Proceedings Series of Educational Studies

International Conference of Research Innovation and Technology on Elementary
Education I1 2025

The relationship of digital wordwall-based learning media to
student learning motivation

Rizky Mutiara Sari Setiawan?!, Santy Dinar Permata?

1'ZEIementary and Preschool Education, State University of Malang, East Java, Indonesia
*Corresponding author, email: rizky.mutiara.2301516 @students.um.ac.id

Keywords Abstract

Student The progress of the times demands innovation in all aspects of life. One of them is in the
aspect of education. Digital technology demands teachers in terms of the learning process,
especially in the use of learning media to increase student learning motivation. One of these
digital media is wordwall, a platform that presents various of educational game-based
learning activities. This study aims to analyse the relationship between the use of wordwall
learning media and students' learning motivation. This research uses quantitative methods
with a focus on correlation analysis between variables. The sample in this study were third
grade students of elementary school Kloposepuluh 2, who were selected by purposive
sampling. Data were collected through questionnaires distributed to students. Data analysis
was carried out using statistical techniques with the help of SPSS software. The results
showed that there was a positive relationship between the use of wordwall and students'
learning motivation. This study recommends the use of wordwall media as part of an
innovative and adaptive learning strategy to the needs of learners in the digital era. Based on
the findings, it can be concluded that the use of wordwall learning media has a significant
influence on increasing students' learning motivation.

Learning Media
Wordwall

1. Introduction

The advancement of digital technology in the 21st century has brought transformative changes
across various sectors, including education. The integration of digital tools into learning
environments has become not only a trend but a necessity, especially in promoting student-centered,
interactive, and engaging learning experiences. However, one of the major challenges that educators
still face is maintaining and increasing students’ learning motivation—particularly in elementary
schools, where attention span and engagement levels are often unstable. Traditional, monotonous,
and teacher-centered instruction frequently leads to reduced curiosity, participation, and enjoyment
in learning. This condition has created an urgent need for the development of innovative digital
learning media that can stimulate motivation and create a meaningful learning atmosphere.

One response to this challenge is the use of game-based digital platforms such as Wordwall,
which allows teachers to develop interactive educational games (e.g., quizzes, matching games,
crosswords) aligned with learning materials. The features of Wordwall—customizability, visual
engagement, and instant feedback—are believed to be capable of increasing student involvement and
enthusiasm in learning. Gamification elements in such platforms can turn learning into a more
enjoyable, rewarding, and interactive experience, potentially leading to greater motivation and
better learning outcomes.

Learning motivation itself is a complex psychological construct that significantly influences
students' academic performance, persistence, and emotional involvement. According to the Self-
Determination Theory (SDT) by Ryan and Deci (2020), motivation flourishes when learners
experience autonomy, competence, and relatedness. In the context of digital learning, Wordwall can
fulfill these three psychological needs: students can engage in tasks independently (autonomy),
receive immediate performance feedback (competence), and interact socially with peers and
teachers (relatedness). Such conditions encourage intrinsic motivation, where learners engage in
tasks out of genuine interest and personal growth, rather than external rewards.

Complementing SDT, the theory of intrinsic and extrinsic motivation (Ryan & Deci, 2020)

emphasizes that external tools, when well-integrated, can foster intrinsic interest over time,
especially when they are perceived as supportive rather than controlling. Additionally, constructivist
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learning theory posits that learners construct knowledge through active engagement, exploration,
and social interaction (Schunk, 2012). Game-based digital platforms support this by providing
problem-solving experiences, exploration of learning materials, and collaborative engagement—thus
making learning more meaningful and learner-driven.

Recent studies provide empirical support for this theoretical foundation. For instance, Safitri et
al. (2022) found that the use of Wordwall significantly improved student learning motivation in
science classes. Similarly, Abd Al-Aziz et al. (2025) reported an increase in both motivation and
academic achievement in mathematics after implementing Wordwall among sixth graders in
Palestine. A systematic review and meta-analysis by Alé and Arancibia (2025) further confirmed that
gamified digital learning environments have a statistically significant positive effect on learners’
motivation, particularly in terms of attention, satisfaction, and confidence. However, these studies
largely focus on middle school or higher education settings.

