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Covid-19 has had a considerable impact on learning, so to 

keep improving student learning outcomes, lecturers are 

required to be more creative in using technology applications 

such as quizizz. This study aims to see the effectiveness of 

quizizz in improving student learning outcomes during the 

implementation of online learning during the Covid-19 

pandemic. This type of research is quasi-experimental, 

involving two sample classes, namely the experimental class 

and the control class. Sorting the two sample classes using 

random sampling technique. The data collection instrument 

used multiple choice tests. The data analysis technique used 

the t test by first doing the prerequisite tests, namely normality 

and homogeneity tests. The results of data analysis show that 

there are significant differences in learning outcomes between 

students who study using Quizizz and study conventionally. 

Quizizz has contributed significantly to student learning 

outcomes, because quizizz is a learning application that is 

packaged in an attractive manner, has a good graphic design 

and is automated. Online learning should integrate one of the 

quizizz applications so that it can motivate students to learn 

and can directly improve student learning outcomes. The 

creativity of the teacher in operating the quizizz also 

influences the course of the learning process. 
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1. INTRODUCTION 

Corona virus 2019 (Covid-19) has spread very quickly and almost all countries in the world are 

experiencing it, so the World Health Organization (WHO) declared this outbreak a recorded pandemic 

starting March 2020. All sectors of life are affected. To break the chain of Covid-19 spread, several 

institutions have implemented a new policy, namely working from home so that there are no services in 
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the office. Even if there are services in the office, the number of employees and visits is limited, and health 

protocols are strictly enforced. 

 According to UNESCO, the education sector has experienced a fairly severe impact due to the 

pandemic. As a result, the growth of online teaching has increased (Rahman, 2020). Online learning is the 

best solution for continuing education during the pandemic, especially at the higher education level 

(Mahyoob, 2016). In education, the government through the Ministry of Education and Culture in all 

countries has implemented a learning policy, namely learning from home. This allows the teaching and 

learning process to continue even though teachers and students do not meet face-to-face at school. 

Teachers can still deliver teaching materials, and students can still receive lessons without leaving their 

homes. Learning from home is carried out with a distance learning system. A study conducted by Chun, 

Kern, and Smith (2016) summarizes that distance learning is education where students are separated from 

educators and learning uses various resources through Information and Communication Technology 

(ICT). In the conditions of the Covid-19 pandemic, this learning method can be a solution so that the 

teaching and learning process can continue. Online learning is part of distance education that specifically 

combines electronic technology and internet-based technology or ICT in learning. ICT-based learning can 

be a liaison between teachers and students to support the learning process (Zakirman & Hidayati, 2017). 

Online learning is a program to organize online learning classes to reach a broad and massive group of 

students. Online learning refers to the use of internet-based technology features, which are highly 

dependent on the availability of information technology. Online learning requires an internet network. 

Teachers and students carry out learning together, at the same time, but in different places. Various 

applications and platforms can be used, such as whatsapp, telegram, zoom meeting, google meet, google 

classroom, edmodo, kahoot, quizizz, and others.  

The facts among the people really show that this online distribution system creates some difficulties 

and problems. A study conducted by Ahmad (2016) found that EFL learning which requires a lot of 

practice for its application also experiences problems when the learning system is implemented. In 

listening sessions, for the ICT tools used by teachers to train students who are separated and distant places 

are often ineffective. Teachers also cannot supervise students optimally when giving listening exams (Leli, 

2021). In distance speaking sessions or online learning, students also find problems in imitating the way 

of speaking that is exemplified by the teacher, and the teacher also cannot train students optimally to 

speak. Another problem is that some parents and students do not have computers or android devices, as 

found in the research conducted by Wahab and Iskandar (2020). Many studies have also found that some 

students fail to participate successfully in online classes due to lack of skills in online learning (Rahman, 

2020). Some of the other challenges found were; some students don't have their own smartphones, the 

internet connection is not stable, some students can't afford to buy enough internet quota because to 

provide internet quota it costs a lot of money. This difficulty is felt more by students and parents who are 

in the lower middle class economy. They do not have adequate budget to provide internet network 

(Efriana, 2021). In addition, students often find themselves challenged by self-regulation problems such 

as not being on time to attend online classes, low motivation to study and ineffective communication with 

fellow students. This self-regulation problem can become worse if students do not have adequate 

information and communication technology (ICT) knowledge (Aini, 2020). In addition, it was also found 

that there was a significant increase in online assignments given by teachers. Therefore, most of the 

student respondents expect learning in a conventional or face-to-face way (Hermanto, 2021). 

