDIDIKAN PANCASILA = -»

_
"(© TUJUAN PEMBELAJARAN

Siswa mampu mengidentifikasi norma, aturan, hak,
dan kewajban di lingkungan keluarga, sekolah,

English Translation:

o Wordwall-based Learning Game for Pancasila Education

e Learning Objectives

e Students are able to identify norms, rules, rights, and
responsibilities in the family, school, and community.

e Students are able to analyze the implementation of norms,

o maggaalat rules, rights, and responsibilities as members of the family,
o Siswa mampu menganalss plaksandanforma, community, and school.
A 0 aturan,hak,dan kewajiban sebagaianggota . . T
, i B e e Students are able to implement rights and responsibilities
Ey responsibly in everyday life.
é,; @ Siswa melaksanakan hak dan kewajiban ) L
) secrabetinagung s dalam e Students are able to comply with agreements made within
] il the family and school environment.
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Figure 5. Learning objectives

The learning materials were systematically organized based on the learning outcomes and
learning objectives of the Merdeka Curriculum for Grade VI of Pancasila Education. The materials
covered the topics of norms, rights, and obligations in daily life and were arranged in a logical
sequence to help students gradually develop conceptual understanding before applying the
concepts through interactive learning activities (See Figure 6).

The instructional content was presented using concise explanations, contextual examples,
and supporting illustrations to facilitate students' understanding and maintain their learning
interest. The use of visual elements and simplified explanations was intended to reduce
cognitive load while helping students connect abstract concepts with real-life situations.
According to Mayer (2021), well-designed multimedia learning materials that combine text and
visuals can improve students' comprehension and knowledge retention. The instructional
content was presented using concise explanations, contextual examples, and supporting
illustrations to facilitate students' understanding and maintain their learning interest. The use
of visual elements and simplified explanations was intended to reduce cognitive load while
helping students connect abstract concepts with real-life situations. According to Mayer (2021),
well-designed multimedia learning materials that combine text and visuals can improve
students' comprehension and knowledge retention. Likewise, Previous studies have consistently
reported that Wordwall is effective in increasing students' motivation, classroom participation,
and learning achievement. Husna and Kusumadewi (2025) found that Wordwall significantly
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improved students' motivation in elementary educational settings, while Khoiriyah et al. (2025)
reported that interactive Wordwall activities increased students' engagement and participation
during classroom instruction. Similarly, Safitri et al. (2022) and Lisandra et al. (2025) concluded
that Wordwall-based digital games create enjoyable learning experiences that improve learning
motivation, critical thinking, and academic achievement among elementary school students.

The learning materials were further integrated with Wordwall-based interactive activities,
allowing students to reinforce their understanding through quizzes, matching activities, and
other game-based exercises. Such integration encourages active participation and provides
immediate feedback, enabling students to monitor their own learning progress. Previous studies
have shown that Wordwall-based learning activities effectively improve students' motivation,
engagement, and academic achievement in elementary education (Safitri et al., 2022; Husna &
Kusumadewi, 2025; Khoiriyah et al., 2025).

W MEDIA GAME PEMBELAJARAN English Translation:
\* PENDlDlKAN PANCASiLA i::f e Wordwall-based Learning Game for Pancasila

BERBASIS WORDWALL Education
e Learning Materials
m e To learn more detail, please click the button below.
e Open Learning Materials
Untuk mempega mtei b b, e Click the OPEN LEARNING MATERIALS button to
silakan klik tombol di bawah ini! . . .
access the learning materials through the provided
/) link.
0/ e Learning becomes more enjoyable with Wordwall
@ games.
o Navigation Buttons: Back, Next, Home.

: o rmhey L

ot BUKA MATER it g
T

Figure 6. Learning materials

The Wordwall game activities were designed to provide students with interactive learning
experiences through game-based exercises related to the topics of norms, rights, and
obligations. The activities enabled students to apply their understanding by answering quizzes,
matching concepts, solving interactive challenges, and completing various game-based tasks
while receiving immediate feedback on their performance (See Figure 7). This interactive
approach encouraged students to participate actively throughout the learning process and
provided opportunities to reinforce their conceptual understanding in an enjoyable learning
environment.

The integration of Wordwall into the learning media was intended to transform conventional
classroom instruction into a more engaging and student-centered learning experience.
Immediate feedback and interactive game elements allowed students to identify their learning
progress, correct misconceptions, and improve their understanding independently. According
to Mayer (2021), interactive multimedia facilitates meaningful learning by combining
instructional content with active learner engagement. Likewise, Branch (2009) emphasized that
instructional activities should provide learners with opportunities to practice and apply newly
acquired knowledge through meaningful learning experiences.

