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selected through purposive sampling, while two experts validated the
instructional design and supporting instruments. Data came from expert
validation sheets, teacher and student questionnaires, classroom observations,

interviews, documentation, and learning outcome tests. Quantitative
descriptive analysis assessed validity, practicality, and effectiveness. The mean
expert validation score reached 3.62 on a four-point scale, classified as very
valid. Teacher responses reached 88.46%, and the implementation mean
reached 1.67, indicating positive acceptance and full implementation. Student
responses reached 92.6%, observed learning activity averaged 74.28%, and 33

of 36 students achieved the reported mastery criterion, giving a classical
mastery percentage of 91.67%. The findings indicated that the developed
design met the study’s validity, practicality, and effectiveness criteria and
supported active participation and understanding of disaster mitigation and
adaptation in Geography learning.
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1. Introduction

Educational change requires learning activities that develop knowledge, skills, and students’
participation. Education contributes to human resource development and supports learners
in responding to social and technological change (Humiati & Budiarti, 2020; Puspitasari &
Syafitri, 2025; Rizqi, 2023). Educational technology provides a systematic approach to
designing, managing, and evaluating learning experiences. Its contribution depends on how
teachers connect technology with learning objectives and classroom needs (Baikuna et al.,
2023; Mukhid, 2023).

Instructional design gives teachers a framework for aligning objectives, content, activities,
media, and assessment. Effective planning extends beyond presenting information. It also
organises opportunities for exploration, discussion, and reflection (Julacha et al., 2022;
Ramdhan & Hakim, 2024). Teachers need sufficient readiness to use digital resources and
adapt them to their learning environments (Hasyim et al., 2024). These considerations are
relevant to Geography, where students learn relationships between environmental
conditions, human activities, and disaster risk.
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Initial observations at SMA Negeri 1 Sinjai identified limited variation in Grade XI
Geography instruction. Teachers generally used PowerPoint presentations and textbooks.
Students described the lessons as monotonous and reported difficulty understanding the
content. Observations and interviews therefore indicated a need for a more varied
instructional design, particularly for disaster mitigation and adaptation. The proposed
response combined structured learning activities with interactive digital media to encourage
attention and participation.

Learning Cycle 7E offers seven connected stages: elicit, engage, explore, explain, elaborate,
evaluate, and extend. These stages help students connect prior knowledge with new concepts,
discuss their understanding, and apply concepts in different situations (Adilah & Budiharti,
2015; Ayuni et al., 2025). Previous studies have examined the model in relation to learning
outcomes and critical thinking (Adi et al., 2024; Elvira & Vebrianto, 2021; Zuhra et al., 2017).
Wordwall provides interactive activities that teachers can adapt to their subject matter.
Studies included in the literature associate its use with motivation, classroom participation,
and learning achievement (Arimbawa, 2021; Kusnadi & Azzahra, 2024).

Earlier work discussed Wordwall in Biology, elementary Science, and other school subjects
(Andini et al., 2023; R. Lestari & Rohmani, 2024; Wahyuni et al., 2024). Research on Learning
Cycle 7E also addressed mathematical problem solving and reasoning (P. Lestari & Rosdiana,
2018; Nurrohmah et al., 2024). The present study brings these approaches into Grade XI
Geography through an instructional design focused on disaster mitigation and adaptation. It
examines the quality of the developed design through expert validation, classroom
implementation, user responses, learning activity, and achievement.

The study aimed to identify instructional needs at SMA Negeri 1 Sinjai, develop a Wordwall
supported Learning Cycle 7E design, and assess its validity, practicality, and effectiveness.
These aims correspond to the classroom problem and the quality criteria used in the
development process. The instructional product integrates the seven learning stages with
interactive activities and assessment for the selected Geography content.