Compared to offline learning, online learning is significantly improved. Teachers need to explore 

what makes students to attend lessons with enthusiasm and enthusiasm. Educational gamification is one 

way that can make learning more interesting and motivate students to attend learning (Abu-Dawood, 

2017). One of the gamification platforms that can be used in online learning is quizizz. Quizizz is a fun, 

informative, multiplayer, free learning platform accessible on computers, tablets and smartphones. Each 

participant or group of students can access this platform anytime and anywhere because they do not need 

to create an account on the quizizz platform. They can join directly by entering the game code given by 

the quizizz admin, in this case the teacher who will act as admin later. Quizizz can transfer multiple tasks, 
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repeat, entertain, motivate, and accommodate multiple participants (Eser eker, 2017). Quizizz questions 

and answers will appear on the computer screen or mobile phone of each participant, thus this learning 

activity tends to be individual but can provide answer analysis for each answer that has been done by 

students. The use of quizizz makes students more active and concentrates on the learning material. In 

terms of formative evaluation, quizizz informs and identifies both wrong and correct answers for each 

student so that the results of the learning evaluation are more effective and detailed. The use of quizizz 

can also be done outdoors as long as there is an adequate internet network because quizizz should not be 

used in the same room to avoid cheating in doing exercises or assignments given directly by the teacher. 

In addition, quizizz can also be attended by participants outside the city as long as they are given a game 

code to be tested. 

In the quizizz application, the learning questions tested can be in the form of audio or audio-visual. 

The use of quizizz is very suitable for use in learning English with story-telling project based learning 

material. Story telling can also be interpreted as telling stories. So what is meant by story-telling project 

based learning is learning by using the storytelling method. In this case, the story-telling used is in the 

form of soft-data because the source of the narrative that will be given to students can be uploaded on the 

quizizz platform. The narration that will be used is taken from a narration that uses native language 

speakers, in this case a native English speaker or can also be referred to as a native speaker. Students will 

listen to the narration and play it twice so that students can understand well the meaning of the story 

conveyed. Then students will answer several questions that have been stored on the quizizz related to the 

story they have heard. In making practice questions, they can be made in the form of essay questions, 

multiple choice, and many other choices that can be adapted to material needs. In answering a question, 

students will be given a time limit in doing it so that students do not have the opportunity to ask questions 

with their friends. Thus the results of the answers that are done by the students in the quizizz application 

are purely the results of the thoughts and abilities of the individual students so that the results of the 

answers are measured reliably. 

2. METHODS  

This type of research is quasi-experimental involving the experimental class and the control class. 

The sampling technique used is random sampling with details of choosing the control and experimental 

classes at random. The instrument used in the study was a multiple choice test in accordance with the 

theme of Two Sisters and The Cat. Comparison of learning outcomes in the control class and the 

experimental class was analyzed using the t test. The t test was carried out after going through the 

normality test and homogeneity test. 

The t test is used to see the significant difference between the test results of the control class and 

the experimental class, in this t test SPSS is used to see a significant difference in the learning outcomes 

of the control class and the experimental class, if it is significant < 0.05, it can be interpreted that there 

is a significant difference between the learning outcomes of the control class and the experimental class. 

Research Hypothesis: 

Ho : There is no significant difference in learning outcomes between the experimental class and 

the control class 

Hi : There is a significant difference in learning outcomes between the experimental class and the 

control class 

Information: 

H0 is accepted and H1 is rejected, if the value of t count t table or if the value of Sig≥ 0.05. 

H0 is rejected and H1 is accepted, if the value of t count t table or if the value of Sig≤ 0.05.  
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3. FINDINGS AND DISCUSSION 

The results obtained from the research have to be supported by sufficient data.  The research 

results and the discovery must be the answers, or the research hypothesis stated previously in the 

introduction part.  

The classes involved in this study were the experimental class and the control class. The 

experimental class is a class that uses the quizizz application in learning, while the control class is a 

class that has the same student characteristics as the experimental class, but learns using conventional 

methods. To see the difference in student learning outcomes, hypothesis testing was carried out using 

the SPSS application. 