Husna and Kusumadewi (2025) found that Wordwall significantly improved students'
motivation in Pancasila Education learning, while Khoiriyah et al. (2025) reported that
interactive Wordwall activities increased students' engagement and participation during
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classroom instruction. Similarly, Safitri et al. (2022) and Lisandra et al. (2025) concluded that
Wordwall-based digital games create enjoyable learning experiences that improve learning
motivation, critical thinking, and academic achievement among elementary school students.
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Figure 7. Learning games

The student worksheet was designed to reinforce students' understanding of the learning
materials after completing the interactive Wordwall activities (See Figure 8). The worksheet
contained structured learning tasks that required students to apply their knowledge of norms,
rights, and obligations in various real-life situations. These activities encouraged students to
analyze problems, make appropriate decisions, and relate the concepts learned to their daily
experiences.

The worksheet was also designed to promote students' responsibility character by
encouraging them to complete learning tasks independently, systematically, and on time.
Through these structured activities, students were expected to develop not only conceptual
understanding but also positive learning habits, including discipline, responsibility, and
independent learning. According to Branch (2009), well-designed learning tasks are an essential
component of instructional design because they enable students to practice and apply newly
acquired knowledge in meaningful contexts. Similarly, Parhan and Sukaenah (2020) emphasized
that contextual learning activities help students internalize Pancasila values by connecting
instructional content with authentic experiences.

Furthermore, integrating the LKPD with interactive Wordwall activities created a balanced
learning process that combined digital interaction with written reflection and problem-solving.
Previous studies have shown that combining interactive learning media with structured learning
tasks can improve students' engagement, learning motivation, and academic achievement
(Safitri et al., 2022; Husna & Kusumadewi, 2025; Firdaus et al., 2025). Therefore, the LKPD served
as an important component of the developed learning media in supporting both students'
learning outcomes and the development of their responsibility character.

Developing Wordwall-based Pancasila education learning game to improve the students’ responsibility
S. Rosmi R, Suardi, & Muhajir



340 m e-ISSN: 2722-2691 | p-ISSN: 2722-2683

MEDIA GAME PEMBELAJARAN

*“‘ PENDIDIKAN PANCASILA ¢ - fngl\ll\slrc‘):;:vr;sl:?;;osz; Learning Game for Pancasila
1 [ BERBASIS WORDWALL } — Educati g
: ucation
W B REFLEKSI PEMBELAJARAN e Learning reflection
Ve e Greeting
 Lempe e 2L e Congratulations!
e e e Instruction
Hak dan Kewajiban Warga Negara. ﬁ
j = e Buttons
W e Open the Student Worksheet
i O BUKA LKPD e Message
o:::‘::".:j:f g 2 T & e Motivational Message
e Navigation Buttons: Back-Next

Pesan Motivasi ¢ *
“Anak hebat adiah anak yang beajar dengan sungguhsunggeh, ¢

bertanggung jauab, dan slay berusahs menjac lebih bk setiap hari”

’ (GaN
sl eo¢

Figure 8. Students worksheet

Flowchart design

The flowchart was designed to illustrate the sequence of learning activities and the navigation
structure of the Wordwall-based learning game media. It describes the systematic learning
process, beginning with the cover page, followed by the instructions for use, motivation,
apperception, learning objectives, learning materials, Wordwall game activities, student
worksheet, and reflection. The flowchart served as a blueprint for organizing the instructional
process and ensuring that students completed each learning activity in a logical and structured
sequence.

The use of a flowchart is essential during the design stage because it provides a clear
representation of the relationship among the learning components and facilitates the systematic
development of instructional media. According to Branch (2009), a well-designed instructional
flow helps ensure that learning activities are organized coherently and aligned with the intended
learning objectives. Likewise, Waruwu (2024) explained that systematic planning is a
fundamental characteristic of the research and development process because it contributes to
the development of valid, practical, and effective instructional products.

The sequential organization of the learning activities also supports meaningful learning by
guiding students through each stage of the instructional process, from initial orientation to
reflection. Such a structured learning sequence enables students to construct knowledge
gradually while actively participating in interactive learning activities (Mayer, 2021).

Refleksi

Cover Media English Translation:
: e Media Cover
[pemmuk Pensauioan ] e Media Usage Instructions
T e Motivation
(Motivasi ) e Apperception
[Apersepsu : ] ° Learning Objectives
] e Learning Materials
[Tu]uan Pembelajaran ] . Wordwall Game
[Maten : ] e Learning Reflection
!
[Game Wordwall ]
)

Figure 9. Flowchart of the Wordwall learning game

UEI Vol. 7 No. 3, July 2026, pp. 327-354



LEI m 341

Storyboard design

The storyboard was developed based on the previously designed flowchart to provide a detailed
visualization of the sequence, layout, and interactive features of each page in the Wordwall-
based learning game media. During the design stage, the storyboard served as a planning tool
that guided the organization of instructional content, navigation, visual elements, and
interactive learning activities before the actual media development process. This approach
ensured that all learning components were systematically arranged and aligned with the
intended learning objectives.

