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Abstract 

This research aimed to determine students’ needs in the learning process in Mathematics 

subjects. Data collection used a needs analysis questionnaire for class VI SD N 095/VIII Karang 

Dadi students. The results of the analysis of student needs showed that the interest aspect was 86% 

in using learning media Wordwall with the high category and the results of needs aspect were 

86% in the high category. So that, the interactive learning media Wordwall can help students 

understand the material presented by the teacher. 
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INTRODUCTION 

Technological developments are 

currently included in various fields of 

education, and different sciences and 

technologies are developing very rapidly, such 

as various types of applications and sites that 

are flooding human life. The rapid development 

of technology is certainly a challenge for 

teachers to be able to play a role and facilitate 

students in building knowledge in the global 

era. Minister of Education and Culture 

Regulation No. 22 of 2016 explains that the use 

of technology, information, and 

communication is used to increase 

effectiveness in learning (Rosinta et al., 2023). 

Teachers are expected to be able to plan 

interesting lessons so that learning is optimal, 

not only influenced by effective 

communication but also by the learning media 

used by teachers to deliver learning material 

(Muttaqin et al., 2021; Batubara, 2023; 

Sholihah et al., 2023; Muna et al., 2023). 

Learning media is a medium or 

intermediary that can be used to convey 

learning material attract and achieve learning 

goals. The use of media in learning can function 

as an intermediary tool in delivering learning 

material so that students can receive the learning 

more easily (Kusnasari & Rakhmawati, 2022; 

Ananda & Rakhmawati, 2022). The use of 

appropriate interactive media in learning shows 

effective results for training students’ 

understanding of the material being studied 

(Novianto & Nadawina, 2022; Handayani & 

Rahayu, 2020). Interactive learning media is a 

multimedia-based tool that can help a teacher 

convey messages or information in learning to 

make the learning process easier. Interactive 

media usually refers to digital products and 

services on computer-based systems or laptops 

that respond to user actions by presenting media 

such as text, moving images, animation, video, 

audio, video games, and so on.  

Based on observations made in class VI at 

SDN 095/VIII Karang Dadi, it was found that 

students quickly felt bored in the learning process 

in mathematics. Teachers also still do not 

facilitate students with interactive learning media 

that attracts students’ interest in learning. A good 

learning media can certainly increase students’ 

interest in learning and support the learning 

process so that learning objectives can be 

achieved. Apart from that, the existence of 

learning media also helps to facilitate students’ 
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different learning styles, thereby stimulating 

their interest in learning (Nurmalisa et al., 2023; 

Yulianci et al., 2021; Gani et al., 2018). 

Mathematics is one of the subjects that must be 

studied at every level of education, from 

elementary school (SD) to college. So, this 

shows that mathematics has an important role 

in the world of education and technological 

development. However, there are still many 

students who consider mathematics to be a 

difficult subject.  

However, to achieve maximum results, 

efforts must be made to overcome this problem, 

namely by using wordwall interactive learning 

media. It is hoped that this media will be able to 

increase students’ interest in learning in class 

VI. One of the interactive word wall media is 

learning media which is used not only to be 

displayed and viewed, but this media can be 

designed to increase interest in learning and can 

involve students in its use (Pamungkas et al., 

2021). Wordwall is a web-based digital 

application that can help teachers design 

learning and provide interesting and interactive 

learning resources for students. Wordwall not 

only increases understanding in students but 

also forms a scientific attitude in students 

(Lestari & Rohmani, 2024). Using this 

interactive media teachers are free to interact 

with students so that learning is interactive 

which makes learning focused on the material 

being studied (Pamungkas et al., 2021). 