2. Literature Review
2.1. Instructional Design and The ADDIE Model

Instructional design involves systematically planning, developing, implementing, and
evaluating learning. It connects students’ needs with clear objectives, suitable strategies,
appropriate media, and assessment. Planning provides a basis for classroom implementation,
while evaluation supplies information for improvement (Anggraeni & Nurazizah, 2024;
Julaeha et al., 2022; Ramdhan & Hakim, 2024). Educational technology supportts this process
by helping teachers select and organise resources for specific learning purposes (Baikuna et
al., 2023; Mukhid, 2023).

The ADDIE model comprises analysis, design, development, implementation, and
evaluation. Analysis identifies the learning problem, student characteristics, and required
content. Design establishes objectives, strategies, activities, and assessment. Development
produces and refines the instructional materials. Implementation brings the product into
classroom practice, and evaluation assesses its quality and learning results (Surjono, 2017).
Research and development uses such procedures to produce an instructional product and
examine its suitability (Okpatrioka, 2023). The use of ADDIE in developing an interactive
self-learning module illustrates its application to the organisation of digital learning
experiences (Jais et al., 2022).

Development quality involves more than the appearance of a digital product. Expert review
examines the suitability of its content, design, and instruments before classroom use.
Validation sheets provide structured criteria and space for suggestions to improve the
product (Saputri et al., 2023). The development of educational media also requires
instruments aligned with the aspects under evaluation (Angraini et al., 2023). In this study,
validity, practicality, and effectiveness guided product development and assessment.
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2.2.Learning Cycle 75

Learning Cycle 7E organises learning around students’ active involvement in constructing
and applying knowledge. Teachers facilitate the process through seven stages rather than
relying only on explanations. The model connects prior understanding, investigation,
explanation, application, assessment, and transfer (Adilah & Budiharti, 2015; Ayuni et al.,
2025). Earlier research relates this sequence to learning achievement, reasoning, and critical
thinking (Adi et al., 2024; Elvira & Vebrianto, 2021; Nurrohmah et al., 2024).

The elicit stage identifies students’ prior knowledge through questions related to familiar
expetiences. Engage directs attention to the topic and encourages curiosity. Explore gives
students opportunities to investigate problems, examine information, and discuss findings in
small groups. Explain allows students to communicate their findings and connect them with
the concepts introduced by the teacher (Adi et al., 2024; Adilah & Budiharti, 2015;
Nurrohmah et al., 2024). These stages link the initial understanding of a problem with a more
organised explanation.

Elaborate asks students to apply concepts and skills to relevant problems. Evaluate assesses
understanding through formative and summative activities. Assessment can also take place
during other stages to help teachers monitor learning (P. Lestari & Rosdiana, 2018). Extend
encourages students to connect the concepts with additional situations. Studies on Learning
Cycle 7E support its use as an alternative for improving students’ involvement and subject
understanding (Afrida et al., 2026; Zuhra et al.,, 2017). The approach requires adequate
preparation, classroom management, and time for the learning sequence.

2.3. Wordwall and Geography learning

Wordwall is a web-based learning medium that offers educational activity templates,
including quizzes, matching tasks, and random wheels. Teachers can adapt these activities to
the lesson content and use them to invite responses and assess understanding (Silvia &
Wirabrata, 2021). Its use in learning can provide varied practice and support student
motivation (Arimbawa, 2021; Kusnadi & Azzahra, 2024; Samiadi, 2024). Research on game-
based learning also discusses Wordwall as a resource for integrating interactive activities into
instruction (Putra et al., 2024).

The instructional value of Wordwall depends on the relationship between the activity and its
learning objective. Interactive tasks need clear content, accessible language, and suitable
evaluation. Wordwall can serve as a learning assessment medium, while teachers need to
consider access and preparation when using it (Nafian et al., 2024). Students’ responses and
learning achievement provide information about its classroom use (Andini et al., 2023; R.
Lestari & Rohmani, 2024; Wahyuni et al., 2024).

