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ABSTRACT: In this study, the problems found in the field are that
the teaching and learning process is not optimal because students
experience a form of learning difficulties related to characteristic,
personality and study habits or students who excel below their
ability level (wordwaall game). By applying synectic learning media,
it is expected to overcome or at least direct adjustments to the
problems faced by students. This study aims to determine the
learning interest of grade XI IPS 1 students in economic growth
and development at SMA Negeri 2 Sanga Desa. The method used
in this study is the experimental method. Based on the results of the
study, the results of the student wordwall game test showed that the
average student who experienced it was 85.66% in the experimental
class. In the synectic model category, the average student activity is
46.66% and in the experimental class learning outcomes students
have an average Student activeness is 46.66%. The overall increase
that occurred in students after applying wordwall game media
synectic learning in the experimental class had an average of 85.66%
ot in the creteria "Improving / influential". In the results of the
hypothesis carried out by researchers using a simple regression
formula, this study there is an influence of wordwall games on the
interest of high school students in economics subjects at SMA
Negeri 2 Sanga Desa on the material of economic growth and
development obtained t_(count =) 7.277>t_(table=)1.697 which
means Ha is accepted while Ho is rejected. This study has an
influence on other factors. Thus, this study shows that there is an
influence of wordwall games on high school students' interest in
economics subjects at SMA Negeri 2 Sanga Desa.
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INTRODUCTION

Social sciences (IPS) is one of the subjects of the basic and middle education curriculum that

focuses students on facts, concepts, and generalizations related to social conditions of society.

Guiding students to become democratic and responsible Indonesian citizens, as well as peace-

loving citizens of the world, through social studies and economics subjects (Baihaqi, S., &;

Lidinillah, 2018).

To achieve these learning objectives, one of them needs to cause learning outcomes to students.

Learning outcomes as one of the internal factors that come from within students on learning

effectiveness (Hartati, S, Fatmawati, L, Krismilah, &; T, 2020) students have learning outcomes

during the learning process. And because of these results students will continue to do what they
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love without any coercion. . In addition, high learning outcomes make students tend to obtain
learning outcomes (Ricardo, Meilani, R, &; I, 2017), this is also ruled out by (Aprijal, Alfian, &;
Syarifudin, 2020) that learning outcomes have a huge influence on learning outcomes, because if
the learning material is not in accordance with the results, then students will not learn well because
they are not interesting to them. Students will be lazy to study and will not get satisfaction from
the lesson. Learning materials that attract student learning outcomes, are easier to learn so that
they can improve learning outcomes.

Based on observations made by researchers at SMA Negeri 2 Sanga village in class XI IPS 1, there
are still 2 (two) students whose scores are below KKM (70 points) which means that learning has
not been successful, and innovation in learning is needed so that students can learn more actively
and are interested in participating in learning. Low learning outcomes make students less active in
discussions and question and answer sessions, easily bored and not infrequently students submit
assignments or homework given by teachers not on time. This condition is because during the
learning process, the learning media used by teachers in delivering teaching materials makes the
learning process monotonous. The learning media used only comes from package books so it
seems that learning is only teacher-centered.

One way to overcome the above problems is to use Wordwall application media that can encourage
students to be more active in the learning process. Wordwall is a game application that offers a
wide selection of games that teachers can use to convey information or material to be taught
(Minarta &; Maulidina, 2022). For teachers, cultivating student understanding is the main task of
teaching. This understanding can be built by involving technology so that all obstacles or problems
in the learning process can be overcome. Learning economics involves new innovations that are
more impactful for students. Teachers should pay more attention to the circumstances and needs
of students during the learning process, so as to grow their learning outcomes to learn economics.
In teaching, teachers use technology and Have the ability to help students engage in learning
through learning media that is decreasing because the material provided is less interesting.