The storyboard consisted of the cover page, instructions for use, motivation, apperception,
learning objectives, learning materials, Wordwall game activities, student worksheet (LKPD), and
reflection. Each page was carefully designed to maintain consistency in layout, typography, color
composition, navigation, and instructional flow. Such consistency helps students navigate the
learning media more easily and supports a coherent learning experience.

According to Branch (2009), storyboards are an important component of instructional design
because they provide a detailed blueprint that facilitates communication between the planning
and development stages while ensuring that all instructional elements are systematically
organized. In addition, Mayer (2021) emphasized that a well-structured multimedia design,
supported by consistent visual organization and intuitive navigation, enhances students'
understanding and reduces unnecessary cognitive load during learning. Likewise, Waruwu
(2024) explained that careful planning through systematic desigh documentation contributes to
the development of instructional products that are valid, practical, and effective.

The completed storyboard served as the primary reference throughout the media
development stage, ensuring that the final product remained consistent with the learning
objectives, curriculum requirements, and characteristics of sixth-grade elementary school
students. Table 1 presents the storyboard of the Wordwall-based learning game media
developed in this study.

The storyboard functioned as the primary reference during the development stage by
illustrating the arrangement of visual elements, instructional content, navigation buttons, and
interactive activities. This design ensured that the learning media was systematically organized,
user-friendly, and aligned with the intended learning objectives as well as the learning
characteristics of sixth-grade elementary school students. According to Branch (2009), a
storyboard serves as a detailed blueprint that facilitates the development of instructional media
by ensuring consistency between the instructional design and the final product. Similarly, Mayer
(2021) emphasized that well-structured multimedia design, supported by clear navigation and
logical content organization, enhances students' learning experiences and promotes more
effective knowledge acquisition.

Developing stage

The development stage involved producing the Wordwall-based learning game media,
conducting expert validation, revising the product based on the validators' suggestions, and
preparing the media for classroom implementation. The developed media was evaluated by
media experts and subject matter experts to assess its content quality, instructional design,
visual appearance, language, and usability. This process was conducted to ensure that the
learning media met the criteria of validity and was appropriate for use in Pancasila Education
learning.
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Table 1. Storyboard of the developed Wordwall-based learning game media

Storyboard Description
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Displays the cover page of the developed Wordwall-
based learning game media, including the media title,
grade level, student illustrations, the Start button, and
the Pancasila Student Profile icon as an introduction
before students begin the learning activities.

Displays the media usage instructions, explaining the
functions of each navigation button, namely Student
Worksheet (LKPD), Learning Materials Link, Start the
Game, Home, Back, and Next, enabling students to use
the learning media independently and systematically.

Displays a motivational message related to citizens'
rights and responsibilities to foster students' motivation,
readiness, and interest before participating in the
learning activities.

Displays apperception questions that connect students'
prior knowledge with the topics of norms, rights, and
responsibilities, preparing them for the learning
process.

Displays the learning objectives that students are
expected to achieve after completing the lesson, in
accordance with the Learning Outcomes (CP) and
Learning Objectives (TP) of the Merdeka Curriculum for
Phase C Pancasila Education.

Displays the Open Learning Materials button linked to
the instructional content, allowing students to study the
learning materials independently before participating in
the Wordwall game activities.

Displays the game instructions and the Start the Game
button linked to the Wordwall platform, enabling
students to access the interactive game as part of the
learning activities.

Displays the Open Student Worksheet (LKPD) Reflection
button linked to the Student Worksheet (LKPD), allowing
students to complete reflection activities to evaluate
their understanding after the learning process.
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Expert validation results

Based on the media validity criteria presented in Table 2, the validity of the Wordwall-based
learning game media was evaluated by media experts and subject matter experts to determine
its feasibility before classroom implementation. The validation process assessed several aspects,
including instructional design, content accuracy, language, visual appearance, navigation, and
usability. The media expert awarded a validity score of 84%, which was categorized as highly
valid, while the subject matter expert awarded a score of 87%, which was also categorized as
highly valid. These results indicate that the developed learning media is feasible for classroom
implementation without requiring major revisions. Suggestions provided by the validators were
used to improve the media, particularly in terms of visual presentation and content refinement.
After the revisions were completed, the media was considered suitable for the implementation
stage.

Table 2. Media validity criteria ®

Percentage Interval Validity Category Interpretation
81% < Score < 100% Highly Valid No revision required
61% < Score < 80% Valid Minor revision required
41% < Score < 60% Fairly Valid Partial revision required
21% < Score < 40% Less Valid Major revision required
0% < Score < 20% Invalid Total revision required

2Source: Adapted from Kholifah and Ekayati (2023)

instruments, media design, and instructional materials to enhance the quality and usability
of the developed product. The student response questionnaire was revised by adding
assessment indicators and improving the wording of several statements. In addition, the media
cover was redesigned to provide a simpler and more attractive appearance, while the learning
materials were simplified and the font size was increased to improve readability. A summary of
the revisions is presented in Table 3.