There remains a research gap in understanding how Wordwall affects elementary students,
particularly in the Indonesian context. Most previous studies have centered on learning outcomes
(e.g., test scores), while few have explored the affective domain, specifically learning motivation, as
the primary variable. Moreover, there is limited evidence on how game-based media like Wordwall
interact with the intrinsic and extrinsic motivational components of young learners.

Therefore, this study aims to investigate the relationship between the use of Wordwall-based
digital learning media and elementary students’ learning motivation. Using a quantitative
correlational method, this study focuses on third-grade students who have previously been exposed
to Wordwall in classroom instruction. It is expected that the findings will contribute not only to
empirical understanding but also to practical insights for educators in integrating game-based digital
media to foster intrinsic engagement, emotional involvement, and active participation among
students.

This research also seeks to strengthen the theoretical connection between motivation
psychology and digital pedagogical strategies. By aligning SDT, motivational theory, and
constructivist perspectives, the study underscores that effective digital media must not only deliver
instructional content, but also create stimulating, student-centered experiences that nurture both
cognitive and affective growth in learners.

2. Method

This study employed a quantitative approach with a correlational method to determine the
relationship between Wordwall-based learning media and elementary students’ learning motivation.
This method was chosen because it is appropriate for measuring the strength and direction of the
relationship between two variables without manipulating the subjects. The independent variable in
this study was the use of Wordwall media, while the dependent variable was students’ learning
motivation.

The subjects in this study were students at elementary school Kloposepuluh 2. The sample
selection was carried out using non-random sampling technique, namely purposive sampling.
According to Nyimbili & Nyimbili (2024), purposive sampling is a non-random sampling technique
where the researcher deliberately chooses participants or problems that are considered relevant and
provide in-depth information about the phenomenon under study. In this case, the sample was taken
from students who had participated in learning by using wordwall media in several previous
meetings. This technique is used to ensure that respondents have relevant learning experiences with
the media under study. It consisted of 25 third-grade students at elementary school Kloposepuluh 2
who were selected based on specific criteria to ensure relevance to the research objectives. The
criteria included: (1) students who had participated in learning activities using Wordwall media at
least three times within the past month; (2) students who had full attendance during the sessions
when Wordwall was implemented, ensuring consistent learning experiences; (3) students capable of
understanding and completing the questionnaire independently with minimal assistance from
teachers or researchers; and (4) students whose participation was authorized by their parents or
guardians. These criteria were designed to ensure that the sample consisted of students who had
directly experienced the media being studied.
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The research instrument used was a Likert-scale questionnaire measuring learning motivation,
consisting of indicators such as curiosity, persistence, attentiveness during lessons, enthusiasm, and
the desire to complete tasks. After data collection, the first step of analysis was to test for data
normality using the Shapiro-Wilk method, appropriate for small sample sizes (n < 50). The results
showed that the “Wordwall Media” variable had a significance value of 0.312 (p > 0.05), indicating a
normal distribution. In contrast, the “Student Motivation” variable had a significance value of 0.000
(p < 0.05), indicating a non- normal distribution. Since one of the variables did not meet the
assumption of normality, further analysis was conducted using the non-parametric Spearman Rank
correlation test.

This part should contain sufficient detail that would enable all procedures to be repeated. It can
be divided into subsections if several methods are described. Authors should be as concise as
possible in experimental descriptions. The experimental section must contain all of the information
necessary to guarantee reproducibility. Previously published methods should be indicated by a
reference and only relevant modifications should be described. For statistical analysis, please state
the appropriate test(s) in addition to a hypothesized p-value or significant level (for example 0.05).

The following table presents the criteria in the normality test :

Table 1. Normality Test Criteria

Nilai Signifikansi (Sig.) Level of Relationship Interpretation
Sig.> 0,05 Normally distributed data Using parametric analysis
Sig. < 0,05 Data is not normally distributed Using non-parametric analysis

The Spearman correlation test was used to determine the relationship between the two
variables under non-normal distribution conditions. The results showed a correlation coefficient of
0.599 with a significance value of 0.002 (p < 0.05). This result indicates a statistically significant
positive correlation of moderate strength between the use of Wordwall media and students’ learning
motivation.

