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Online learning is learning that is applied by all educational institutions today. The
use of appropriate media can support student effectiveness in education, especially in
applied physics courses. This study aims to see online learning's effectiveness using
quizizz educational media during the covid-19 pandemic in applied physics courses.
This research uses a descriptive research method. The population in this study were
students of the Almuslim University Physics Education Study Program. The sample
selection used a purposive sampling method, namely students who were taking
applied physics lectures. The data collection techniques used were tests (quizzes) and
questionnaires. This study indicates that quizizz educational game media is one of the
most effective online learning media used during the Covid-19 pandemic in applied
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I. Introduction

Education is a deliberate and organized attempt to
build an environment and learning process for students to
successfully improve their capacity for moral, religious,
self-control, personality, intellect, noble character, and
abilities essential for themselves and society [1].

The outbreak of Covid-19 coronavirus in 215
countries poses challenges for educational institutions,
especially universities. The Government has outlawed
crowding, social distancing, physical distancing, wearing
masks, and often washing hands to tackle Covid-19. The
Government has not allowed tertiary institutions to offer
face-to-face (conventional) lectures through the Ministry
of Education and Culture and ordered them to conduct
classes or study online (Kemendikbud Dikti Circular
Letter No.1 of 2020) [2]. Higher education is led to be
able to have online learning [3].

Therefore, it is necessary to review the application
of face-to-face learning that can gather students. Learning
scenarios must prevent any potential for physical contact
between students and teacher-students [3]. The
Government's decision to dismiss students, move the
teaching and learning process at home by implementing
the Work From Home (WFH) policy makes many parties
nervous. According to Sadikin [2], digital technology can
allow students and lecturers to carry out the learning
process even though they are in different places.
According to Ferdiana [4], various learning media carried
out by lecturers during the pandemic have increased the
use of digital technology that is integrated into the entire
student learning experience. Recent literature studies state

that today's students are proficient in using digital
technology, are always active and very participatory on
social media in the internet network. However, the
Covid-19 pandemic era, which changed learning habits
from offline forced them to go online, is essential to
recognize the difficulties in utilizing the right digital
technology. This is because the use of digital media for
teaching and learning has long been inconsistent and
varies widely between fields of study, level of study, and
mode of delivery [5].

The use of various learning media is expected to
increase student motivation in meaningful teaching and
learning during the pandemic. Engaging learning will
improve learning outcomes [6]. Various learning media
that are carried out online utilize various internet network
platforms, interaction, and facilities to support student
learning services [7].

The use of online media or e-learning-based media
is one solution to make students understand lecture
material well. The learning process through e-learning
prioritizes learning efficiency to get full teaching even
though they are not facing to face. Besides, e-learning can
be accessed anywhere, anytime, according to a given
task, scheduled with a predetermined time limit.

Quizizz is one of the e-learning-based learning
media to use. Quizizz is a game-based instructional
software that brings multiplayer classroom activities and
makes work in the classroom engaging and enjoyable.
Students can perform classroom activities on their mobile
devices by using Quizizz. Quizizz has game features like
avatars, themes, memes, and fun songs in the learning
process. Quizizz also helps learners to compete with each
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other and to inspire them to learn. In class, students take
the quiz simultaneously and can see their rating on the
leaderboard automatically. Instructors/lecturers can
directly track the process and can after the quiz is
finished, download reports or rating scores to measure
student performance. Using this app helps to stimulate
interest and enhance student focus [8].

The quizizz application media has several
advantages: time efficiency in processing learning
outcomes, saving paper usage, exciting and fun, can be
used anywhere, anytime, and provides data and statistics
about student performance. According to Tarmini et al.
[9] stated that the media quizizz is one of the most
effective e-learning-based evaluation tools used to
evaluate quickly and directly provide results to teachers,
so they can quickly take action on students.

Through the quiz application media, lecturers give
assignments to students, and learning physics becomes
more fun. Because in addition to students focusing on
answering questions while playing games, students can
also see the scoring/ranking achieved. Students become
more motivated to take courses—Ilectures in applied
physics, previous students considered that applied
physics courses were boring and monotonous by
themselves through the use of quiz application media, but
most considered.

II. Theory

Online Learning

According to Wartanto [10], one of the internet uses
in education is distance learning. There are various terms
to express distance learning, namely e-learning, virtual
learning, virtual classroom, web-based learning, and
online learning. Online learning is a non-face-to-face
learning system but uses a platform that can help the
teaching and learning process even though it is far away.
Online learning aims to provide quality learning services
in a massive and open network to reach learning space
enthusiasts so that more and broader [11].