In this case, reducing student barriers in suppressing economic learning outcomes through the use
of wordwall game application media in the form of fun and innovative applications is one of them.
Learning media as a tool or service to help students communicate learning materials, especially
economic growth materials. The emphasis on the characteristics of the discipline of economics
keeping in mind all the relevant learning media to be applied can serve to attract the attention of
students and enable them to master the required material. In addition, continuous changes in the
process of globalization encourage teachers to use learning media that can also work effectively
and innovatively.

Wordwall games can attract more students because of their innovative features presented as games.
In addition, teachers can use wordwall directly. The material learned is then delivered through
various games that make students interested and try to compete with each other and motivate
other students The delivery of materials is also a kind of application support, there are templates
such as quizzes, competitions, and open cities, which also adds to the fun of use. The benefits of
using text walls are also expected to be the right solution to improve student learning outcomes,
especially in presenting economic growth material effectively and efficiently. Innovative.
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As for several previous studies conducted by (Gandasari, P, Pramudiani, &; P, 2019), explained
that the use of wordwall applications affects student motivation in learning social studies subjects
. During the implementation using the wordwall application, students show a good attitude and
tendency to answer assighment questions correctly and on time. In addition, the features presented
as templates in the wordwall application are an attraction to motivate students in learning. Then
the research conducted (Sari &; Yarzah, 2021) explained that the use of Android-based quiz game
media (wordwall) has an impact on improving learning outcomes in economics. This research uses
an experimental method(KKhusna, 2014; Ningtyas, 2018).

According to some of the studies above, the use of wordwall can be a learning medium that can
be adjusted to the characteristics of students and other subjects such as social studies and history,
especially at the elementary and middle school levels. Therefore, researchers conducted this study
because no one has discussed the effect of using media applications for upper level schools and
their application in economics.

Based on the explanation above, interested in conducting research entitled "The effect of the use
of wordwall game application media on economic eyes on student learning outcomes at SMA
Negeri 2 Sanga Village.

METHOD

1. Population and Sample / Research Object / Research Subject
Population is a collection of all data that becomes a research unit. According to (Sugiyono,

2021a) population is a generalization area consisting of objects / subjects that have certain
quantities and characteristics that are determined by researchers to be studied and then conclusions
are drawn(Sugiyono, 2019; Thabroni, 2021). From this explanation, the population taken is class
XI students of SMA Negeri 2 Sanga Desa.

Table 1 Study population

Class Man Woman Sum
XIIPS 1 7 28 30
XTI IPS 2 10 19 30
Sum 17 47 60

The sample is the portion of the number taken from the share of the
population. According to (Sugiyono, 2021a) the sample is part of the population that has
crasteristics to be studied. In the population above, it is known that the level of student activity in
economic subjects is homogeneous between classes, therefore, (Sugiyono, 2019) "Samples are part
of the number and characteristics possessed by the population". This study uses Cluster random
sampling, which is random sample data collection carried out by mixing subjects in the population
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so that all subjects are considered equal. In this study, there were two classes, namely class XI IPS
1 which became the Experimental class, class XI IPS 2 which became the Control class.

Table 2 Research sample
Class Man Woman Sum
XIIPS1 7 23 30
XTI IPS 2 10 19 30
Sum 17 42 60

Source: Administration of SMA N 2 Sanga village

2. Research Methods

In this study, researchers used experimental research methods using a quantitative

approach. According to (Sugiyono, 2021) the experimental method is a quantitative research
method used to determine the effect of independent variables (Treatment) on the dependent
variable results under controlled conditions.

3. Treatment Design
In this study, the treatment design used was posttest only control design. The treatment design can be
seen in the following scheme:

X

Information:

:Experimental Class.

: Control class.

: Wordwall game learning treatment.

: No wordwall game learning treatment.

: Learning outcomes of economic learning.

: Economic learning on student outcomes.

4. Data collection techniques

Data collection is an activity to collect various types of information or data treated in

research. According to (Sugiyono, 2021) data collection is a process of collecting primary and
skunder data, in a very important step data collection research, the data collected arena will be
used for solving the problem being researched or to test hypotheses that have been

formulated. From the explanation above, the researcher uses data collection techniques using test
techniques, and documentation.