The following table presents the criteria in the Spearman Rank correlation test

Table 2. Spearman Correlation Test Decision Criteria

Significance Value (Sig.) Level of Relationship Significance Value (Sig.) Level of Relationship
Sig. 0,00-0,199 Very low Sig. 0,00-0,199 Very low
Sig.0,20-0,399 Low Sig.0,20-0,399 Low

Sig. 0,40-0,599 Medium Sig. 0,40-0,599 Medium

0,60-0,799 Strong 0,60-0,799 Strong

0,8-1,00 Very strong 0,8-1,00 Very strong

These findings clearly demonstrate that more intensive use of Wordwall media in the learning
process is associated with higher levels of student motivation. This supports the hypothesis that
game- based digital media can enhance students’ interest, participation, and enthusiasm in learning.
Therefore, Wordwall serves not only as a teaching aid but also as a motivational tool that stimulates
both intrinsic and extrinsic motivation within a more enjoyable and interactive learning
environment.

3. Results and Discussion

This study aims to determine the relationship between the use of Wordwall media on student
learning motivation at elementary school Kloposepuluh 2. Data were obtained through distributing
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questionnaires that had been filled out by students who became the research sample. This
questionnaire measures the level of student learning motivation based on indicators of interest in
the material, and activeness in learning,

Before conducting a correlation test, a normality test is first carried out to determine the
appropriate type of statistical test. The normality test was conducted using the Saphiro-Wilk test
with the help of SPSS. The results of the normality test are shown in Table 3 below:

Tabel 3. Result Normality tes

Kolmogorov-Smirnov® Shapiro-Wilk
Statistic = Df Sig. Statistic Df Sig.
Media Wordwall ,148 25 ,163 ,954 25 ,312
Motivasi Siswa ,192 25 ,018 ,812 25 ,000

Lilliefors Significance Correction

Based on the results of the normality test, it is known that the data is not normally distributed,
so the analysis is continued using a non-parametric correlation test, namely Rank Spearman. The
results of the Rank Spearman test are shown in Table 4 below:

Tabel 4 Result Spearman Rank test

Media Wordwall Motivasi Siswa
Spearman's Media Wordwall Correlation Coefficient 1,000 599™
Rho ’
Sig. (2-Tailed) . ,002
N 25 25
Motivasi Siswa Correlation Coefficient 599** 1,000
Sig. (2-Tailed) ,002
N 25 25

** Correlation is significant at the 0.01 level (2-tailed).

3.1.Results and Discussion 2

The results of the normality test using Shapiro-Wilk show that the data from the ‘Wordwall
Media’ variable has a significance value of 0.312 (p> 0.05), which means that it is normally
distributed. In contrast, the variable ‘Student Learning Motivation’ has a significance value of 0.000
(p < 0.05), so it is not normally distributed. Because only one variable was normally distributed, the
correlation test was conducted with Spearman Rank. The test results show a correlation coefficient
value of 0.599 with a significance of 0.002 (p < 0.01), indicating that there is a positive and significant
relationship with moderate strength between the use of Wordwall media and student learning
motivation. This means that students who use Wordwall more often or more actively tend to have
higher learning motivation.

Specific features on Wordwall play an important role in increasing students' learning
motivation. The platform provides various types of educational games such as quizzes, match pairs,
random wheel, anagrams, and ‘whack-a-mole’, which can be adapted to the teaching materials. Based
on observation, quizzes and whack-a-mole are the most effective because they are competitive,
dynamic, and encourage quick thinking. In addition, Wordwall provides instant feedback after
students answer the questions, which helps them understand their work immediately and provides
a sense of accomplishment. Features such as scores and leaderboards also add a positive competitive
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element. This creates a learning atmosphere that is active, engaging, and able to nurture students’
passion for learning

When linked to Ryan and Deci's Self-Determination Theory (SDT), these results reinforce that
students' intrinsic motivation can flourish when three basic psychological needs are met: autonomy,
competence and relatedness. In the context of Wordwall, autonomy is facilitated through students’
freedom to choose games, access them independently, and learn at their own pace. Competence is
built through structured challenges in the game and instant feedback, which helps students feel
successful and motivated to keep learning. Meanwhile, connectedness comes from interactions
between students in a healthy competitive atmosphere and support from teachers during the play
process. Wordwall's features indirectly support the fulfilment of these three needs, thus
strengthening students' intrinsic motivation to learn, rather than external factors such as grades or
teacher pressure

A comparison with other platforms such as Kahoot and Quizizz shows that while all three are
gamification-based, Wordwall has the advantage of flexibility, variety of game forms, and suitability
for primary school. Kahoot focuses more on real-time competition and quick visual displays, while
Quizizz emphasises result tracking and individualised learning. Wordwall excels in terms of ease of
use, ability to be accessed online and offline, and a simple yet engaging interface for elementary-aged
children. This makes Wordwall an adaptive gamification medium, especially for learning
environments with limited internet access or with varied material delivery needs.