Disaster mitigation concerns efforts to reduce disaster risk and its effects through structural
measures, awareness, and preparedness (Fariza & Handayani, 2022). Adaptation concerns
adjustments that reduce vulnerability and strengthen resilience (Priyono, 2024). These
concepts offer contextual content for Geography learning. The present design links Learning
Cycle 7E activities with Wordwall so that students can examine disaster-related problems,
explain concepts, complete practice tasks, and apply their understanding to everyday
situations.

3. Research Method and Materials
3.1. Research design and participants

The study used research and development at SMA Negeri 1 Sinjai, Sinjai Regency, South
Sulawesi, Indonesia. Initial classroom observations took place in the second semester of
2025. The development followed ADDIE to produce and assess a Learning Cycle 7E
instructional design supported by Wordwall (Okpatrioka, 2023; Surjono, 2017). The learning
content covered disaster mitigation and adaptation for Grade XI.
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The Grade XI population comprised 108 students in three classes, each with 36 students.
Purposive sampling selected class XI 1, with 36 students, for the product trial. Selection
considered enrolment in Geography, active participation, attendance during assessment, and
classtoom conditions supporting digital learning. Defining the population and selecting
appropriate participants form part of the research sampling process (Subhaktiyasa, 2024).
Two experts reviewed the developed product, and the Geography teacher observed
classroom implementation.

3.2. Development procedure

Analysis identified learning problems, content requirements, development tools, and product
specifications through classroom observations and interviews with the teacher and students.
Design established learning objectives, activities, media, and research instruments.
Development produced the instructional design and submitted it to two validators. The
researcher used their comments to refine the product before implementation.

Implementation applied elicit, engage, explore, explain, elaborate, evaluate, and extend to the
selected content. Wordwall supported interactive activities, including Quiz, Match Up, Group
Sort, Open the Box, Random Wheel, Labelled Diagram, and Exit Ticket. The researcher
conducted the lessons, while the Geography teacher observed learning implementation and
student activity. Evaluation used the implementation findings and feedback to refine the
instructional product.

3.3. Instruments and data collection

Data collection used expert validation sheets, teacher and student questionnaires, classroom
observation sheets, interviews, documentation, and learning outcome tests. Validation
assessed the instructional design and supporting instruments using four-point ratings and
expert suggestions (Angraini et al., 2023; Saputri et al., 2023). Teacher responses examined
practicality, while student responses addressed interest, ease of use, and perceived support
for understanding (Marlina & Sumaryoto, 2023).

Observations recorded implementation and student activity during the learning process.
Observation sheets organise the collection of classroom information (Bela et al., 2021). Tests
assessed students’ cognitive understanding of Geography content. The research instruments
included pretests and posttests, while the reported learning outcome results summarised
mastery after implementation (Putri, 2022; Siregar et al., 2023). Documentation supplied
supporting classroom records.

3.4. Data analysis

Quantitative descriptive analysis used mean scores and percentages. Expert ratings classified
a mean from 3.5 to 4.0 as very valid. Practicality required positive teacher responses of at
least 70% and an acceptable level of learning implementation. The implementation criteria
classified a mean from 1.5 to 2.0 as fully implemented.

Effectiveness drew on student responses, observed activity, and learning mastery. Student
responses from 85% to 100% were very positive, while activity from 60% to below 80% was
good. Classical mastery represented the percentage of students meeting the mastery criterion
reported in the learning outcome table. The product met the effectiveness criteria when
responses were at least positive, activity was at least good, and learning outcomes were at
least good.

4. Results and Discussion
4.1. Instructional needs and the developed design

Observations and interviews identified limited instructional variation and students’ difficulty
understanding Geography through textbook-centred lessons. The development responded
with a Learning Cycle 7E design for disaster mitigation and adaptation. The product
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combined structured learning stages, contextual content, interactive Wordwall activities, and
practice and assessment tasks.