1) Test
"Tes is a question or exercise and other tools used to measure skills, knowledge, intelligence,
abilities or talents possessed by individuals or groups" (Arikunto, 2016: 197). The tests in this
study were used to obtain data on economic learning(Arikunto, n.d.). In this study, researchers
used a multiple choice test (multiple choice) totaling 20 questions after the application of wordwall
game learning was carried out with economic growth material.
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Table 3 Test question indicators.

KD 3 KD 4
3.2 Describe the concepts of economic growth | 4.2 Present findings on problems of
and economic development and problems economic growth and economic
and how to overcome them. development and how to overcome
them.
IPKKD3 IPKKD 4
3.2.1 Able to explain the definition of 4.2.1 Able to present Mexplain how to
economic growth. measure economic growth.
3.2.2 Able to explain the difference between 4.2.2 Present the results of factors affecting
economic development and economic economic development.
growth. 4.2.3 Able to present economic development
3.2.3 Able toexplain how to measure problems and how to overcome them.

economic growth.

3.2.4 Able to explain the theoryof economic
growth.

3.2.5 Able to explain economic development
planning economic development plans.

3.2.6 Able to identify factors affecting
economic development.

3.2.7 Able to Identify Predictors of the
Success of Economic Development

3.2.8 Explain economicdevelopment problems
in developing countries

3.2.9 Explaineconomic development policies
and strategies.

RESULT AND DISCUSSION

1. Description of Learning Outcomes Test Data Experimental Class and Control class
Test data is used to determine student learning outcomes. The test was given to students who were
sampled in this study using a comparison of 2 classes, namely class XI IPS 1 as an experimental
class and XI IPS 2. as a control class. The population in this study was all class XI students who
were divided into 3 classes with a total of 90 students. The data collection of this study was
obtained from test results to students. The sample of this study amounted to 60 students, 30
students from the experimental class and 30 students from the control class. Valid questions were
tested in the experimental and control class as many as 20 questions. The test was carried out 1
time, namely for the experimental class after being given treatment using learning using the wordwall
game application while for the control class using the lecture, question and answer and assignment
methods. This test is conducted to find out whether student learning outcomes can achieve a
minimum completeness (KKM) of 75 determined in economics subjects.

Learning in experimental groups using learning using #he wordwall game application encourages
students to be more courageous in expressing their opinions and knowledge. Learning is done to
gain whole-class participation and individual responsibility. This model provides opportunities for
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students to interact more with fellow groups and individuals so that they can be more active in
teaching and learning activities.

1. Description and test results of the experimental class
In the experimental class, researchers use wordwall game learning in the learning process related to
subjects. Researchers give tests to students after discussing the topic. The instrument used is a
double choice test totaling 20 questions according to the basic competencies applied, to collect
data on student learning outcomes. In addition, researchers also provide the same test questions
for both classes of samples and the tests have been tested for validity and reliability. The
experimental class test results can be seen in the following table;

Table 4 scores of experimental class students

No Name Value Information
1 adit tiya erisa 75 enough

2 Aldi Saputra 80 Good

3 Aurel memey suranda 95 Excellent
4 Sustainable image flower 90 Excellent
5 Dhini wielda monica 90 Excellent
6 Dinda flowerence 80 Good

7 Fitr is 80 Good

8 Haikal Hadi Saputra 80 Good

9 Hetlina Rahmadora 90 Excellent
10 Ichi Juliana 80 Excellent
11 Intan full moon sari 90 Excellent
12 Kiemas Apriansyah Azwad 80 Good

13 Luri Azzahra 85 Good

14 Nabil Syawalludin 90 Excellent
15  Nandah kartina 90 Excellent
16 Sustainable penta 80 good

17 Pranjes junior 95 Excellent
18  Grace 90 Excellent
19  Ria 95 Excellent
20 Rindiani 80 Good

21 Ringo 85 Good

22 Aulia's risk 90 Excellent
23 Sandy Saputra 75 enough
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24 Concern 95 Excellent
25  Sera Indriyani 80 Good