However, increased learning motivation is not only influenced by learning media. These results
should also be seen in a broader context, where parental support, student characteristics and teacher
teaching strategies play an important role. Students who get emotional and academic support from
their parents tend to have higher learning enthusiasm. Student characteristics such as curiosity,
learning style and self-confidence also influence the effectiveness of Wordwall in increasing
motivation. In addition, teachers who are able to integrate the media with an active and inclusive
pedagogical approach will increase the meaning of using the media for students.

Therefore, although Wordwall was shown to have a positive and significant relationship with
learning motivation, it should not be used in isolation from a whole learning approach. An approach
that considers the psychological aspects of students as described in SDT theory, as well as support
from a conducive learning environment, will be much more effective in building sustainable
motivation. Further research is strongly recommended to explore the interaction between media,
psychological and social factors in the context of primary education using qualitative approaches or
advanced experiments

They should be combined. The study results should be clear and concise. Restrict the use of
tables and figures to depict data that is essential to the message and interpretation of the study. The
results should be presented in a logical sequence in the text, tables and illustrations. The part of result
exposes the findings obtained from research data which is related to the hypotheses. The results
should summarize (scientific) findings rather than providing data in great detail. The discussion
should explore the significance of the results of the work. Explains the findings obtained from
research data along with theory and similar research comparison. Make the discussion
corresponding to the results, but do not reiterate the results. The following components should be
covered in discussion: How do your results relate to the original question or objectives outlined in
the Introduction section (what/how)? Do you provide interpretation scientifically for each of your
results or findings presented (why)? Are your results consistent with what other investigators have
reported (what else)? Or are there any differences?. Include in the discussion the implications of the
findings and their limitations, how the findings fit into the context of other relevant work, and
directions for future research.

3.2.Conclusion

This study shows that there is a positive and significant relationship between the use of
Wordwall media and elementary school students' learning motivation. The results of the Spearman
correlation analysis revealed a coefficient value of 0.599 with a significance of 0.002, which indicates
the strength of the relationship in the moderate category. This indicates that effective and consistent
use of Wordwall can contribute to increasing students' learning motivation. Wordwall's distinctive
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features-such as interactive quizzes, challenge-based games, instant feedback, as well as competitive
elements through scores and rankings-provide a fun and participatory learning experience for
students, thus supporting their engagement and passion for learning.

The findings provide practical implications, especially in the context of learning in primary
schools. In this case, the role of teachers becomes very important in optimising the use of digital
media such as Wordwall. Teachers can consider designing learning activities that integrate
interactive games contextually and in accordance with learning outcomes. The selection of the type
of game should be adjusted to the needs of students and the character of the material, such as the use
of a quick quiz to stimulate concentration, or a ‘whack-a-mole’ game to build quick responses and
healthy competitiveness. In addition, providing assistance while students play, as well as providing
space for post-activity reflection, can strengthen the learning value obtained. Teachers are also
expected to be able to read the readiness and characteristics of their students so that the use of this
media is not only interesting, but also pedagogically meaningful.

On the other hand, the results of this study also open up room for further exploration in the
future. Further research has the potential to explore the relationship between gamification-based
learning media and various dimensions of motivation, both intrinsic and extrinsic, and how it affects
students' learning behaviour in the long run. It would also be beneficial if future studies consider
other factors such as parental involvement, individual learning styles, or school social environment
in a more holistic framework. Using a blended approach or experimental design involving
comparison groups may provide a fuller picture of the effectiveness of Wordwall media in various
learning contexts. Thus, the contribution of digital media is not only seen in terms of innovation, but
also in terms of its impact on the quality and sustainability of the student learning process.
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