So, it can be concluded that this 

Wordwall interactive learning media can help 

teachers in delivering material and can facilitate 

students in the learning process. Learning that 

uses interactive media has a higher level of 

effectiveness than using PowerPoint. With 

media like this, learning tends to be less 

monotonous and more varied. The underlying 

reason for choosing interactive learning media 

is that this media can make learning clearer and 

more interesting, interactive, and efficient 

(Rosinta et al., 2023). Based on the problems 

that have been described, this research aimed to 

analyze the needs in the field related to 

learning, starting from the analysis of problems 

that occur and their potential, analysis of 

student needs, to study literature to find 

solutions to solve existing problems. 

 

 

METHOD 

This research included a type of 

development, especially at the first stage in the 

development steps of Borg and Gall (1983, 

namely Research and Information Collecting). 

This research was carried out in class VI of SD N 

095/VIII Karang Dadi in the Mathematics 

subject, fraction counting operations, with a 

sample of 22 students taken in this research. The 

data collection technique was carried out using a 

questionnaire.  

The instrument used was a questionnaire 

filled out by class VI students, consisting of 6 

questions related to students’ interest in 

Wordwall interactive media and 6 questions 

related to students’ needs. The data analysis 

technique used was descriptive qualitative by 

analyzing and summarizing the data that has been 

collected to provide an overview of the situations 

and conditions that occur in the field (Fitriani & 

Wangid, 2021). 

 

RESULTS AND DISCUSSION 

Results 

Some of the applications that have been 

mentioned in the background can outline the 

problem, namely that learning media is needed 

that suit students’ needs to increase students’ 

interest in learning. At this time, students can be 

called a generation that has been surrounded by 

and is a user of technology since birth. Therefore, 

teachers need to make adjustments in choosing 

learning media, one of which is by choosing 

interactive learning media that utilizes 

technology. There are lots of media that utilize 

technology, such as animated videos, 

PowerPoint, and many others (Fitriani & 

Wangid, 2021). 

Based on preliminary studies, the media 

that is still rarely used by teachers is the 

interactive learning media Wordwall. When 

compared to other media, Wordwall has the 

advantage because it can be used to assist 

teachers in delivering various learning materials 

templates interesting things, such as pictures, 

games, and quizzes. In Minister of Education and 

Culture Regulation Number 36 of 2018, it has 

also been stated that strengthening learning in the 

2013 curriculum can be done, one way, through 

the use of learning multimedia. Apart from that, 

the interactivity in multimedia allows users to 

become active participants, so that they not only 
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watch but can also control it according to their 

needs (Fitriani & Wangid, 2021). 

Based on this, a student needs analysis is 

then carried out which is intended to determine 

student needs which will later be used as a basis 

for determining solutions related to the 

problems faced. This needs analysis uses a 

questionnaire that covers aspects of students’ 

interests and needs in using learning media. The 

questionnaire was addressed to students, the 

results are shown in Table 1 and Table 2. 

Table 1 Results of Student Interest Analysis 

No 
Interest 

Amount % Category 
1 2 3 4 5 6 

1 5 4 5 5 5 5 29 97 Very high 
2 4 4 5 4 5 5 27 90 Very high 

3 4 5 4 4 4 4 25 83 High 

4 5 5 5 4 4 4 27 90 Very high 
5 4 5 4 4 4 4 25 83 High 

6 4 4 5 5 4 4 26 87 High 

7 4 5 4 4 4 5 26 87 High 
8 4 3 4 3 5 5 24 80 High 

9 5 4 4 4 5 5 27 90 Very high 

10 4 5 4 5 4 5 27 90 Very high 
11 5 4 4 4 4 4 25 83 High 

12 4 5 3 4 4 4 24 80 High 

13 4 5 4 4 4 3 24 80 High 
14 4 4 4 4 5 5 26 87 High 

15 4 5 4 4 4 3 24 80 High 

16 4 5 4 5 4 4 26 87 High 
17 4 4 5 3 5 5 26 87 High 

18 5 4 4 4 5 5 27 90 Very high 

19 4 4 5 4 4 5 26 87 High 
20 4 5 4 4 4 4 25 83 High 

21 4 3 4 5 5 5 26 87 High 

22 4 5 3 4 4 4 24 80 High 

Average 86 High 

 

