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Penelitian ini bertujuan untuk mengetahui pengaruh penggunaan media pembelajaran Wordwall berbasis gamifikasi terhadap motivasi dan hasil belajar siswa kelas III SD Negeri Se-Bantarkawung. Metode yang digunakan adalah metode eksperimen dengan desain nonequivalent control group. Populasi penelitian terdiri dari 25 siswa kelas III SDN Bantarkawung 03 sebagai kelas eksperimen dan 17 siswa kelas II SDN Bantarkawung 02 sebagai kelas kontrol. Kelas eksperimen menggunakan media pembelajaran Wordwall berbasis gamifikasi, sedangkan kelas kontrol menggunakan pembelajaran konvensional. Teknik pengumpulan data meliputi observasi, wawancara, angket, tes, dan dokumentasi. Data yang diperoleh dianalisis menggunakan uji hipotesis Paired Sample T-Test dan Uji Hipotesis Independent Sample T-Test. Hasil penelitian menunjukkan bahwa penggunaan media pembelajaran Wordwall berbasis gamifikasi memberikan pengaruh positif signifikan terhadap motivasi dan hasil belajar siswa. Hal ini ditunjukkan oleh hasil uji Paired Sample T-Test yang memperoleh nilai sig. 0,000 < 0,05 sehingga H0 ditolak dan H1 diterima, artinya terdapat peningkatan motivasi belajar yang signifikan pada kelas eksperimen. Selain itu, uji Independent Sample T-Test menunjukkan nilai Sig. (2-tailed) sebesar 0,02 (< 0,05) sehingga terdapat perbedaan hasil belajar yang signifikan antara kelas eksperimen dan kelas kontrol. Nilai rata-rata posttest kelas eksperimen sebesar 72,72, lebih tinggi dibandingkan kelas kontrol sebesar 70. Hal ini membuktikan bahwa penggunaan media pembelajaran Wordwall berbasis gamifikasi berpengaruh positif terhadap motivasi dan hasil belajar Matematika siswa kelas III SD. 
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This research aimed to determine the effect of using gamification-based Wordwall learning media on the motivation and learning outcomes of third-grade students of Bantarkawung Elementary Schools. The method used was an experimental method with a nonequivalent control group design. The research population consisted of 25 third-grade students from Bantarkawung 03 Elementary School as the experimental class and 17 second-grade students from Bantarkawung 02 Elementary School as the control class. The experimental class used gamification-based Wordwall learning media, while the control class used conventional learning. The data collection techniques included observation, interviews, questionnaires, tests, and documentation. The data obtained were analyzed using the Paired Sample T-Test and the Independent Sample T-Test. The results of the study showed that the use of gamification-based Wordwall learning media had a significant positive effect on students’ motivation and learning outcomes. This was evidenced by the results of the Paired Sample T-Test, which obtained a sig. value of 0.000 < 0.05, thus H0 was rejected and H1 was accepted, meaning that there was a significant increase in learning motivation in the experimental class. In addition, the Independent Sample T-Test showed a Sig. (2-tailed) value of 0.02 (< 0.05), indicating a significant difference in learning outcomes between the experimental class and the control class. The average posttest score of the experimental class was 72.72, which was higher than that of the control class was 70. This proved that the use of gamification-based Wordwall learning media had a positive impact on the motivation and learning outcomes of Mathematics for third-grade elementary school students.
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