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Abstract 

This research aims to increase the active participation of 
students in learning Pancasila and Citizenship Education   
through the use of interactive digital media Wordwall in 
class VIII-E State Junior High School 10 Malang. The 
background of this study is based on the results of initial 
observations that show low student participation during 
the learning process, where only about 40% of students 
are active in discussions and answering teachers' 
questions. The low participation is caused by the lack of 
variety of learning methods and media used, making 
students easily bored and tend to be passive. To overcome 
these problems, this study uses a qualitative descriptive 
approach with the Kemmis and McTaggart model class 
action research   method which is carried out in two cycles. 
Each cycle consists of planning, action, observation, and 
reflection stages. The research data was obtained through 
observation techniques of student participation during 
learning activities and questionnaires of student responses 
to the use of Wordwall media. The results showed a 
significant increase in student active participation from 
40% at the pre-action to 68% at the end of the first cycle, 
and increased again to 85% at the end of the second cycle. 
In addition, students' enthusiasm and motivation to learn 
have also increased to reach 90%. These findings prove 
that the use of interactive digital media such as Wordwall 
is effective in creating a more participatory, fun, and 
motivating learning environment for students to be 
actively involved in Pancasila and Civic Education 
learning. Thus, the application of interactive media can be 
an alternative learning strategy that is relevant to improve 
the quality of the teaching and learning process in schools. 
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Introduction 

Pancasila and Citizenship Education plays a strategic role in building national 

character and awareness of the nation and state among the younger generation. 

Globally, civic education is known as civic education which aims to cultivate active, 

critical, and responsible citizens in the life of society, nation, and state (Hoskins & 

Janmaat, 2019). In Indonesia, strengthening national and democratic values is a top 

priority in facing the challenges of the globalization era, including social polarization, 

radicalism, and political apathy among the younger generation (Kemendikbudristek, 

2023). Therefore, Pancasila and Civic Education is not only tasked with transferring 

knowledge, but also building character, nationalism, and participatory attitudes from 

primary to secondary education. 

Despite having a strategic position, Pancasila and Civic Education learning in 

schools is often considered less interesting, theoretical, and lacks interaction. The 

results of initial observations in class VIII-E State Junior High School 10 Malang showed 

that of the 30 students, only about 40% were active in answering questions and 

discussing, while the rest tended to be passive and only listeners (Rusmiati et al., 2021). 

One of the reasons is the lack of variety of learning methods and media, so that students 

feel bored and not motivated to be actively involved. This situation is a challenge for 

Pancasila and Civic Education teachers to design more attractive learning and be able to 

facilitate students' active participation in the classroom. 

The role of teachers in the learning process is not only as a material presenter, 

but also as a facilitator, motivator, and supervisor in creating an active and meaningful 

learning atmosphere (Susilo et al., 2020). Teachers are required to be creative in 

choosing methods and media that are in accordance with the characteristics of students 

and teaching materials so that the learning process is not monotonous. Active learning 

encourages students to engage cognitively, affectively, and psychomotorically, thereby 

increasing their engagement and learning outcomes (Nurzannah, 2022). The concept of 

student engagement is an important basis in designing Pancasila and Civic Education 

learning activities that are more participatory and relevant for the current generation. 

In the digital era, the integration of technology in the learning process is an 

unavoidable need. Interactive digital learning media has great potential in increasing 

motivation, active participation, and enriching students' learning experiences (Utomo, 

2023). The characteristics of the digital generation that are familiar with electronic 

devices and internet-based applications make technology-based approaches very 

relevant (Hidayat, 2019). In addition to supporting modern learning, the use of 

interactive digital media is also in line with the Independent Curriculum policy which 

encourages contextual, active, and technology-based learning. 

One of the interactive digital media that is currently widely used in various levels 

of education is Wordwall. Wordwall is a web-based platform that provides various 
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forms of interactive activities such as quizzes, puzzles, and educational games that can 

be adapted to learning materials (Purnamasari et al., 2022). This media applies the 

principle of gamification in learning, where game elements such as scores, challenges, 

and competitions are used to increase learning motivation. In the context of Pancasila 

and Civic Education, Wordwall has the potential to facilitate students to be more active, 

creative, and critical when participating in learning. 

