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Abstract

This article aims to provide a further understanding of the utilization and influence obtained from web-based
online games using Wordwall media which is considered the influence in improving the reading ability of grade
X students at SMAN Kartikatama Metro. Qualitative descriptive is an analysis involves the processing of survey
data that assesses the relationship between the use of Wordwall and student ability which is a factor in student
reading comprehension learning outcomes. The subject of this research is from class X students at Kartikatama
Metro High School which amounted to 20 students. Data were obtained from multiple-choice questions pre-test
and post-test. The analysis used in this study is descriptive statistics. The study results show that the average pre-
test scores of class X students are 63.50, while the average score of the post-test is 81. The percentage of pre-test
results shows that around 95% are included in the fewer categories and 1% is in the sufficient category. The
percentage of post-test results showed an increase of 25% in the good category and 15% in the very good
category. There are 50% of the total students who have improved their reading ability. The conclusion of this
research is that there is a positive influence by using online game Wordwall on the reading ability of grade X
students at Karkatama Metro High School.
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INTRODUCTION

In today's digital era, it is certainly an important factor to support the development of student learning to
be better so that it can improve the ability to think critically, creatively and innovatively (Pambudi et al., 2019).
English language learning in education has become a compulsory subject that every student must follow, but in
its development many students dislike English lessons. This is still a problem issue that is often discussed and
researched for efforts to improve good English skills in students, especially at the high school level. There are
four common skills in English that must be mastered by students which is listening skill, speaking skill, reading
and writing skills (Shahidan et al., 2024). Reading is a large part of the learning process (Fikri, Sintania, et al.,
2025).

Reading ability is one of the basic skills that are important in everyday life. Reading is an activity that
involves the pronunciation of words as well as the comprehension of words from printed materials (Fikri,
Rigkiyahi, et al., 2025). This ability is not only about understanding text but also includes the skills of analysing,
evaluating and interpreting information presented in writing (Putri & Widajati, 2017). In the context of education
and self-development, good reading skills enable a person to understand various concepts, broaden
understanding and improve critical thinking skills. Visual literacy can enhance reading comprehension,
particularly in the setting of classroom instruction (Fikri et al., 2024).

In the independent curriculum, students and teachers are free to learn English using the utilization of
ICT-based learning media and E-learning media to support effective and efficient learning (Pambudi et al.,
2019). Some schools have legalized their students to use electronic device like Smartphone which are used as
infrastructure for learning English. However, in practice, many students use their Smartphone to play and switch
to social media even during learning. So that it causes a decrease in the level of students' English skills,
especially in reading skills.
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The challenges faced by teachers in improving students' reading skills often arise due to learning
methods that do not attract students' interest in learning to read writing. Many students tend to get bored with the
traditional methods used by teachers so that students often feel bored when learning English in class, especially
for reading material (Abidin et al., 2024). However, it is necessary to have an interactive and an innovative
approach to overcome the problems faced by teachers in teaching reading material to grade 10 students at SMA
Kartikatama Metro, one method that can be used as an alternative to interactive learning that can improve
students' reading skills use online game based media in learning (Jamalulail et al., 2022).

The use of games now is more popular as an interactive learning media in class, not only as a form of
entertainment and motivation, the use of game based online learning is also developed to hone and improve
students' understanding skills related to the material taught in class (Adeoye, 2023). From various types of web-
based online games, the author chose a web-based game, namely Wordwall.

Wordwall is one of the media designed to assist in the learning and teaching process that students need
in learning words and phrases in class (Azza et al., 2023). This game offers various game features such as dialog,
characters, instructions that are packaged in the form of virtual and traditional games so that it can attract
students to learn using the Wordwall game. The Wordwall game provides questions and quiz-like questions
related to everyday situations so as to encourage players to read, understand and make decisions based on the
information contained in the game (Sitompul et al., 2024). The researcher selected the Wordwall as a media
based on teaching and learning English in light of aforementioned issue. The online game Wordwall is a straight
forward and user-friendly medium which means easy to use and inexpensive yet efficient that student can use for
free. It’s works well for school with a media available for English instruction. The teacher doesn’t have spent a
lot of time or fees to creating this media. Wordwall provide various template based on games in daily life even
virtual games related to reading process for students and helps students to develop their reading ability (Tamba
etal., 2022).