The design encouraged students to recall prior understanding, explore problems, explain
findings, apply concepts, evaluate their understanding, and extend learning to other contexts.
This organisation reflects the active learning sequence discussed in earlier Learning Cycle 7E
studies (Adi et al., 2024; Adilah & Budiharti, 2015; Ayuni et al., 2025; Zuhra et al., 2017).
ADDIE connected the identified need with product design, expert review, implementation,
and evaluation (Jais et al., 2022; Sutjono, 2017).

4.2. Validity

Expert validation produced an overall mean of 3.62 out of 4.00, classified as very valid. All
assessed components met the very valid category. The instructional design scored 3.51, and
the student response questionnaire scored 3.76, the highest component rating. Table 1
presents the complete validation summary.

Table 1. Expert validation of the instructional design and research instruments

Component Mean score Category
Instructional design 3.51 Very valid
Teacher response questionnaire 3.62 Very valid
Student response questionnaire 3.76 Very valid
Student activity observation sheet 3.57 Very valid
Learning implementation observation sheet 3.68 Very valid
Learning outcome test 3.58 Very valid
Opverall mean 3.62 Very valid

The findings supported the suitability of the instructional design and instruments for
classroom use. Expert comments informed refinement before implementation. This
procedure follows the role of validation in educational product development (Anggraeni &
Nurazizah, 2024; Saputri et al., 2023). The design’s organisation also accords with previous
Learning Cycle 7E work that emphasises student involvement and opportunities to develop
understanding (Afrida et al., 2026; Elvira & Vebrianto, 2021).

4.3. Practicality

The teacher response questionnaire produced a total score of 46 and a percentage of 88.46%,
meeting the positive category. The responses covered instructional objectives, clarity,
presentation, usability, student involvement, curriculum alighment, and technology use. Table
2 presents the ratings for each statement.

Table 2. Teacher responses to the Wordwall supported instructional design

No. Statement Score
1 Wordwall supports the achievement of learning objectives. 3
2 The Geography content uses clear and understandable language. 4
3 The medium presents content and contextual problems effectively. 4
4 Wordwall is easy to use. 4
5 The typeface and font size are appropriate. 4
6 Videos help clarify the content. 3
7 Wordwall encourages students to participate actively. 4
8 Wordwall helps students understand the learning content. 3
9 Wordwall helps the teacher conduct the learning process. 4
10 I used Wordwall for the first time in this learning process. 3
11 Wordwall has an attractive display. 4
12 The Wordwall content aligns with the applicable curriculum. 3
13 Wordwall supports technology-based learning at school. 3
Total 46

Percentage 88.46%

The implementation mean reached 1.67, classified as fully implemented. Introductory
activities scored 1.67, core activities 1.50, and closing activities 1.83. The results in Table 3
indicate that the learning activities could follow the developed design.

@ G) @ This open access article is distributed under a Creative Commons Attribution (CC-BY-NC) 4.0 922
L ﬁ license.



Ratnawati, et.al., ARRUS Journal of Social Sciences and Humanities, Vol. 6, No. 5 (2026)
https://doi.org/10.35877/soshum5488

ISSN: 2776-7930 (Print) / 2807-3010 (Online)

Table 3. Implementation of the instructional activities

Observed activity Mean score Category
Introductory activities 1.67 Fully implemented
Core activities 1.5 Fully implemented
Closing activities 1.83 Fully implemented
Opverall mean 1.67 Fully implemented

Together, positive teacher responses and full implementation met the practicality criteria.
Wordwall supplied varied activities within the organised learning sequence. The finding
relates to previous work on Learning Cycle 7E supported by Wordwall and the classroom
use of interactive activities (Kusnadi & Azzahra, 2024; Maritza et al., 2026; Nafian et al.,
2024).

4.4. Effectiveness
The 36 participating students completed the response questionnaire after the lessons. Their
average response reached 92.6%, classified as very positive. Responses were strongest for

understandable language and an attractive display. Students also reported enthusiasm, ease of
use, and support for understanding. Table 4 presents the item percentages.

