ABSTRAK

Skripsi yang berjudul “Pengaruh Game Edukasi Wordwall Terhadap Motivasi dan
Hasil Belajar Peserta Didik dalam Pembelajaran IPAS di MIN 2 Blitar” ditulis oleh
Erdiani Putri Soufi, NIM 1860205221020, Pembimbing Dr. Septinaningrum, M.Pd.

Kata Kunci: Media Pembelajaran Wordwall, Motivasi Belajar, Hasil Belajar,
Peserta Didik, IPAS.

Penelitian ini dilatarbelakangi oleh rendahnya motivasi dan hasil belajar
peserta didik dalam pembelajaran IPAS di kelas IV MIN 2. Kendala tersebut dipicu
oleh penerapan metode pembelajaran yang masih berorientasi pada pendidik
(teacher-centered) serta penggunaan media pembelajaran yang kurang interaktif,
sehingga mengakibatkan peserta didik kurang aktif dan mudah merasa jenuh dalam
proses pembelajaran. Maka dari itu, diperlukan inovasi dalam pembelajaran melalui
pemanfaatan media berbasis teknologi, salah satunya adalah game edukasi
wordwall yang mampu menghadirkan suasana belajar yang interaktif dan
menyenangkan.

Penelitian ini bertujuan untuk: (1) menganalisis pengaruh penggunaan game
edukasi wordwall terhadap motivasi belajar peserta didik dalam pembelajaran IPAS
di MIN 2 Blitar, (2) menganalisis pengaruh penggunaan game edukasi wordwall
terhadap hasil belajar peserta didik (3) menganalisis pengaruh penggunaan game
edukasi wordwall secara simultan terhadap motivasi dan hasil belajar peserta didik.
Penelitian ini menggunakan pendekatan kuantitatif dengan jenis penelitian
eksperimen serta desain one group pretest-posttest. Teknik pengumpulan data
meliputi dokumentasi, angket motivasi belajar, dan tes hasil belajar. Instrumen
penelitian diuji melalui uji validitas dan reliabilitas. Uji prasyarat analisis meliputi
uji normalitas. Adapun pengujian hipotesis dilakukan menggunakan uji t dan uji
manova.

Hasil penelitian menunjukkan bahwa terdapat pengaruh yang signifikan
penggunaan game edukasi wordwall terhadap motivasi dan hasil belajar peserta
didik. (1) Hasil uji t untuk variabel motivasi belajar menunjukkan nilai Sig. 0,000
< 0,05 dant hitung 11,772 > t tabel 1,721 sehingga Ha diterima dan H, ditolak, yang
artinya motivasi belajar berpengaruh signifikan. (2) Sementara itu, variabel hasil
belajar juga menunjukkan pengaruh signifikan karena nilai t hitung 13,649 > t tabel
1,721, sehingga Ha diterima dan Ho ditolak. (3) Hasil uji manova menunjukkan
game edukasi Wordwall secara simultan berpengaruh signifikan terhadap motivasi
dan hasil belajar (Sig. 0,000 < 0,05 pada keempat jenis pengujian), sehingga Ha
diterima dan H, ditolak. Nilai Partial Eta Squared sebesar 0,916 menunjukkan
bahwa kontribusi pengaruh media tersebut sangat besar, yaitu mencapai 91,6%.
Dengan demikian, dapat disimpulkan bahwa penggunaan game edukasi wordwall
berpengaruh positif dan signifikan terhadap peningkatan motivasi serta hasil belajar
peserta didik dalam pembelajaran IPAS di MIN 2 Blitar.
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ABSTRACT

The thesis entitled “The Effect of Wordwall Educational Game on Students’
Motivation and Learning Outcomes in IPAS Learning at MIN 2 Blitar” was written
by Erdiani Putri Soufi, Student ID Number 1860205221020, under the supervision
of Dr. Septinaningrum, M.Pd.

Keywords: Wordwall Learning Media, Learning Motivation, Learning Outcomes,
Students, IPAS.

This study was motivated by the low level of students’ motivation and
learning outcomes in IPAS learning in the fourth grade of MIN 2 Blitar. This
problem is caused by the implementation of teacher-centered learning methods and
the use of less interactive learning media, which result in students being less active
and easily bored during the learning process. Therefore, innovation in learning is
needed through the utilization of technology-based media, one of which is the
wordwall educational game, which is able to create an interactive and enjoyable
learning atmosphere.

The objectives of this study are: (1) to analyze the effect of using the wordwall
educational game on students’ learning motivation in IPAS learning at MIN 2 Blitar,
(2) to analyze the effect of using the wordwall educational game on students’
learning outcomes and (3) to analyze the simultaneous influence of using Wordwall
educational games on students' motivation and learning outcomes.

This study employed a quantitative approach with an experimental research
type and a one-group pretest-posttest design. Data collection techniques included
documentation, a learning motivation questionnaire, and a learning outcome test.
The research instruments were tested through validity and reliability. Prerequisite
analysis tests included normality. Hypothesis testing was conducted using a t-test
and manova test.

The results showed that there was a significant influence of using Wordwall
educational games on students' motivation and learning outcomes. (1) The t-test
results for the learning motivation variable showed a Sig. value of 0.000 < 0.05 and
t statistic 11.772 >t table 1.721, meaning that H, was accepted and H, was rejected,
which indicates that learning motivation is significantly influenced. (2) Meanwhile,
the learning outcomes variable also showed a significant influence because the t
statistic value of 13.649 > t table 1.721$, Ha, was accepted and H, was rejected. (3)
The manova test results showed that the Wordwall educational game had a
significant simultaneous influence on motivation and learning outcomes (Sig 0.000
< 0.05 across all four types of testing), so Ha was accepted and H, was rejected. The
Partial Eta Squared value of 0.916 indicates that the contribution of the media's
influence is very large, reaching 91.6%. Thus, it can be concluded that the use of
Wordwall educational games has a positive and significant influence on increasing
students' motivation and learning outcomes in IPAS learning at MIN 2 Blitar.
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