According to (Sadyva et al., 2024) In her research entitled The use of Web-Based Vocabulary Games to
Improve Junior High School Student's Vocabulary Mastery in Reading, he said that using Wordwall games is
more effective in improving students' reading skills compared to traditional methods. The game method helps
students remember vocabulary faster and helps students understand the meaning of words compared to using
textbooks. The research shows that there is an increase in students' reading ability in understanding the meaning
of words, word pronunciation and the proper use of words. The research conducted by (Sibghatullah Mujadidi et
al., 2023) entitled Games in English Language Teaching Using the Genially Platform published in the Journal of
English education and literature volume 3 number 3 for the December 2023 period. In addition to attracting and
enhancing of education through English Language Teaching (ELT) this study’s objective is to determine how
students perceive the influence of the teaching and learning process utilizing the games technique using the
genially platform. This study employed the descriptive qualitative research methodology. According to the
findings, participants responded favourably to the game-based approach to learning English. In additional to
proving educators and students with an assessment of the use of learning media utilizing the English game
approach, this research is anticipated to be innovation and inspiration in using media digital.

(Zaharani, 2022) In her research that examines the effectiveness of creating online game media in the title of
his research, namely The Effect of Wordwall Method on Students' Writing Ability by using a qualitative
descriptive method, the goal of this research id to determine whether the well approach may help students
become better in writing skill. The study findings provide an explanation for the notable shifts in students
improving writing skill. The conclusion of this study is that the implementation of the Wordwall method can
change students' ability to write to be more positive with significant benefits. Other research conducted by (Az
Zahrah & Anwar, 2023) In his research entitled The Effect Using Wordwall game Application To Improve
Student's Vocabulary In Chumchon Ban Phanokkhao School said that the Wordwall application bias improves
students' ability to master vocabulary in learning English.

Previous research provides an overview of the influence caused by the use of Wordwall online game media
can provide a good change in students' abilities. Researchers mostly examined what is the effect of using the
Wordwall in students reading ability and vocabulary improvement. In this study, the researcher wanted to
examine whether the influence of the online game Wordwall had on the reading ability of grade X students at
Kartkatama Metro High School. This study is the latest research on students' reading ability for researchers and

50 | VoL. 4 No. 2 (DECEMBER, 2025) 49-54



ENJEL: ENGLISH JOURNAL OF EDUCATION AND LITERATURE - VOL. 4 NO. 2 (DECEMBER, 2025) 49-54

is also the first web-based method that can help teachers improve the English language skills of grade X students
of Kartikatama Metro High School.

METHODOLOGY

The method used is a quantitative descriptive analysis. Qualitative descriptive analysis is an activity
carried out to collect data in the form of numbers obtained from facts in the field (Adolph, 2016). Qualitative
descriptive is a research approach that involves a series of activities to collect, analyze, and interpret data that is
natural or as it is according to real conditions that occur in the field whose goal is to describe a certain
phenomenon or situation in depth and detail without manipulating the variables being studied (Lestari et al.,
2022). This method was chosen because it was appropriate to analyze whether there was an influence caused by
the use of Wordwall media on students' reading ability. Research The subject of the study is class X in the upper
school of Kartikatama Metro with a student population of 20 students. This research lasted for three meetings,
the first meeting held for pre-test session to find out the students' starting aptitude, then the second meeting was
to give Wordwall game treats to students. In the last meeting which is the post-test session to find out the final
score of the student after the treatment.

RESULTS AND DISCUSSIONS

In this study, three meetings were held the first meeting was related to finding out the initial ability to read.
At the first meeting, students will be given food material learning on the theme of sport and healthy food. At this
meeting, the teacher discussed the procedural text, the teacher explained. Then students were given pre-test
questions through Google form, there were 20 multiple-choice questions. Here is a graph that shows the results
of the student pre-test.

Table 1. Students' reading ability before treatment.

Value interval Total Percentage Criteria
60-70 19 95% Less
71-80 1 5% Enough
81-90 0 0 Good

91-100 0 0 Excellent

The table above is data taken from the pre-test results of 20 students at the first meeting so that it can be
seen that there are 95% included in the lack group with a total of 19 students who meet the pre-test acquisition
score of 60-70 points. Then there are 5% who are classified as sufficient with a total of 1 student who meets the
81 — 90 point thresholds. As for the good category with a score of 81-90 and very good with a score of 91-100,
none of the students met these criteria, in other words, the students' reading comprehension ability was relatively

low.
Table 2. Descriptive statistics of pre-test results.
Descriptive statistics Pre-test statistical value
Sample 20
Mean 63,50
Median 60
Modus 60
Range 30
Standard Deviation 6,71
Minimum 50
Maximum 80
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The results of the pre-test showed that the minimum score is 50 and the maximum score is 80. The
range is the difference between the maximum value and the minimum value of 30. The average at the time of the
pre-test is 63.50 and the mode value is 60. Then the standard deviation value which is the average value after
calculation is 6.71.