26 Holy Damayanti 80 Good

27  Holy bi-listari 95 Excellent
28  Rev. Ariadi 80 Good

29 Yudi primary 95 Excellent
30 Yuniarti 80 Good
Sum 2570

Average 85,66

In the appendix above, there are a total score of 2570 students with an average score of 85.66% in
the "Very Good" category. The control class test score got the highest score of 95 with a total of
6 students and the lowest score was 2 students with a score of 75. Based on the results of obtaining
the above scores, it can be seen the distribution of frequency and the highest or lowest value of
learning interest of control class students can be seen in tables 9 and 10 below.

Table 5 highest and lowest student grades

Highest and lowest scores

No Name
1 Aurel finds mey mey 95
2 Pranjes junior 95
3 Ria 95
4 Concern 95
5 Holy bi-listari 95
6 Yudi primary 95
7 Sandy Saputra 75
8 adit tiya erisa 75
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Table 6 Distribution of Learning Outcomes of Class XI IPS2 Students ( experimental

class)
Interval Frequency Percentage of Student Learning  Criterion
Valuation Outcomes
86-100 14 14: 30x100 = 46.66% Very Good
70-85 16 16: 30x 100 = 53.33% Good
55-69 Enough
40-54 Less
<40 0 Very Lacking
Sum 30 100
Average 85,66 Good

Based on the table above, it canbe seen thatin the teaching and learning process With e

Wordwal Game application, it turns out that the largest percentage of students is 46.66% interested

in learning on the "Very Good" criteria, followed by the "Good" criteria by 53.33%,

a. Description of Control Class Test Results Data

In the control class, researchers only use wordwall game applications in the teaching and learning

process related to the material. At the end of the lesson, researchers conducted a test to find out

the students' grades. The control class test can be seen in the following table

Table 7 Control class test results

No Name Intent on Information
control

1 Ice 80 Good

2 Write it down 80 Good

3 Arin Nuthuda 85 Good

4 Atris 75 Good

5 Sustainable image flower 75 enough

6 Chika 80 Excellent

7 Dendi fafutra 85 Good

8 Early aminarti 85 Good

9 Early sustainable 85 Good

10 Dimas will sleep 85 Good

11 Eliza 85 Good

12 Charisma helia sapitri 85 Good

13 Charisma graceful Ramadhani 80 Good

14 Marsanda 80 Good
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15 Muhammad chairul umam 90 Excellent
16 Nanda Anggraini 90 Excellent
17 Octa Saputra 80 Good

18 Parel 85 Good

19 Praise 85 Good

20 Rahmat triansah Abdurrahman 90 Excellent
21 Ramadan 90 Excellent
22 Reva 70 Enough
23 Revaldo 75 Enough
24 Reva Wulandari 80 Good

25 I'm sorry 80 Good

26 Riyanti 85 Good

27 Sandri 85 Good

28 Serli Octaviani 80 Good

29 Ttia beautiful susan 85 Good

30 Thomas 75 Enough
Sum 2470

Average 82,33

Source:data processed by researchers

In the appendix above, there are a total score of 2470 students with an average score of 82.33% in
the "Good" category. The control class test score got the highest score of 90 with 4 students and
the lowest score was 4 students with a score of 75. Based on the results of obtaining the above
scores, it can be seen the distribution of frequency and the lowest highest value of learning
outcomes of control class students can be seen in tables 12 and 13 below.