Wordwall has several advantages that are able to create an active, competitive, 

and fun learning atmosphere. The instant feedback feature displayed after the question 

is answered allows teachers to conduct a direct evaluation of students' understanding 

(Rindiantika, 2022). In addition, this media is effective in building a lively classroom 

atmosphere because students are not only listeners, but also actively complete 

educational games individually and in groups. Research by Ichsani et al. (2023) proves 

that the application of Wordwall in Pancasila and Civic Education learning is able to 

increase student learning participation by more than 80%, as their motivation and 

enthusiasm increase. 

Although various studies have discussed the effectiveness of Wordwall in 

learning, most of the focus is still limited to exact subjects or languages. There have not 

been many studies that specifically examine the application of Wordwall in Pancasila and 

Civic Education learning in grade VIII, especially the Nusantara Insight material. In fact, 

this material has a strategic character in building students' national insights. This 

research gap is an important reason for this study to examine the effectiveness of 

Wordwall media in increasing student active participation and creating contextual and 

fun Pancasila and Civic Education learning in grade VIII of junior high school.   

Based on this background, the purpose of this research is to apply Wordwall 

media in learning Pancasila and Citizenship Education in grade VIII of State Junior High 

School 10 Malang, especially in the Nusantara Insight material. In addition, this study 

aims to evaluate the effectiveness of Wordwall media in increasing students' active 

participation and creating a more fun, contextual, and meaningful learning atmosphere. 

It is hoped that the results of this research can contribute to the development of digital 

pedagogy practices and expand the use of interactive learning media in civic education 

in the digital era.  

Method 

This study uses a qualitative descriptive approach. The research was carried out 

in class VIII-E State Junior High School 10 Malang in the even semester of the 2024/2025 

school year, with 30 research subjects and the object of research was the application of 

Wordwall media in Pancasila and Civic Education learning in the Nusantara Insight 

material. Data collection techniques are carried out through observation and 

questionnaires. Observation was used to observe the level of active participation of 
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students during the learning process, while questionnaires were given after the use of 

Wordwall media to find out students' responses and involvement. The instruments used 

included observation sheets for learning activities and learning participation 

questionnaires. The validity of the data is obtained through triangulation of techniques 

and sources. The data was analyzed in a qualitative descriptive manner with measures 

of data reduction, data presentation, and conclusion drawn, and was complemented by 

a simple quantitative analysis in the form of percentages to determine the increase in 

student active participation. The research was carried out in two cycles, each consisting 

of the planning, action implementation, observation, and reflection stages, where the 

results of reflection were used as the basis for learning improvement in the next cycle. 

Results and Discussion 

Results 

The implementation of learning in the first cycle shows that the active participation 

of students in grades VIII-E State Junior High School 10 Malang is still low. Based on the 

results of observations, of the 30 students who participated in the lessons, only about 

40% were active in answering questions, discussing, and participating in class activities. 

The majority of students look passive, lack enthusiasm, and lack focus when the teacher 

delivers the material. The results of the questionnaire given after the first cycle of 

learning also corroborated the data, where only about 40% of students expressed 

enthusiasm for participating in Pancasila and Civic Education learning with the methods 

applied at that time. 

This condition shows that the conventional learning methods used are still not able 

to provoke active student involvement optimally. Many students are only passive 

listeners and are less involved in the learning process, both in questions and answers 

and group discussions. These results are material for reflection for teachers and 

researchers to design improvement actions in the next cycle. 

Based on the reflection of the first cycle, teachers and researchers agreed to improve 

learning by applying interactive digital media Wordwall as the main media. At the 

planning stage, the interactive questions in Wordwall are designed to be more varied, 

not only in the form of multiple-choice quizzes, but also include term-matching games, 

crossword puzzles, and word random games. The implementation of learning in the 

second cycle is still carried out in two meetings of 3 x 40 minutes each. 

The results of the observations showed a significant increase in the active 

participation of students. The percentage of active pupils increased from 40% to around 

85%. Students seem more enthusiastic when taking quizzes, actively asking questions, 

and are more confident in expressing their opinions in discussions. In addition, the 

classroom atmosphere becomes more lively and competitive through score-based 

Wordwall games. The results of the questionnaire at the end of the second cycle showed 
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that as many as 90% of students felt happy and more motivated to learn with Wordwall. 

Students stated that the attractive display and game-based form of activities make 

learning more enjoyable and easy to understand. 

The data from the student active participation questionnaire in the second cycle 

can be seen in Table 1 below. 