Findings 

To test the effectiveness of Quizizz in helping to improve understanding of the material, it is 

necessary to analyze data on student learning outcomes. Before testing the hypothesis, the prerequisite 

tests are carried out, namely the Normality test and Homogeneity Test. The normality test uses the 

Kolmogorov-Smirnov test, provided that the data will be normally distributed if the value of Sig 2. 

Tailed is obtained after analysis using the SPSS application. The results of the normality test for the two 

classes involved in the study are presented in table 1. 

 

Table 1. Data Normality Test for Experiment Class and Control Class 

Variabel Experiment Class Control Class 

N 38 37 

Normal Parameters Mean 73.6842 63.5135 

Std. Deviation 12.59742 11.17194 

Most Extreme 

Differences 

Absolute 0.226 0.275 

Positive 0.169 0.266 

Negative -0.226 -.275 

Kolmogorov-Smirnov Z 1.392 1.671 

Asymp. Sig. (2-tailed) 0.042 0.008 

 

Based on the results of the analysis, it can be concluded that the two groups of data, namely: data 

on student learning outcomes in the experimental class and control class have been normally 

distributed. This can be interpreted that the variance of the two groups is also the same and the data 

distribution has been normally distributed. The first requirement for testing the data has been met, the 

test is continued with the homogeneity test of the data. 

 

Data Homogeneity Test 

The homogeneity test of the data was carried out using the Levene test. The homogeneity test aims 

to see the similarity of the variance of the two data groups. This can be done if the data to be tested has 

been normally distributed. The results of the data homogeneity test are presented in Table 2. 

 

Table 2. Test of Homogeneity of Variances 

Levene Statistic df1 df2 Sig. 2 Tailed 

1.333 1 73 0.252 

 

Based on the results of the homogeneity test, it can be seen the value of Sig. 2 Tailed obtained > 

from the alpha value (0.05). It can be concluded that the two groups of data, namely the experimental 

class and the control class, were homogeneous. The two data groups have the same variance. Because 
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the two data prerequisite tests have been met, namely the data has been normally distributed and 

homogeneous, then the main hypothesis testing of the research can be continued. 

 

Data Effectiveness Test 

Testing the effectiveness of the data aims to see if there is a significant difference in the results 

between student learning outcomes who learn to use the Quizizz application and those who study 

conventionally. To see the significant difference in learning outcomes between the two groups, a 

statistical test was conducted using the t test. The results of statistical testing of the data are summarized 

in Table 3. 

 

Table 3. Results of t-test analysis to see the effectiveness of Quizizz 

Group Homogenity 

Data t df 

Sig. (2-

tailed) 

Mean 

Difference Std. Error Difference 

Equal variances assumed 3.696 73 0.000 10.171 2.752 

Equal variances not 

assumed 
3.702 72.379 0.000 10.171 2.748 

 

Based on the test results, it can be concluded that the value of Sig. 2 Tailed obtained < alpha value 

(0.05), so it can be concluded that Ho is rejected and Hi is accepted. The test results statistically indicate 

that the use of Quizizz in learning can provide significant differences in results with students who are 

in conventional learning classes. 

Discussion 

 Online interactive learning platforms provide opportunities for learners to become independent 

knowledge seekers as well as to equip themselves with relevant skills in today's human lifestyle, which 

is gradually rotating around the world. To support online learning, the main device needed is a 

computer or android that is connected to the internet network (Ariani, 2021).Game-based learning can 

make students the center of learning and make the learning process easier, more interesting, and more 

effective. This is in line with the statement Abu-Dawood (2017) educational gamification is one way 

that can make learning more interesting and motivate students to attend lessons so that students 

become more active in learning process. As we know, today the principles of 21st century learning 

places great emphasis on student-centred learning and promotes the use of learning into an enjoyable 

and engaging experience. Quizizz is a gamification-based platform that can increase students' 

motivation to learn. There are several factors that make quizizz interesting for students, among them 

is that this platform is a free or free platform, so students don't have to pay a penny to use quizizz. 

Students also don't need to create an account to access it, just enter the game code. 