Some of the fundamental design principles for
producing quality online learning [12],

a. Identify student learning outcomes in the aspects of
knowledge, skills, and attitudes.

b. Ensuring that assessment strategies are aligned with
learning outcomes.

c. By arranging learning activities and assignments
progressively, students can target the knowledge,
skills, and attitudes that are built in the learning
process.

d. Ensuring a balance between lecturers who provide
material, social interactions, challenges, or cognitive
loads.

One of the challenges with online learning is the
expertise in using technology on educators and students.
Dabbagh [13] states that the characteristics of students in
online or online learning activities are:

1. The enthusiasm for learning

2. Literacy of technology

3. Ability to communicate interpersonally

4. Collaborate
5. Skills for independent study

Online learning is the mode of lectures that can be
used as a workaround during the Covid-19 pandemic.
Online learning uses Internet networks for usability,
communication, stability, and the ability to create
multiple forms of learning experiences, according to
Sadikin and Hamidah [2]. The research recognized by
[14] demonstrates that the use of the internet and
multimedia technologies can change the way content is
communicated and can be an alternative to conventional
classroom instruction. Online learning can bring together
students and lecturers to carry out learning interactions
with the internet [15].

Learning Media

National Education Association [16] said that
learning media is a means of communication in both print
and perspective, including hardware technology and the
position of learning media. Meanwhile, according to
AECT (Association of Education and Communication
Technology) [17], media are all forms used to distribute
information.

If enabled by supportive media availability, the
teaching and learning process can operate successfully
and efficiently. Provision of dynamic media and
instructional methodologies that are beneficial to the
maximum growth of pupil ability. According to Ekayani
[16], there are 7 media classifications, namely:

1. Audio-visual motion media (sound film, videotape,
film, tv)

2. Audio-visual media is silent (audio series film, sound

page)

Semi-motion audio (distant voice writing)

Moving visual media (silent film)

5. Visual media is silent (printed pages, photos,
microphone, slide mute)

6. Media Audio (radio, telephone, audiotape)

7. Print media (books, modules, independent teaching
materials)

W

Quizizz Education Game

The quizizz educational game is an educational
game that is still very rarely used. This game can use a
laptop or smartphone and can be done anywhere.
According to [18], quizizz is a digital and online-based
learning media which consists of features of quizzes,
surveys, games, and discussions. The quizizz application
is described as a web tool for creating interactive quiz
games that can be run on a device and can be accessed
via a website www.quizizz.com.

Game quizizz is a game-based instructional program
that takes to the classroom multiplayer activities and
makes it interactive and enjoyable for classroom practice.
Students can perform classroom activities on their mobile
devices by using quizizz. Quizizz has game
characteristics, such as avatars, themes, memes, and fun
music in the learning process, not any other instructional
software. quizizz also helps learners to compete with each
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other and to inspire them to learn. Learners take the quiz
in class at the same time to see their score on the
leaderboard live. To measure student results, teachers can
track the process and download a summary after the quiz
is finished. The use of this program helps to stimulate
interest and increase learner focus [8].

The quizizz application is one of the e-learning
based learning evaluation media. Quizizz learning
evaluation media also provides data and statistics about
student performance, and can even download statistics in
an Excel spreadsheet. Lecturers can easily track the
number of student answers. The use of quizizz helps
educators conduct evaluations without being limited by
places, attractive displays, and set times to guide student
concentration.

III. Method

This study uses descriptive research methods to
describe and interpret objects according to [19].
Descriptive research was obtained using a combination
research approach. Creswell [20] states that a
combination method is a research approach that combines
or connects qualitative and quantitative research
approaches.

The population in this study were students of the
Physics Education Program, Almuslim University. The
sample selection used a purposive sampling method,
namely students who were taking applied physics
lectures.

There are two data collection techniques used in this
study, namely, to obtain data on a quantitative approach,
tests (quizzes) through quizizz educational media.
Meanwhile, to get data on a qualitative approach,
researchers used distributing questionnaires via a google
form. Both data collection techniques are carried out via
Whatsapp.

