Teacher and Students’ Perspective on the Use of Quizizz as
Instructional Media in EFL Classes

Tugas Akhir

EJDUTA WACANAL7

By

Yohanes Kurniadi Risamasu
Students Number: 81180039

ENGLISH LANGUAGE EDUCATION DEPARTMENT
FACULTY OF EDUCATION AND HUMANITIES
DUTA WACANA CHRISTIAN UNIVERSITY
YOGYAKARTA
2024



Teacher and Students’ Perspective on the Use of Quizizz as Instructional
Media in EFL Classes

Tugas Akhir

presented as partial fulfilment of the requirements
for the degree of Sarjana Pendidikan (S.Pd)
in English Language Education Department

by
Yohanes Kurniadi Risamasu
Student Number: 81190039

ENGLISH LANGUAGE EDUCATION DEPARTMENT
FACULTY OF EDUCATION AND HUMANITIES
UNIVERSITAS KRISTEN DUTA WACANA
YOGYAKARTA
2024



APPROVAL PAGE

The Tugas Akhir written by

Namc :Yohanes Kumniadi Risamasu

NIM 81180039

Title :Teacher and Students’ Perspective on the Use of Quizizz as
Instructional Media in EFL Classes

Ilas been approved for the Tugas Akhir Defence.
Yogyakarta, 0. fxe\.. 2024

Advisor,

S

Paulus Widiatmoko, M.A.
NIDN.:.............




HALAMAN PERNYATAAN PERSETUJUAN PUBLIKASI
DISERTASI UNTUK KEPENTINGAN AKADEMIS

Sebagai sivitas akademika Universitas Kristen Duta Wacana, saya yang bertanda
tangan di bawah ini:

Nama : Yohanes Kurniadi Risamasu
NIM . 81180039

Program studi : Pendidikan Bahasa Inggris
Fakultas : Kependidikan dan Humaniora
Jenis Karya : Disertasi

demi pengembangan ilmu pengetahuan, menyetujui untuk memberikan kepada
Universitas Kristen Duta Wacana Hak Bebas Royalti Noneksklusif (None-exclusive
Royalty Free Right) atas karya ilmiah saya yang berjudul:

“Teacher and Students’ Perspective on the Use of Quizizz as Instructional Media
in EFL Classes”

beserta perangkat yang ada (jika diperlukan). Dengan Hak Bebas Royalti/Noneksklusif
ini Universitas Kristen Duta Wacana berhak menyimpan, mengalih media/formatkan,
mengelola dalam bentuk pangkalan data (database), merawat dan mempublikasikan
tugas akhir saya selama tetap mencantumkan nama kami sebagai penulis/pencipta dan
sebagai pemilik Hak Cipta.

Demikian pernyataan ini saya buat dengan sebenarnya.

Dibuat di : Yogyakarta
Pada Tanggal : 12 April 2020

Yang menyatakan

Yohanes Kurniadi Risamasu
NIM:81180039



Teacher and Students’ Perspective on the Use of Quizizz as
Instructional Media in EFL Classes

by
Yohanes Kurniadi Risamasu Student Number: 81180039

Defended before the Board of Examiners
on 22 May, 2024

and Declared Acceptable

Chairperson - Dr. Fransisca Endang % E Jg

Lestariningsih, S.Pd., M.Hum.

Paulus Widiatmoko, S.Pd., M.A. %/

.............

Examiner I

Examiner I1 : Andreas Winardi, S.Pd., M.A.

Yogyakarta, Y2 Jun:. 2024
The Head of the English Language Education Department

Ignatius Tri Endarto, S.Pd.. M.A
‘NIDN: 0521039101



STATEMENT OF ORIGINALITY

I honestly declare that this Tugas Akhir does not contain the work or parts of the
work of other people, except those cited in the quotations and the references.

Yogyakarta, . 20..5ew\ 26724

thge Kumiidi Risamasu
NIM: 81180039




ACKNOWLEDGEMENT

First and and foremost, | am very thankful to God who continues to be faithful and listen
to all my longing and fears every single night, because of His never-ending blessing, love,
and kindness that made me able to submit this tugas akhir while keeping me strong and
healthy. After that | am very thankful to my lecturer who always checked and corrected my
paper and also gave me some advices. After that | really thankful for my friends and
girlfriend that always checking up and always asking for my progress and always
supporting me by lending me laptop when mine was broken. | really hope | did not
disappoint them. And the last one, | really thankful for my parents who always be there. |
hope | could repay all of their kindness.

Vi



TABLE OF CONTENT

ACKNOWLEDGEMENT ...eiiiiiiiiiiiiiiitiiite ittt Vi
TABLE OF CONTENT L.ttt ettt e e e e e e e s s s e sinnnee vii
LIST OF TABLES. ...ttt ettt e e e s ree e e e e e viii
LIST OF FIGURES ..ottt ettt e e e e e e e s s s nene ix
ABSTRACT ...ttt ettt e e s e e s a e et e st e s a e e s rae e X
INTISARI ..ttt et e e s e e s s e e e s s e e e s snnees Xi
CHAPTER Lttt et e e e s e e e e e e s s nnreeereeeseas 1
INTRODUCGTION ....ettiiiiiiiiiitteeee ettt e e e e s rra e e e e e s s s ssareseeeeesssenannne 1
CHAPTER 1 ottt st e e e s e e e e e e e s snrrae e e e e e e as 5
LITERATURE REVIEW .ottt asras e 5
CHAPTER I ettt ettt st e s s e e s s n e s s e e e s e e 9
IMIETHODS ...ttt ettt e et e e s e e e s e e e e s e nrenesenreis 9
CHAPTER IV i sab e 13
FINDINGS AND DISCUSSION.....ccoiiiiiiiiiiiiiiiiiiic it 13
CHAPTER V it sab e 26
CONCLUSION....ceii ettt sttt e e s st e e s sne e e e s sbeeeessmeneessaneneessane 26
REFERENCES ...ttt ettt sttt et e e s s e e s s e r e s s earene s e sanens 29
APPENDICES ...ttt e e st e e e e e st e e e e s e e e e nres 34