Table 3. Summary of revisions based on expert validation

No. Revised Aspect Validators' Suggestions Revisions Made
1 Student Response Add assessment indicators and Assessment indicators were
Questionnaire improve the wording of added, and the questionnaire
questionnaire items to measure items were revised to improve
students' responses more clarity and comprehensiveness.
comprehensively.
2 Media Cover Design Improve the cover design to make it ~ The cover design was revised
simpler and more attractive. with a simpler layout and a more
attractive visual appearance.
3 Learning Material Simplify the learning materials and The learning materials were
Presentation increase the font size to improve simplified, and the font size was
readability. enlarged to enhance readability.

Implementation stage

The implementation stage was conducted to evaluate the practicality and effectiveness of the
Wordwall-based learning game media in Pancasila Education learning. At this stage, the
validated media was implemented through small-group and large-group trials involving sixth-
grade elementary school students. The implementation process aimed to examine the usability
of the learning media, while its practicality was evaluated through observations of learning
implementation and questionnaires administered to teachers and students. The effectiveness
of the media was further assessed through students' responsibility character and learning
outcomes after using the developed learning media.
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Small group testing results

The small-group trial was conducted to evaluate the practicality of the Wordwall-based learning
game media before its implementation in the large-group trial. The trial involved 15 sixth-grade
students at UPT SPF SD Negeri Kakatua. During the implementation, the classroom teacher
observed the learning process, while the practicality of the media was evaluated through
learning implementation observation sheets and teacher and student response questionnaires.

Learning implementation observation

The implementation of learning using the Wordwall-based learning game media was observed
by the classroom teacher using a Guttman scale with two response options (Yes and No) to
determine whether each learning activity was implemented as planned. The observation results
were analyzed descriptively to determine the level of learning implementation for each
observation aspect. The results are presented in Table 4.

Table 4. Results of learning implementation observation in the small-group trial

No. Observation Aspect Score (%) Category
1 Opening the lesson 100 Very Good
2 Positive habituation 100 Very Good
3 Communicating the learning objectives 100 Very Good
4 Providing guiding questions 100 Very Good
5 Student participation 100 Very Good
6 Use of the learning media 100 Very Good
7 Motivation and ice breaking 100 Very Good
8 Presentation of learning materials 100 Very Good
9 Implementation of the Wordwall game 100 Very Good
10 Student engagement in the game 100 Very Good
11 Discussion and completion of the student worksheet (LKPD) 100 Very Good
12 Students' responsibility 100 Very Good
13 Appreciation and motivation 100 Very Good
14 Reflection activity 100 Very Good
15 Closing activity 100 Very Good

Average 100 Very Good

Based on the results presented in Table 4, all fifteen observation aspects achieved a score of
100%, indicating that every stage of the learning process was implemented as planned. The
overall learning implementation was therefore categorized as Very Good, demonstrating that
the Wordwall-based learning game media was implemented effectively and consistently during
the small-group trial.

Student response questionnaire results

The practicality of the learning media was further evaluated through a student response
guestionnaire administered after the learning activities. The questionnaire assessed three
aspects of the developed Wordwall-based learning game media: ease of use, attractiveness of
the media, and appropriateness for classroom learning. Responses were collected using a four-
point Likert scale consisting of strongly practical, practical, less practical, and impractical. The
results are presented in Table 5.

Table 5. Student response questionnaire results

No. Questionnaire Indicator Percentage (%) Category
1  Easeof use 95 Highly Practical
2 Attractiveness of the media 95 Highly Practical
3 Appropriateness for classroom learning 98 Highly Practical
Average 96 Highly Practical
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As shown in Table 5, the average student response score reached 96%, indicating that the
developed learning media was highly practical. Among the three assessed aspects,
appropriateness for classroom learning obtained the highest score (98%), while ease of use and
attractiveness of the media each obtained 95%. These findings indicate that students perceived
the Wordwall-based learning game media as easy to use, attractive, and appropriate for
supporting classroom learning.

Large group testing results

The large-group trial was conducted to evaluate the practicality and effectiveness of the
Wordwall-based learning game media after the small-group trial. The trial involved 28 sixth-
grade students at UPT SPF SD Negeri Kakatua. During the implementation, the classroom
teacher observed the learning process, while the practicality of the developed learning media
was evaluated through learning implementation observation sheets and teacher and student
response questionnaires.

Learning implementation observation

The implementation of learning using the Wordwall-based learning game media was observed
by the classroom teacher during the large-group trial. The observation was conducted using a
Guttman scale with two response options (Yes and No) to determine whether each stage of the
learning process was implemented according to the planned procedures. The observation data
were analyzed descriptively to determine the level of learning implementation for each
observation aspect. The results are presented in Table 6.