Table 2 Results of Student Needs Analysis 

No 
The Needs 

Amount % Category 
7 8 9 10 11 12 

1 5 4 3 5 4 5 26 87 High 

2 4 4 5 4 4 5 26 87 High 
3 4 5 5 3 4 5 26 87 High 

4 4 4 4 5 5 4 26 87 High 

5 4 5 5 4 4 5 27 90 Very high 
6 4 4 4 4 5 4 25 83 High 

7 5 4 5 4 5 5 28 93 Very high 

8 4 4 4 3 5 3 23 77 Currently 
9 3 5 3 4 5 5 25 83 High 

10 4 3 5 4 5 5 26 87 High 

11 5 4 5 4 5 5 28 93 Very high 
12 5 3 5 4 5 5 27 90 Very high 

13 4 3 4 3 4 4 22 73 Currently 

14 3 4 3 4 4 5 23 77 Currently 
15 4 5 4 3 4 4 24 80 High 

16 5 5 4 4 5 4 27 90 Very high 

17 5 4 4 5 5 5 28 93 Very high 
18 4 4 4 3 4 5 24 80 High 

19 4 4 5 5 4 4 26 87 High 

20 4 4 3 4 5 5 25 83 High 
21 5 5 3 5 5 5 28 93 Very high 

22 5 3 5 4 4 5 26 87 High 

Average 86 High 

Based on the results of the analysis of 

student needs, results were obtained in the 

aspect of interest in using media learning 

Wordwall namely 86% and the student needs 

aspect obtained a result of 86% in the high 

category. With this interactive learning media, it 

will be easier for students to understand the 

concepts in the material in a fun way. Currently, 

the school only facilitates students with LCD 

projectors. Apart from that, teachers also rarely 

use learning media by utilizing existing 

technology. For previous media, teachers only 

used printed books provided by the school. So 

researchers provide solutions and efforts by 

developing interactive learning media Wordwall 

in mathematics subjects to make it easier for 

students to learn because this Wordwall is 

presented with various images and features, 

template interesting, so students do not feel bored 

when studying in class. 

Based on the results of the questionnaire, it 

can be concluded that teachers need Wordwall 

interactive learning media in mathematics 

subjects and it is hoped that teachers will be able 

to utilize this increasingly sophisticated 

educational technology. 

 

Discussion 

Learning media can be print media, sound, 

or both, including hardware technology used in 

learning to help students be more active in the 

learning process. Media that utilizes technology 

is called interactive learning media. By using 

learning media appropriately and variedly, 

students’ passive attitudes toward learning will 

be overcome (Arpan & Budiman, 2018; Feladi et 

al., 2023; Nasution et al., 2024; Syaifullah et al., 

2024). In mathematics lessons, there are still 

many students who think that mathematics is a 

subject that is quite difficult to understand and 

learn. By using interactive learning media 

provided by the teacher, it will encourage 

students when learning and help students 

understand mathematical concepts.  

So that automatically there will be a sense 

of interest in students’ learning and student 

achievement will also increase. By using 

interactive learning media, teachers no longer 

need to explain lesson material using the lecture 

method in front of the class, because this causes 

students to feel bored (Fitri & Efendi, 2024; 

Feladi et al., 2017; Sulistiyarini et al., 2018; 

Supardi et al., 2023; Arpan & Sadikin, 2020).  

One of the interactive learning media 

developed in this research is the interactive 

learning media Wordwall. The Wordwall 
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interactive learning media produced as a 

product of the development of this research has 

gone through a needs analysis in the definition 

process, namely an analysis of the media used 

in the learning process and students as test 

objects. The initial observation stage is to 

determine the material that will be developed 

and the media concept that will be used.  

Based on the results of observations in 

class VI in mathematics subjects at SD N 

095/VIII Karang Dadi, several learning media 

concepts were obtained, the desired media must 

be able to display writing, images, and motion 

animation. From the results of the observations 

made, media was created that suited the needs, 

was easy to understand, and easy to use, namely 

by using Wordwall media in the form of 

interactive learning media (Aulia, 2014). 