The next table analysis is related to the indigo after the post-test on students' reading comprehension
ability in English after applying the treatment with the method using the Wordwall game. According on the
results of the student’s post-test, a list of frequency distribution with the category of post-test results percentage
was obtained. The following is a table of frequency distribution of student post-test scores:

Table 3. Students' reading ability after treatment.

Value interval Total Percentage Criteria
60-70 3 15% Less
71-80 9 45% Enough
81-90 5 25% Good

91-100 3 15% Excellent

Based on the table, it is known that most students have experienced significant changes in numerical
values, it can be seen that this change shows an improvement in students' reading ability. There were 15%
showing an increase with a vulnerable score of 91-100 that met the criteria very well with a total of 3 students.
There are 45% showing an increase with a vulnerable age of 71-80 meeting the criteria with the highest number
of 9 students. There are 25% showing an increase with a vulnerable score of 81-90 which meets the criteria well
with a total of 5 students. There are 15% who meet the criteria less with a vulnerable score of 60-70 with a total
of 3 students.

Overall, there are 50% of students who meet the criteria of good and very good. This can be interpreted
as bringing students to experience a significant increase from initially none of them were included in the good
and very good criteria, which is 0 students, now it has changed to 8 students. This indicates that the treatment
provided during the learning process has high effectiveness in improving students' reading comprehension skills.

The following table is a descriptive statistical table that describes students' reading comprehension

skills:
Table 4. Descriptive statistics of post-test results.
Descriptive statistics Post-test statistical value

Sample 20
Mean 81
Median 80
Modus 80
Range 40
Standard Deviation 12.93709
Minimum 60
Maximum 100

From the table above, the table shows that students' reading ability has an average post-test score of 81
and a median score of 80. The maximum value is 100 and the minimum value is 60 with a vulnerable value of
40. Meanwhile, the standard deviation which is the average value after the calculation process is 12.93709. The
mode value obtained after the post-test shows that the score is included in a relatively high category which is 80.
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Figure 1. Diagram of the average from results of the pre-test and post-test.

We can see from the bar chart above that the average pre-test is 63.5 while the average post-test result is
81. This fact can be interpreted as an average increase after using Wordwall online game media in improving the
reading ability of grade X students at the school above Kartikatama Metro. This proves that the online game
media Wordwall has a great influence in improving students' reading skills.

Judging from the students' responses when using the Wordwall game media, students began to see an
increase in their interest in reading. This can be interpreted as an increase in student motivation factors when
playing Wordwall games. The influence of learning motivation is very important to support students' ability to
read. Students tend to be active when reading vocabulary and sentences contained in the wall game, so the
students is able to understand and remembering the words they have read. The online games Wordwall has a
positive influence on improving students' reading skills in learning English so that there is a change in students'
academic grades for the better and provides teachers with an understanding of the extent of students' ability to
understand learning English.

CONCLUSION

The conclusion from the results and discussion of the research about the influence of using media
online games Wordwall in improving the reading ability of grade X students at Kartikatama Metro high school,
it can be concluded that at the first meeting it can be analyzed that the students' reading ability is in the low
category. After being given learning through the Wordwall game, the results obtained showed an increase in
reading ability compared to the first meeting. This shows that the Wordwall game has a positive influence that
biased to improve the reading ability of grade X students at Kartikatama Metro high school. The game method is
actually biased to improve student learning outcomes; the author hopes that teachers and schools will continue to
innovate using digital learning methods to support students' ability to learn. The disadvantage of this study is that
the author has not identified the obstacles or negative influences that may arise from the use of online games.
From this study, the author hopes that this scientific paper can be used as a reference and can be redeveloped by
other researchers. The researcher thanked the school and English teachers at Kartikatama Metro High School for
allowing the researcher to conduct research on his students. The researcher hoped that this research can be as
reference for other researchers and provide benefits and information that can add to general knowledge about the
use of online game-based learning media.
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