Table 6. Results of learning implementation observation in the large-group trial

No. Observation Aspect Score (%) Category
1  Opening the lesson 100 Very Good
2 Positive habituation 100 Very Good
3 Communicating the learning objectives 100 Very Good
4  Providing guiding questions 100 Very Good
5  Student participation 100 Very Good
6  Use of the learning media 100 Very Good
7  Motivation and ice breaking 100 Very Good
8  Presentation of learning materials 100 Very Good
9 Implementation of the Wordwall game 100 Very Good
10 Student engagement in the game 100 Very Good
11  Discussion and completion of the student worksheet (LKPD) 100 Very Good
12 Students' responsibility during learning 100 Very Good
13  Appreciation and motivation 100 Very Good
14  Reflection activity 100 Very Good
15 Closing activity 100 Very Good

Average 100 Very Good

Based on the results presented in Table 6, all fifteen observation aspects achieved a score of
100%, indicating that every stage of the learning process was implemented as planned.
Therefore, the overall learning implementation was categorized as Very Good, demonstrating
that the Wordwall-based learning game media was implemented effectively and consistently
during the large-group trial.

Student response questionnaire results

A student response questionnaire was administered to evaluate the practicality of the
Wordwall-based learning game media during the large-group trial. The questionnaire was
completed by 28 sixth-grade students of UPT SPF SD Negeri Kakatua after participating in the
learning activities. It assessed three aspects of the developed learning media, namely ease of
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use, attractiveness of the media, and appropriateness for classroom learning, using a four-point
Likert scale consisting of strongly practical, practical, less practical, and impractical. The results
are presented in Table 7.

Tabel 7. Student response questionnaire results in the large-group trial

No. Questionnaire Indicator Percentage (%) Category
1  Easeof use 98 Highly Practical
2 Attractiveness of the media 98 Highly Practical
3 Appropriateness for classroom learning 98 Highly Practical
Average 98 Highly Practical

As shown in Table 7, the average student response score reached 98%, indicating that the
developed Wordwall-based learning game media was highly practical. All three questionnaire
indicators obtained scores within the highly practical category, indicating that students
perceived the media as easy to use, attractive, and appropriate for supporting classroom
learning. These findings demonstrate that the developed media effectively facilitated students'
participation and provided a positive learning experience during the large-group trial.

Teacher response questionnaire results

The teacher response questionnaire was administered to evaluate the practicality of the
Wordwall-based learning game media during the large-group trial. The questionnaire was
completed by the sixth-grade homeroom teacher of UPT SPF SD Negeri Kakatua after the
implementation of the learning activities. It assessed the practicality of the developed learning
media in terms of ease of use, accessibility, content suitability, visual appearance, and
usefulness in supporting the learning process. The results are presented in Table 8.

Tabel 8. Teacher response questionnaire results

No. Questionnaire Indicator Percentage (%) Category
1 Ease of use 100 Highly Practical
2 Accessibility 100 Highly Practical
3 Content suitability 100 Highly Practical
4 Visual appearance 100 Highly Practical
5 Usefulness in supporting the learning process 100 Highly Practical
Average 100 Highly Practical

As shown in Table 8, all questionnaire indicators achieved a score of 100%, indicating that
the developed Wordwall-based learning game media was highly practical. The teacher perceived
the media as easy to use, accessible, appropriate to the learning content, visually attractive, and
effective in supporting the teaching and learning process. These findings demonstrate that the
developed media is highly feasible for classroom implementation.

The practicality of the Wordwall-based learning game media was demonstrated through the
results of the learning implementation observations and the response questionnaires completed
by teachers and students. In the small-group trial, the learning implementation achieved 100%,
while the student response questionnaire reached 96%, both categorized as highly practical.
Similarly, in the large-group trial, the learning implementation achieved 100%, the student
response questionnaire reached 98%, and the teacher response questionnaire reached 100%,
indicating consistently high practicality across different implementation stages. These findings
suggest that the developed learning media is easy to use, supports classroom instruction
effectively, and provides an engaging learning experience for students.

The high level of practicality can be attributed to the systematic organization of the learning
materials, clear navigation, attractive visual design, and the integration of interactive Wordwall
activities that actively involve students throughout the learning process. Interactive learning
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media have been shown to increase students' engagement, motivation, and participation while
assisting teachers in delivering learning materials more effectively. Furthermore, Wordwall
facilitates immediate feedback and interactive assessment, making the learning process more
meaningful and enjoyable for elementary school students (Husna & Kusumadewi, 2025; Firdaus
et al., 2025).