Most of the students interviewed thought 

that the material on arithmetic operations was 

difficult material because many formulas had to 

be learned. Class VI students prefer to work on 

and solve questions in the form of easy 

calculations and direct results. Students do not 

understand the subject matter, so students think 

that learning mathematics is just memorizing 

formulas, even though many mathematical 

concepts can be applied.  

Learning using Wordwall interactive 

media requires students to be more active and 

creative in searching for information and 

looking for solutions solving problems so that 

students are used to carrying out learning 

activities independently which shows an 

increase in students’ interest in learning which 

has an impact on improving students’ cognitive 

learning outcomes (Aulia, 2014). 

Based on Piaget’s cognitive theory, the 

thinking of elementary school-age children 

enters the thinking stage concrete-operational, 

namely the period when the child's mental 

activity is focused on real objects or on various 

events that he has experienced. Operations are 

logical relationships between concepts or 

schemas. Whereas operation concrete is an 

activity mentally focused on real objects and 

events or concrete can be measured. This means 

that elementary school-age children already can 

think through cause-and-effect sequences and 

begin to recognize various ways of solving the 

problems they face.  

Children of this age can also logically 

consider the results of a condition or situation and 

know several rules or thinking strategies, such as 

addition, subtraction, multiplication, and 

ordering things in series, and can understand 

operations in several concepts, such as 5x6 = 30 

and 30:6 = 5. Children in childhood are concrete 

This operation (elementary school period) has 

been able to realize conservation, namely the 

child's ability to relate to several different aspects 

simultaneously. This is because at this time 

children have developed three kinds of processes 

called operations: negation, reciprocity, and 

identity. 

Therefore, needs analysis is a crucial step 

in developing Wordwall interactive learning 

media. The analysis is carried out so that the 

media developed is by the learning objectives 

that must be achieved and is also following 

student characteristics. Analysis is carried out by 

filling in an instrument in the form of a needs 

analysis questionnaire in the classroom during 

learning. Through needs analysis, researchers can 

find out the conditions and characteristics of 

students in a systematic way, so that the results 

obtained will be accurate and under the actual 

situation. 

 

CONCLUSION 

Based on the results and discussion, the 

following conclusions were obtained. Teachers 

agree with the development of appropriate 

interactive learning media. The media in question 

was the interactive learning media Wordwall 

because it was adapted to the characteristics of 

digital students native. This was also reinforced 

by students’ opinions that they want learning to 

use interactive media, rather than printed books. 

Based on the results of the questionnaire, 

interactive learning media Wordwall will be 

developed. With the existence of the learning 

media Wordwall. It is hoped that this will provide 

more optimal results in increasing students’ 

interest in learning. 

 

REFERENCES 

Ananda, I., & Rakhmawati, A. (2022). 

Pembelajaran sastra populer sebagai 

peningkatan literasi digital dengan 

penggunaan media aplikasi Wattpad: Studi 

kasus. Research in Education and 



WORDWALL INTERACTIVE LEARNING MODEL FOR MATHEMATICS SUBJECT IN ELEMENTARY SCHOOL 
 
  

 

73 Copyright © 2024 Rima Nopiyanti, Muharika Dewi 
P-ISSN (2963-0002) & E-ISSN (2963-0010)) 

Technology (REGY), 1(1), 36-45. 

https://doi.org/10.62590/regy.v1i1.6. 

Arpan, M., & Budiman, R. D. A. (2018). Media 

pembelajaran pengenalan hardware 

jaringan komputer berbasis augmented 

reality. Pontianak: Program Studi 

Pendidikan Fisika IKIP PGRI Pontianak. 

Arpan, M., & Sadikin, S. (2020). Media 

pembelajaran interaktif perangkat keras 

komputer. INVOTEK: Jurnal Inovasi 

Vokasional dan Teknologi, 20(2), 43-50. 

https://doi.org/10.24036/invotek.v20i2.7

41. 