Another factor that gives quizizz an advantage in the eyes of students is that because quizizz has 

an attractive appearance, quizizz has features that make them motivated to learn. The students stated 

that their favorite feature of quizizz is the 'leaderboard' where they can see where they are when they 

are working on the questions, whether they are in the top position or at the bottom position compared 

to their friends who are also working on the same questions. This fosters a competitive spirit among 

the students and makes them to compete and strive to improve their learning abilities. According to 

Eserceker (2017) quizizz is a platform that can transfer multiple tasks, repeat, entertain, motivate, and 

accommodate multiple participants at the same time. Beside, the quizizz can also be set to display 

interesting pictures accompanied by motivational words every time one question is answered by 

participant. This of course provides its own mood booster for students in learning process. 

Quizizz is very important in helping teachers, especially for lecturers who teach English courses 

because this platform has quite a lot of features and is complete where quizizz can store learning 
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resources in audio and audio-visual form. According to Citra and Rosy (2020) quizizz is a game-based 

educational application that brings the activities of many participants to the classroom and makes 

learning in the classroom more fun and more interactive.This feature is very helpful for English 

lecturers because by using quizizz, lecturers can create practice questions that aim to test students' 

competence in terms of listening skills. Listening skill is one of the important basic skills that need to 

be learned in learning English courses. In the current online learning system, listening skill is one of the 

most difficult skills to teach and test for students. The limitations of learning media in online learning 

systems make listening skills often neglected due to space and time limitations. However, the existence 

of quizizz no longer makes this a significant obstacle for teachers. Not only in terms of listening skills, 

but other skill competencies can also be taught and tested using quizizz because of the complete 

features provided by the platform. 

Quizizz can also improve students' English learning outcomes because quizizz is fun and can 

motivate students to be more diligent in understanding the subject matter given. This is due to the 

'leaderboard' feature which fosters an energetic and competitive learning atmosphere among students. 

Students are motivated to be in the top position when the problem solving session is carried out. In 

addition, quizizz also makes students more confident and positive in learning because quizizz makes 

students more enthusiastic about understanding lessons at home or wherever students are. Quizizz 

also allows students to complete practice questions more independently because students are given a 

time limit in working on the questions so that the possibility of cheating is minimal and the scores 

obtained are more fair and objective. This also makes students more focused in answering the questions 

given by the lecturer. Barrouillet (2015) argues that teachers should strategize to keep students focused 

and in an alert mental state to keep attention at the highest level by using tools such as; mind mapping, 

visual aids, presentations and spider maps. Quizizz also has a more attractive and simple appearance 

because it does not need to use more body movements when it is done and the feedback of questions 

in the form of memes or interesting pictures is also entertainment for students. 

The aim of incorporating gamification into education is to provide students with a more engaging, 

attractive and effective learning experience. Furthermore, according to Wibawa, Astuti, and Pangestu 

(2019) the quizizz application has features that in general and can facilitate lecturers and teachers as 

well as students in the learning process. This shows that the quizizz application can be used for learning 

innovation.The gamification-based platform offers a fun, interactive, and safe learning environment for 

students because it can be accessed anywhere. In the current era of industrial revolution 5.0, where 

almost all fields are influenced by digital elements, it is very appropriate to use a gamification platform 

to be used as one of the media in learning, especially in English courses. The implementation of online 

interactive platforms such as quizizz can be seen as a fun, creative, and impactful way to shift the 

conventional way to a more modern way and provide new experiences and knowledge, especially to 

the millennial generation to be more technology literate. Thus the world of education can keep pace 

with the pace of development of the times that we are experiencing today.  

In the future, it is hoped that other researchers will be able to maximize the use of quizizz in the 

learning process, not only at the higher education level so that quizizz can be used widely and evenly 

among teachers and students. Thus Quizizz is no longer a strange platform in the world of education. 

4. CONCLUSION  

Based on the results of data analysis and literature review that has been carried out, it can be 

concluded that the application of the quizizz application can improve student learning outcomes. 

Learning using the quizizz application becomes warmer, activates students in learning and increases 

involvement in the process. Students who learn to use the quizizz application have high motivation in 

doing the exercises, understand the material and get immediate feedback on the results achieved. The 

quizizz application is a technology application that is designed to be as simple as possible so that it can 

be widely used and help make online learning successful. The developments carried out by the quizizz 
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application open up opportunities for other researchers to be able to innovate in learning by using this 

application. 
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