Evaluation stage on the effectiveness of the Wordwall-based learning game media

The effectiveness of the Wordwall-based learning game media was evaluated through small-
group and large-group trials involving sixth-grade students at UPT SPF SD Negeri Kakatua. The
evaluation aimed to determine the effectiveness of the developed media in improving students'
responsibility character and learning outcomes in Pancasila Education. The effectiveness data
were collected using a responsibility character questionnaire, student response questionnaire,
pretest and posttest, normality test, N-Gain analysis, and Paired Samples t-test.

Effectiveness evaluation in the small-group trial

The effectiveness of the Wordwall-based learning game media was evaluated through a small-
group trial involving 15 sixth-grade students at UPT SPF SD Negeri Kakatua. The evaluation aimed
to determine the effectiveness of the developed learning media in supporting students'
responsibility character and improving learning outcomes in Pancasila Education. The
effectiveness data were collected using a responsibility character questionnaire, a student
response questionnaire, and pretest and posttest results.

A responsibility character questionnaire was administered to explore students' perceptions
of their responsibility character after participating in the learning activities using the developed
Wordwall-based learning game media. The questionnaire was completed by 15 sixth-grade
students of UPT SPF SD Negeri Kakatua and assessed four indicators: completing assigned tasks,
independent learning, learning discipline, and responsibility for learning outcomes. The results
are presented in Table 9.

Table 9. Responsibility character questionnaire results in the small-group trial

No. Responsibility Character Indicators  Percentage (%)
1 Completing assigned tasks 95%
2 Independent learning 95%
3 Learning discipline 96%
4 Responsibility for learning outcomes 94%
Average 95%

Based on the results presented in Table 9, the average responsibility character questionnaire
score reached 95%, which falls within the very high category. Among the four indicators, learning
discipline obtained the highest percentage (96%), while responsibility for learning outcomes
obtained 94%. These findings indicate that students perceived themselves as demonstrating a
high level of responsibility after participating in the learning activities, particularly in completing
assigned tasks, learning independently, maintaining learning discipline, and taking responsibility
for their learning outcomes. Since these findings were obtained through a self-report
guestionnaire, they reflect students' perceptions of their responsibility character rather than
direct behavioral observations.

Student Response to the Learning Media. A student response questionnaire was
administered to evaluate students' perceptions of the Wordwall-based learning game media
after participating in the learning activities. The questionnaire was completed by 15 sixth-grade
students of UPT SPF SD Negeri Kakatua and assessed three aspects: ease of use, attractiveness
of the media, and appropriateness for classroom learning. The results of the student response
guestionnaire are presented in Table 10.
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Table 10. Student response to the learning media in the small-group trial

No. Indicators Percentage (%)
1 Ease of use 95%
2 Attractiveness of the media 95%
3 Appropriateness for classroom learning 98%
Average 96%

Based on the results presented in Table 10, the average student response score reached 96%,
which falls within the highly practical category. Among the three assessed aspects,
appropriateness for classroom learning obtained the highest percentage (98%), while ease of
use and attractiveness of the media each obtained 95%. These findings indicate that students
perceived the developed Wordwall-based learning game media as easy to use, visually
attractive, and appropriate for supporting classroom learning.

Pretest-posttest results. The pretest and posttest were administered to evaluate the
improvement in students' learning outcomes after using the Wordwall-based learning game
media during the small-group trial. The results showed a clear improvement in students' learning
achievement following the learning intervention. Before using the learning media, 1 student
(6.7%) was in the very high category, 6 students (40.0%) were in the high category, 5 students
(33.3%) were in the moderate category, and 3 students (20.0%) were in the low category. After
the implementation of the Wordwall-based learning game media, the posttest results improved
substantially, with 11 students (73.3%) achieving the very high category and 4 students (26.7%)
achieving the high category. The detailed results are presented in Table 11.

Table 11. Pretest and posttest results in the small-group trial

Score Range Category Pretestn  Pretest (%) Posttestn  Posttest (%)

81%-100% Very High 1 6.7 11 733
61%-80% High 6 40 4 26.7
41%-60% Moderate 5 33.3 - -
21%-40% Low 3 20 - -
0%-20% Very Low - - - -
Total 15 100 15 100

Based on the results presented in Table 11, students' posttest scores showed a substantial
improvement compared with their pretest scores. Before using the Wordwall-based learning
game media, most students were in the high (40.0%) and moderate (33.3%) achievement
categories. After the implementation of the learning media, 73.3% of the students achieved the
very high category, while the remaining 26.7% achieved the high category. No students
remained in the moderate, low, or very low categories. These findings indicate that the
developed Wordwall-based learning game media effectively improved students' learning
outcomes in Pancasila Education.