Aulia, F. (2014). Pengembangan media 

pembelajaran interaktif berbasis inkuiri 

untuk meningkatkan hasil belajar siswa. 

Chemistry in Education, 3(2), 1-8. 

Batubara, Q. N. M. (2023). ICT-based needs 

analysis of learning arts and culture in 

middle school at Sunggal. Research in 

Education and Technology (REGY), 2(1), 

38-41. 

https://doi.org/10.62590/regy.v2i1.96. 

Feladi, V., Arpan, M., & Verawardina, U. 

(2017). Pelatihan pembuatan media 

pembelajaran berbasis animasi di SMP 

Negeri 2 Siantan Kabupaten Mempawah. 

Gervasi: Jurnal Pengabdian kepada 

Masyarakat, 1(1), 32-42. 

https://doi.org/10.31571/gervasi.v1i1.59

7. 

Feladi, V., Debora, T. P., Firanda, Y., Patrisia, 

K., & Sari, C. F. K. (2023). Development 

of Canva-based learning media for the 

Mathematics subject of fractional 

numbers. Research in Education and 

Technology (REGY), 2(1), 42-45. 

https://doi.org/10.62590/regy.v2i1.95. 

Fitri, P. I. M., & Efendi, R. (2024). The need for 

developing Canva-based interactive 

learning media to improve students’ 

literacy abilities. Research in Education 

and Technology (REGY), 2(2), 50-59. 

https://doi.org/10.62590/regy.v2i2.109. 

Fitriani, W., & Wangid, M. N. (2021). Berpikir 

kritis dan komputasi: Analisis kebutuhan 

media pembelajaran di sekolah dasar 

pendahuluan. Jurnal Pendidikan Sains 

Indonesia, 9(2), 234-242. 

Gani, A. A., Ibrahim, N., & Khaerudin. (2018). 

Multimedia use and learning styles on 

learning achievement in social studies. 

International Journal of Social Sciences 

and Humanities, 2(2), 187-193. 

https://doi.org/10.29332/ijssh.v2n2.163. 

Handayani, D., & Rahayu, D. V. (2020). 

Pengembangan media pembelajaran 

interaktif berbasis Android menggunakan 

iSpring dan APK Builder untuk 

pembelajaran Matematika kelas X materi 

Proyeksi Vektor. Mathline: Jurnal 

Matematika dan Pendidikan Matematika, 

5(1), 12-25. 

https://doi.org/10.31943/mathline.v5i1.12

6. 

Kusnasari, Z. Z., & Rakhmawati, A. (2022). 

Inovasi pembelajaran bahasa baku dengan 

media pembelajaran game edukasi Who 

Wants to be a Millionaire. Research in 

Education and Technology (REGY), 1(1), 

46-50. 

https://doi.org/10.62590/regy.v1i1.7. 

Lestari, R., & Rohmani, R. (2024). Analysis of 

the effectiveness of Wordwall media use on 

science learning outcomes in elementary 

schools. IJORER: International Journal of 

Recent Educational Research, 5(4), 891-

905. 

https://doi.org/10.46245/ijorer.v5i4.634. 

Muna, N., Khasanah, M., & Anbiya, B. F. (2023). 

Analisis pemanfaatan e-learning 

Walisongo dalam mata kuliah Pendidikan 

Kewarganegaraan. Research in Education 

and Technology (REGY), 1(2), 85-91. 

https://doi.org/10.62590/regy.v1i2.85. 

 Muttaqin, H. P. S., Sariyasa, & Suarni, N. K. 

(2021). Pengembangan media 

pembelajaran interaktif berbasis Android 

pada mata pelajaran IPA pokok bahasan 

Perkembangbiakan Hewan untuk siswa 

kelas VI SD. Jurnal Teknologi 

Pembelajaran Indonesia, 11(1), 1-15. 

https://doi.org/10.23887/jurnal_tp.v11i1.6

13. 