Table 4. Student responses after the learning activities

No. Statement Percentage
1 Wordwall has an attractive display. 97
2 Wordwall makes me more enthusiastic about learning Geography. 94
3 Wordwall presents content and contextual problems effectively. 90
4 Wordwall is easy to use. 93
5 The typeface and font size ate appropriate. 88
6 Videos help clatify the learning content. 93
7 The lessons help me understand and solve questions. 91
8 T would like to study the next topic using Wordwall. 92
9 1 used Wordwall for the first time. 90
10 The language is easy to understand. 98

Mean percentage 92.6

Observed student activity averaged 74.28%, classified as good. Observations covered
attention, responses, problem solving, group participation, discussion, presentation,
cooperation, and reflection. Respect for classmates’ opinions reached 88%, while responses
to the initial stimulus reached 56%. Table 5 presents the activity profile recorded across two

meetings.
Table 5. Observed student activity during classroom implementation
No. Observed activity Percentage
1 Listening to the teacher’s explanation of learning objectives. 86
2 Listening to the review of prerequisite content. 78
3 Responding to the stimulus provided by the teacher. 56
4 Considering solutions to the problem presented. 67
5 Joining the assigned working groups. 76
6 Working with the assigned group. 73
7 Examining and discussing the problem under the teacher’s guidance. 70
8 Collecting information to support problem solving. 75
9 Cooperating, exchanging ideas, and respecting different opinions. 67
10 Presenting group work to the class. 75
11 Respecting classmates’ opinions. 88
12 Cooperating and exchanging ideas during group discussion. 78
13 Reflecting on the investigation and problem-solving process. 76
14 Listening and expressing opinions during learning evaluation. 75
Mean percentage 74.28

Learning outcome assessment showed that 33 students met the reported mastery threshold
of 75, while three students remained below it. The classical mastery percentage reached
91.67%, classified as very good. Table 6 presents the frequencies and percentages.
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Table 6. Students’ learning mastery after implementation

Mastery criterion Category Frequency Percentage
<75 Not mastered 3 8.33%
=75 Mastered 33 91.67%

Very positive responses, good activity, and very good mastery met the study’s effectiveness
criteria. The findings supported the use of the developed design for the selected Geography
content. The results relate to studies discussing Wordwall and learning achievement (Andini
et al., 2023; R. Lestari & Rohmani, 2024; Wahyuni et al., 2024), and to the use of interactive
media assessed through responses, activity, and learning outcomes (Marliani et al., 2024).

4.5 nstructional interpretation

Learning Cycle 7E provided the sequence for participation, while Wordwall supplied
interactive practice and assessment. Students could connect prior knowledge with
explanations and applications, consistent with the problem-solving and reasoning orientation
of the model (P. Lestari & Rosdiana, 2018; Nurrohmah et al., 2024). The interactive activities
also supported the motivation and participation described in previous Wordwall studies
(Arimbawa, 2021; Putra et al., 2024; Samiadi, 2024; Silvia & Wirabrata, 2021).

The design’s classroom use requires teacher preparation, suitable activities, and adequate
access to digital resources (Hasyim et al., 2024; Nafian et al., 2024). For disaster mitigation
and adaptation, contextual tasks connect learning with risk reduction and resilience (Fariza
& Handayani, 2022; Priyono, 2024). The developed product therefore brings instructional
structure and interactive media together for the learning need identified at SMA Negeri 1
Sinjai.

5. Conclusion

The ADDIE development process produced a Wordwall supported Learning Cycle 7E
instructional design for Grade XI Geography at SMA Negeri 1 Sinjai. The design met the
study’s validity, practicality, and effectiveness criteria. Expert validation reached 3.62, teacher
responses reached 88.46%, and implementation reached 1.67. Student responses reached
92.6%, activity averaged 74.28%, and 33 of 36 students achieved mastery. The developed
design was suitable for learning disaster mitigation and adaptation. Teachers may use it as an
instructional alternative, while further development can cover different content, educational
levels, and wider trials.
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