Effectiveness evaluation in the large-group trial

The effectiveness of the Wordwall-based learning game media was evaluated through a large-
group trial involving 28 sixth-grade students at UPT SPF SD Negeri Kakatua. The evaluation aimed
to determine the effectiveness of the developed learning media in supporting students'
responsibility character and improving learning outcomes in Pancasila Education. The
effectiveness data were collected using a responsibility character questionnaire, a student
response questionnaire, pretest and posttest, a normality test, an N-Gain analysis, and a paired-
samples t-test.
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Responsibility character questionnaire results

A responsibility character questionnaire was administered to explore students' perceptions of
their responsibility character after participating in the learning activities using the developed
Wordwall-based learning game media. The questionnaire was completed by 28 sixth-grade
students of UPT SPF SD Negeri Kakatua and assessed four indicators: completing assigned tasks,
independent learning, learning discipline, and responsibility for learning outcomes. The results
are presented in Table 12.

Table 12. Responsibility Character Questionnaire Results in the Large-Group Trial

No. Responsibility Character Indicators Percentage (%)
1 Completing assigned tasks 95.1%
2 Independent learning 93.8%
3 Learning discipline 96.2%
4 Responsibility for learning outcomes 94.9%
Average 95%

Based on the results presented in Table 12, the average responsibility character
guestionnaire score reached 95.0%, which falls within the very high category. The highest
percentage was obtained for the learning discipline indicator (96.2%), while independent
learning obtained the lowest percentage (93.8%). These findings indicate that students
perceived themselves as demonstrating a high level of responsibility after participating in the
learning activities, particularly in completing assigned tasks, learning independently,
maintaining learning discipline, and taking responsibility for their learning outcomes. Since these
findings were obtained through a self-report questionnaire, they reflect students' perceptions
of their responsibility character rather than direct behavioral observations.

A normality test using the Shapiro-Wilk method in IBM SPSS Statistics indicated that both the
A normality test using the Shapiro-Wilk method in IBM SPSS Statistics indicated that both the
pretest (0.205) and posttest (0.228) data were normally distributed, as the significance values
were greater than 0.05. Therefore, the data met the assumptions required for parametric
statistical analysis.

A paired-samples t-test was then conducted to determine whether there was a significant
difference between students' learning outcomes before and after using the Wordwall-based
learning game media. The analysis revealed a significance value of Sig. (2-tailed) < 0.001,
indicating a statistically significant difference between the pretest and posttest scores. The
mean difference of -27.68 further demonstrates that students achieved substantially higher
scores after the implementation of the developed learning media.

To determine the magnitude of learning improvement, an N-Gain analysis was performed.
The results showed an average N-Gain score of 0.7400, which is classified as high, while the
average N-Gain percentage was 74.00%, indicating that the developed learning media was
effective in improving students' learning outcomes. In addition, the responsibility character
guestionnaire indicated positive student perceptions regarding their responsibility character
after participating in the learning activities. Since these findings were obtained through a self-
report questionnaire, they reflect students' perceived responsibility rather than direct
behavioral observations.

Discussion

The findings of this study demonstrate that the Wordwall-based learning game media developed
for Pancasila Education fulfilled the criteria of validity, practicality, and effectiveness. The media
expert awarded a validity score of 84%, while the subject matter expert awarded 87%, indicating
that the developed product was highly valid and appropriate for classroom implementation.
These findings suggest that the learning media successfully met the essential requirements of

Developing Wordwall-based Pancasila education learning game to improve the students’ responsibility
S. Rosmi R, Suardi, & Muhajir



350 m e-ISSN: 2722-2691 | p-ISSN: 2722-2683

instructional design, content accuracy, language, visual presentation, navigation, and usability.
The validation process also provided constructive recommendations that were incorporated
into the final product, thereby improving its overall quality before implementation. These
findings are consistent with the ADDIE instructional design model, which emphasizes continuous
revision and expert evaluation to produce high-quality instructional media (Branch, 2009;
Waruwu, 2024; Abuhassna et al., 2024).Similar findings were reported by Milanti et al. (2023),
who concluded that systematic validation contributes significantly to the quality and feasibility
of digital learning media.

The practicality of the developed learning media was demonstrated through both the small-
group and large-group trials. Learning implementation reached 100% in both trials, while
student response questionnaires achieved 96% and 98%, respectively, and the teacher response
guestionnaire reached 100%. These findings indicate that the developed learning media was
easy to use, visually attractive, and effective in supporting classroom instruction. The integration
of Wordwall activities encouraged students to participate actively through interactive exercises,
immediate feedback, and enjoyable learning experiences. These findings are consistent with
those of Indriani et al. (2024), who reported that Wordwall-based learning media enhance
students' engagement, learning motivation, and classroom participation through interactive
digital activities. Likewise, Husna and Kusumadewi (2025) found that Wordwall significantly
increased students' motivation in Pancasila Education learning. Khoiriyah et al. (2025)
demonstrated that Wordwall-based interactive learning improved students' classroom
participation, while Firdaus et al. (2025) reported that interactive digital learning media
facilitated meaningful learning and improved students' engagement.