Table 1. Student activities 

Activity Categories Number of Students Percentage 

Enthusiastic about using Wordwall 27 90% 

Actively using the Wordwall app 24 80% 

Able to use the Wordwall application 26 86,67% 

Able to answer questions in the app 24 80% 

Enjoy learning 27 90 % 

 

The data shows that the majority of students are enthusiastic about using Wordwall 

and are actively involved during learning. In addition, most students are able to answer 

the questions in the application well. 

Discussion 

The results of this study show that the low active participation of students in 

Pancasila and Citizenship Education learning in the first cycle is in line with the findings 

of Rusmiati et al. (2021) who stated that Pancasila and Civic Education learning in schools 

is often considered monotonous due to the dominance of lecture methods without 

media variations. The application of Wordwall in the second cycle succeeded in 

increasing active participation from 40% to 85%, proving that interactive digital media 

is able to overcome student boredom in conceptual learning. This success can be 

explained through the concept of student engagement described by Fredricks et al. 

(2004), that student involvement will increase if learning involves interactive activities, 

according to interests, and presents stimulating challenges. Wordwall presents 

gamification elements in the form of competitions, limited time, and instant feedback 

which, according to Hamari et al. (2014), are empirically proven to increase intrinsic 

motivation, cognitive engagement, and active participation of students. In addition, this 

media is relevant to the student-centered learning approach (Arimbawa, 2021) which 

places students as active subjects in building their understanding through direct 

interaction with teaching materials and peers. 

Compared to other gamification media, Wordwall has several advantages that 

are factors that are factors for its success in increasing student active participation. The 

simple interface, ease of access via smartphone, and competitive quiz format that 

teachers can customize make Wordwall easier to apply in the classroom, in contrast to 

similar media that are more complicated in operation or less varied. These results are 
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in line with Ichsani et al. (2023) who stated that interactive gamification-based media is 

effective in increasing student learning participation in Pancasila and Civic Education 

classes by more than 80%. In addition, the instant feedback feature on Wordwall 

encourages students' cognitive engagement because they can immediately know the 

results of the answers, as stated by Rindiantika (2022) that digital media with direct 

feedback increases students' motivation to learn. However, the implementation of 

Wordwall also faces challenges, such as limited device facilities, unstable internet 

connections, and potential distractions for students who are more interested in the 

game aspect than the substance of the material. This condition reflects the problem of 

digital divide in Indonesian public schools (Kominfo, 2022), so practical solutions are 

needed in the form of providing stable internet access and optimizing blended learning 

so that learning remains effective even though facilities are limited. 

Another limitation of this study lies in its scope which only covers one class with 

good digital literacy characteristics, so generalization of findings to classes or schools 

with different student profiles needs to be done carefully. In addition, not all types of 

games in Wordwall are suitable for Pancasila and Civic Education materials that are values 

and argumentative, so teachers must be selective in choosing the type of activity that 

suits the learning indicators. Therefore, further research is recommended to test the 

application of Wordwall to other Pancasila and Civic Education materials such as Rights 

and Obligations of Citizens, Democracy in Indonesia, or Laws and Regulations, and 

compare it with other alternative mobile learning-based gamification media such as 

Kahoot or Quizizz. This effort is important to measure the differences in the impact of 

student engagement, motivation, and understanding in the context of technology-based 

digital learning at various levels and situations in secondary schools in Indonesia. 

Conclusion 

The results of this study show that the use of Wordwall media in learning 

Pancasila and Civic Education material "Formulation and Determination of Pancasila as 

the Basis of the State" in class VIII E State Junior High School 10 Malang is effective in 

increasing active participation and student learning motivation. The increase in active 

participation can be seen from an achievement of 40% in the first cycle to 85% in the 

second cycle, supported by the high enthusiasm of students in participating in 

interactive quizzes based on educational games provided by Wordwall. Attractive visual 

features, a time-limited quiz system, and a competitive format are proven to create a 

more enjoyable and challenging learning atmosphere, so that students are more actively 

involved in the learning process. In addition, the implementation of this media 

encourages teachers to be more adaptive in choosing interactive digital learning 

methods and media that are in accordance with the characteristics of the conceptual 

Pancasila and Civic Education material. Based on these findings, it is suggested that 
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Wordwall be tested on other argumentative Pancasila and Civic Education materials, such 

as Rights and Obligations of Citizens, Laws and Regulations, or Democracy in 

Indonesia, to measure its effectiveness in improving students' critical thinking and 

decision-making skills, as well as tested at other levels of education to assess the 

consistency of its impact. 
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