Nasution, A., Ambiyar, Refdinal, Arpan, M., & 

Putri, E. (2024). POGIL learning model—

metaphorming for mobile-based 

cryptography creation. International 

Journal of Interactive Mobile Technologies 

(iJIM), 18(11), 146-159. 

https://doi.org/10.3991/ijim.v18i11.49057. 

Novianto, H., & Nadawina, N. (2022). Kajian 

literatur: Pembelajaran berbasis teknologi 

di abad 21 pada mata kuliah Gambar 



WORDWALL INTERACTIVE LEARNING MODEL FOR MATHEMATICS SUBJECT IN ELEMENTARY SCHOOL 
 
  

 

74 Copyright © 2024 Rima Nopiyanti, Muharika Dewi 
P-ISSN (2963-0002) & E-ISSN (2963-0010)) 

Perencanaan Jurusan Teknik Sipil. 

Research in Education and Technology 

(REGY), 1(1), 22-26. 

https://doi.org/10.62590/regy.v1i1.4. 

 Nurmalisa, Y., Sunyono, S., Yulianti, D., & 

Sinaga, R. M. (2023). An integrative 

review: Application of digital learning 

media to developing learning styles 

preference. International Journal of 

Information and Education Technology, 

13(1), 187-194. 

https://doi.org/10.18178/ijiet.2023.13.1.1

795. 

Pamungkas, Z. S., Randriwibowo, A., Nur, L., 

Wulansari, L. N. A., Melina, N. G., & 

Purwasih, A. (2021). Pengembangan 

media membelajaran interaktif Wordwall 

dalam meningkatkan motivasi belajar 

siswa kelas VII SMP Negeri 4 Gunung 

Sugih. Social Pedagogy: Journal of 

Social Science Education, 2(2), 136-148. 

Rosinta, H., Wibowo, E. W., & Farhurohman, 

O. (2023). Pengembangan media 

pembelajaran interaktif budaya lokal 

banten berbasis teknologi informasi 

untuk meningkatkan minat belajar siswa. 

Dawuh Guru: Jurnal Pendidikan MI/SD, 

3(1), 13-24. 

https://doi.org/10.35878/guru.v3i1.593. 

Sholihah, K., Anbiya, B. F., & Qonita, D. U. 

(2023). Online learning: Tantangan dan 

peluang pasca pandemi covid-19. 

Research in Education and Technology 

(REGY), 1(2), 111-117. 

https://doi.org/10.62590/regy.v1i2.84. 

Sulistiyarini, D., Bibi, S., Fatmawati, E., & 

Arpan, M. (2018). Pelatihan pembuatan 

media pembelajaran interaktif di SMP dan 

SMK Mandiri Pontianak. Gervasi: Jurnal 

Pengabdian kepada Masyarakat, 2(1), 39-

46. 

https://doi.org/10.31571/gervasi.v2i1.811. 

Supardi, S., Putra, R. K., Iqbal, M., & Toni, K. 

(2023). Development of mobile AR 

applications as a science learning media in 

increasing junior high school students’ 

interest in learning. Research in Education 

and Technology (REGY), 2(1), 1-5. 

https://doi.org/10.62590/regy.v2i1.93. 

Syaifullah, L., Ambiyar, A., Zaus, M. A., & 

Arpan, M. (2024). Efektivitas pendekatan 

blended learning berbantuan e-learning 

terhadap hasil belajar mahasiswa. Juwara 

Jurnal Wawasan dan Aksara, 4(1), 1-12. 

https://doi.org/10.58740/juwara.v4i1.73. 

Yulianci, S., Nurjumiati, N., asriyadin, A., & 

Adiansha, A. A. (2021). The effect of 

interactive multimedia and learning styles on 

students’ physics creative thinking skills. 

Jurnal Penelitian Pendidikan IPA, 7(1), 87-

91. 

https://doi.org/10.29303/jppipa.v7i1.529. 

 

 

 

 

 
 