The effectiveness of the learning media was reflected in the improvement of students'
learning outcomes and in students' positive perceptions of their responsibility character. The
responsibility character questionnaire produced an average score of 95% in both
implementation stages, indicating that students perceived themselves as demonstrating a very
high level of responsibility after using the developed learning media. The highest score was
consistently obtained for the learning discipline indicator, suggesting that students perceived
improvements in completing assignments, learning independently, following classroom rules,
and taking responsibility for their learning outcomes. These findings support previous studies
emphasizing that meaningful and contextual learning contributes to character development by
encouraging students to participate actively in authentic learning experiences (Parhan &
Sukaenah, 2020; Usmi & Samsuri, 2022). Furthermore, Siregar et al. (2024) explained that
character-oriented learning activities effectively strengthen students' responsibility and moral
values in elementary education.

Students' learning outcomes also improved substantially after the implementation of the
Wordwall-based learning game media. The pretest and posttest results showed a considerable
increase in the proportion of students achieving the very high achievement category. Statistical
analysis further confirmed these findings. The Shapiro-Wilk normality test indicated that both
the pretest and posttest data were normally distributed (p > 0.05), allowing further parametric
analysis. The Paired Samples t-test revealed a statistically significant difference between
students' pretest and posttest scores (Sig. (2-tailed) < 0.001). Moreover, the average N-Gain
score of 0.7400 was categorized as high, indicating that the developed learning media effectively
improved students' learning outcomes. These findings are consistent with those reported by
Safitri et al. (2022), who found that Wordwall-based digital games significantly improve
students' academic achievement through interactive learning experiences. Similar conclusions
were also presented by Lisandra et al. (2025), who reported that Wordwall enhances learning
motivation, critical thinking, and learning achievement in Civic Education.

The positive findings of this study can be explained through multimedia learning theory,
which states that students learn more effectively when instructional materials integrate visual

UEI Vol. 7 No. 3, July 2026, pp. 327-354



LEI m 351

elements, interactive activities, and immediate feedback in a well-organized learning
environment (Mayer, 2021; Mayer, 2024).The developed learning media also reflects the
principles of student-centered learning promoted in the Merdeka Curriculum by providing
opportunities for students to explore concepts independently while actively participating in
game-based learning activities. Interactive digital media enable students to construct knowledge
through direct experience rather than passive information reception, resulting in greater
engagement and better learning retention (Celik & Baturay, 2024).

Although the responsibility character questionnaire showed very high scores, these findings
should be interpreted with caution because the evaluation was based on students' self-reported
perceptions rather than direct behavioral observations. Self-report questionnaires may be
influenced by social desirability and subjective judgment. Therefore, the findings primarily
reflect students' perceived responsibility after using the developed learning media. Future
studies are recommended to complement questionnaire data with classroom observations or
other behavioral assessment methods to provide more comprehensive evidence regarding the
effectiveness of the learning media in strengthening students' responsibility character.

Although the responsibility character questionnaire showed very high scores, these findings
should be interpreted with caution because the evaluation was based on students' self-reported
perceptions rather than direct behavioral observations. Self-report questionnaires may be
influenced by social desirability and subjective judgment, which may introduce common method
bias in behavioral research (Podsakoff et al., 2003). Therefore, the findings primarily reflect
students' perceived responsibility after using the developed learning media rather than directly
observed behavior. Future studies are recommended to complement questionnaire data with
classroom observations or other behavioral assessment methods to provide more
comprehensive evidence regarding the effectiveness of the learning media in strengthening
students' responsibility character.

Overall, the findings indicate that the Wordwall-based learning game media is valid, highly
practical, and effective for Pancasila Education learning among sixth-grade elementary school
students. The integration of interactive learning activities, structured instructional content, and
meaningful classroom experiences successfully improved students' learning outcomes while
supporting positive student perceptions of responsibility character. Therefore, the developed
learning media can serve as an innovative instructional alternative for implementing Pancasila
Education in elementary schools while supporting the objectives of the Merdeka Curriculum and
promoting meaningful, student-centered learning.

CONCLUSION

The Wordwall-based learning game media developed in this study successfully met the criteria
of validity, practicality, and effectiveness for sixth-grade Pancasila Education learning. The
systematic application of the ADDIE model contributed to creating a well-structured
instructional product that is highly suitable for classroom implementation. Results from the
validation, practicality, and effectiveness tests indicate that the media supports meaningful
learning, improves student learning outcomes, and promotes positive perceptions of
responsibility character. Furthermore, the integration of Wordwall creates interactive learning
experiences that successfully increase student motivation, participation, and engagement.
Because these findings align closely with multimedia learning and gamification theories, the
developed media is highly recommended as an effective instructional tool to improve learning
outcomes and support character development in elementary Pancasila Education.
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