Before the research was carried out, the
questionnaire and questions were analyzed for validation
and reliability. Questionnaire validation and questions
were given to 2 experts, namely media experts and
physics education material experts at Almuslim
University. As for all questionnaire questions before
being validated, there were 15 questions, and only ten
questions were declared valid. Likewise, with applied
physics questions, the total questions before being
validated were 20 questions, and only ten questions of
applied physics were declared valid.

IV. Results and Discussion

We collect research data via a Google Form. The
questionnaire, which was distributed via WhatsApp,
showed that the educational game media attracted interest
and motivated students to learn. Figure 1 shows how the
quizizz application looks.

Untuk mengetahui tebal sebuwah balok kayu
digunakan jangka sorong seperti gambar. Tebal
bolok kayu itu adalah ...

Figure 1. Quiz game educational media screen display

The analysis results are shown in Figure 2.

457%

Figure 2. Percentage of student motivation towards media
quizizz educational game

Based on the research results in Figure 2, it can be
seen that quizizz educational media is fascinating and can
motivate students in learning to agree and strongly agree,
with a percentage of 53.3% of students answering agree
and 46.7% of students answering strongly agreeing.
There were no students who responded to options other
than the two categories.

The use of quizizz educational game media can also
help students understand the material in the applied
physics course that has been given. This can be seen from
the percentage results in Figure 3.

Figure 3. Percentage of students' understanding of applied
physics material

Based on Figure 3, it can be seen that the largest
percentage of students' understanding of the material
given is in the category of agreeing and strongly agree
with the rate of 33.3% and 53.3%. This shows that most
students understand what has been conveyed through
quizzes given with quizizz educational game media.

Quizizz educational game media can also provide
positive challenges for students because in addition to
doing quizzes, students can also play games and at the
same time can see the ranking of the scores obtained
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when answering the questions given. This can be seen
from the percentage obtained as in Figure 4.

Figure 4. Percentage of a positive influence of educational
game media quizizz against students

Based on Figure 4, the student answer category
agrees and strongly agrees to the type with a percentage
of 66.7% and 33.3%, and no one answers other options.

Then, the researcher gave several trick questions to
see whether the students were consistent with the
statements that had been given. Moreover, the research
results prove that students are consistent with their
opinions. This can be seen from the percentage results
that have been given can be seen in Figures 5 and 6.

Figure 5. Percentage of a positive influence of educational
game media quizizz against students

Figure 6. Percentage of a positive influence of educational
game media quizizz against students

The question given for Figure 5 is that I do not like
quizizz educational media because it is very dull and
wastes my time, got a percentage of 53.3% in the strongly
disagree category, 26.7% are in the disagree category and
only 20% answered agree. Then the question is almost
the same in Figure 6. Namely, I am less interested in
quizizz educational game media, being in the strongly
disagree category of 40%, the disagree category is 26.7%,
the category strongly agrees and agrees by 13.3%, and the
disagree category is equal 6.7%.

Researchers' results by giving tests/quizzes to
applied physics courses can be seen in Table 1.

Table 1. Student test results through educational game media
quizizz on applied physics courses

No Name Score Ac?;:;‘ cy
1 YW 10790 100
2 WS 10790 100
3 RD 10790 100
4 MN 9610 90
5 NA 9590 90
6 KH 9550 90
7 RN 9070 90
8 MA 8700 90
9 RJ 8480 90
10 FH 8410 90
11 ND 8050 80
12 JR 7560 80
13 RL 6500 70
14 FT 6460 70
15 RH 980 10

Based on Table 1, it can be concluded that the test
results of students using quizizz are very good. Students
mostly can answer questions given by researchers, while
the questions presented are ten questions. Students with
the highest rank are three people with a score of 10790
and an accuracy score of 100%. Then there were seven
students scored with 90% accuracy, two students with
80% accuracy, two students scored with 70% accuracy,
and only one student got 10% accuracy.

Based on the use of quiz educational game media, it
is proven that most students are very enthusiastic and
motivated and get positive challenges through the quiz
educational game media. Students can answer the
questions given well. So it can be said that the quiz
educational game media is one of the most effective
learning media used during the Covid-19 pandemic in
Indonesia.

V. Conclusion

This study concludes that the quiz educational game
is one of the most effective online learning media during
the Covid-19 pandemic for applied physics courses. This
can be seen from students' enthusiasm towards the use of
quiz education, game media, and the level of student
success in answering the questions given. Also, quizizz
educational game media is a creative learning medium in
distracting students from gameplay. Hopefully, online
learning using the quizizz application media can be
appropriately implemented by students.
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