Table 8 highest and lowest student grades

Highs and lows

No Name
1 Muhammad chairul umam %0
2 Nanda Anggraini %0
3 Rahmat Triansyah Abdur 90
4 Ramadan %0
5 Reva 70
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Table 9 Distribution of Learning Outcomes of Class XI Social Studies Students 1

(Control Class)
Interval Frequency Percentage of Student Learning  Criterion
Valuation Outcomes
86-100 4 4:30x100 = 13.33% Very Good
70-85 26 26:30x100 = 86.66% Good
55-69 0 Enough
40-54 0 Less
<40 0 Very Lacking
Sum 30 100
Average 82,33 Good

Table 10 Test Score Results Data of Experimental and Control Class Students

Value
Class Highest Lowest
Experiment 95 75
Control 90 70

In the table above, it can be seen that the test results of grade XI IPS 1 students as an experimental
class using the wordwall game application are higher than the test results of grade XI IPS 2 students
as a control class, which uses conventional learning methods This means that the influence of
using the wordwall game application has a better impact on student learning interest in SMA Negeri
2 Sanga Desa(Synthesis, 2018).

2. Data Analysis Comparison of Learning Outcomes of Experimental and Control Classes
From the experimental class learning results, an average score of 85.66% was obtained from the
overall student score of 2570/30 after looking at the criteria for the average score of the students'
learning interest test.”Very good”, good, enough, less, very less. It can be seen in the control class
that the score is 82.33% in the category "Good" obtained from the total student
score 2470/30 where the quotient between the total number of student scores divided by the
number of students.

It can be seen that the overall average student interest in learning is higher in the experimental
class compared to the control class. Where the average learning outcome in the experimental class
is 85.66%, while the average learning outcome in the control class is 82.33% or there is a difference
of 3.33%.

Therefore, it can be concluded from the explanation above that there is an influence on the use of
application mediawordwall gameafter seeing the students' interest in learning. The recapitulation of
students' learning interest in the experimental class and control class can be seen in the following
table:
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Table 11 Recapitulation of Comparison of Learning Results for Experimental Class and
Control Class

Interval Experimental Class Control Class Criteria
Assessment F Percentage F Percentage

86-100 14 46,66% 4 13,33% Very well
70-85 16 53,33% 26 86,66% Good
55-69 0 0,00 0 0,00 Enough
40-54 0 0,00 0 0,00 Less

<40 0 0,00 0 0,00 Very less
Amount 30 100 30 100

From table above is visible that the score is 86-100 classified very Good in the control class,
namely 4 (13.33%)student,while in the experimental class it was 14 (46.66%)student, andvalue 70-
85in the shape of Goodin the control class, namely 26 (86.66%) students while at student
experiment, namely 14 (86.66%) students, a score of 55-69 in the sufficient category in the control
class, namely 0 (0%)student while in the experimental class it is 0 (0%)student, mark 40 -54 on
categoryless in the control class as much as 0 (0%) student-students while in the experimental class
0 (0%), value <40 in the control class.

From this it can be concluded that the results of the experimental class are better than the control
class. This is because the experimental class uses learning methods whereas the control class only

uses learning methods conventional such as lectures, discussions and questions and answers.

CONCLUSION

Based on the research results, it can be concluded that the use of application media wordwall
gameéThe results of students in economics subjects are very influential in improving the quality of
the teaching and learning process at SMA Negeri 2 Sanga Desa based on the results of the t test =
2.645, meaning t count = t table or 7.277 = 1.697. This means that there is an influence on the use
of application mediawordwall gameon the learning outcomes of students at SMA Negeri 2 Sanga
Desa. Means reject Hoand accept Hi So the hypothesis of this research is that it is able to grow
and improve student outcomes in the learning process, there is an influence of the use of
application mediawordwall gametowards students' interests at SMA Negeri 2 Sanga Desa.

After knowing the results of the research that the author conducted, there are several suggestions

that the author conveys, including:

1. For students, by using applications wordwall gamethe teaching and learning process becomes
more interesting and is able to create a pleasant atmosphere so that students are more active

and can improve student learning outcomes.
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2. For teachers, especially teachers in economics subjects, with the use of applicationswordwall
gameable to be an alternative for teachers in interesting and fun learning activities.

3. For schools, use of applications wordwall gamecan be applied to improve students' abilities in the
teaching and learning process.

4. For future researchers, provide references to future researchers who are related to this research
problem.
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