vii



LIST OF TABLES

Table 1. Quizizz usage towards students' scores and productivity ..........cccceceeeevereeennenne. 21
Table 2. QUIZIZZ USETUINESS ......veeieeieecee ettt te et sttt e baesanas 22
Table 3. Students’ perspective towards QUIZIZZ USAZE .....c..eerverrreerieeneeneerireereenreenieennees 23
Table 4. Quizizz towards students’ engagement and their interest towards the Quizizz

USBQE +vvveererenreresesesseseesesseseseesessesessesessesesseseseseeseseeseseasessesensesessesensesesesesseseasesestesseteneerenes 24
Table 5. Students’ views towards future coursework using QUIZIZZ ..........cccceeveerrereeennene. 25

viii



LIST OF FIGURES

Figure 1. Sequence of Data Collection and ANalysis.......ccccecveiiiriieriniiieee e 12
Figure 2. Sample of official letters from Head of Department ..........cccceeeevieeeecrieecenee, 34
Figure 3. Inform Consent fOrmM........oooiiiiiiiiciie e e e 35
Figure 4. QUEeSHiONNAIre liSt.....cciiicuiiii i e e 36
FIUIE 5. TIMEIINE . eiii et e e et e e e ebae e e e eabae e e e eabeee e enanes 38
Figure 6. Questionnaire descriptive data statisticS.........ccceecieiiiiiiee e, 38
Figure 7. Interview QUESTION LiST....ccccuiiiiiieiiiiiiiiieecec e e e e e 39


file:///C:/Users/Lenovo/Downloads/Tugas%20Akhir%20Revisi%20sir%20Andre.docx%23_Toc167733269

ABSTRACT

Risamasu, Y. K. (2024). Teacher and students’ perspective on the use of Quizizz as
intstructional media in EFL classes (Unpublished Undergraduate Final Project).
Universitas Kristen Duta Wacana: Yogyakarta, Indonesia.

This research aimed to explore teachers' and students' perspectives on the use of
Quizizz as an instructional medium in English as a Foreign Language (EFL)
classrooms. Employing a mixed-methods approach, data were collected from 122
senior high school students through questionnaires and interviews with four EFL
teachers who utilized Quizizz. A thematic analysis of the interviews revealed three
main themes from the teachers' viewpoints: Quizizz engages students, Quizizz is
interesting, and Quizizz is challenging. Meanwhile, quantitative data from the
questionnaires indicated that most students found Quizizz useful, helping them
engage in learning, improving their academic performance and productivity, and
facilitating content comprehension. Students also exhibited positive attitudes
toward the use of Quizizz and looked forward to using it in the future. These
findings provide implications for enhancing the use of interactive digital
instructional media such as Quizizz in EFL teaching to increase student engagement
and learning motivation. However, further research is needed to explore more in-
depth perspectives from both teachers and students with a larger sample size.

Keywords: Perspectives, Quizizz, Instructional Media, EFL



INTISARI

Risamasu, Y. K. (2024). Sudut pandang siswa dan murid dalam penggunaan
Quizizz sebagai media pembelajaran di dalam kelas Bahasa Inggris (Belum
terpublikasi karena sedang berada dalam proyek akhir tugas). Universitas Kristen
Duta Wacana: Yogyakarta, Indonesia.

Riset ini bertujuan untuk mengetahui sudut pandang guru dan murid mengenai
penggunaan Quizizz sebagai media pembelajaran dalam kelas bahsasa Inggris.
Menggunakan metode campuran, data dikumpulkan dari 122 murid siswa sekolah
menengah atas menggunakan Questionnaire dan menginterview 4 guru Bahasa
Inggris yang mengajar menggunakan Quizizz. Menggunakan Analisa tematik dari
interview dapat menghasilkan tiga tema utama dari sudut pandang guru. Tiga tema
utama itu adalah Quizizz melibatkan murid, Quizizz menarik minat siswa, dan
Quizizz menantang siswa. Sementara data questionnaire yang didapatkan dari
questionnaire mendapati bahwa siswa berpikir bahwa Quizizz cukup berguna
dalam pembelajaram, Quizizz cukup membantu mereka untuk lebih fokus dalam
pembelajaran, dan Quizizz meningkatkan nilai dan produktifitas mereka serta
mereka berharap dapat mendapatkan lebih banyak Quizizz sebagai tugas mereka
di masa mendatang. Riset ini diharapkan dapat menambah keterlibatan
penggunaan teknologi digital dalam pembelajaran Bahasa inggris seperti Quizizz
untuk meningkatkan niat belajar sisw. Bagaimanapun riset lebih lanjut dibutuhkan
guna memperluas contoh data yang bisa didapatkan dari sisi murid dan guru
dengan jumlah yang lebih banyak

Kata kunci: Sudut pandang, Quizizz, Media pembelajaran, Kelas Bahasa Inggris
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CHAPTER I
INTRODUCTION

This chapter consists of four subheadings. They are research background, research questions, research

objectives, and research benefits.

A. Background

Technology has been used as an alternative instructional method due the COVID-19. After being used for
some time, technology usage is considered as more effective than the old conventional method (Ahmed et
al., 2022). COVID-19 event are the main event that forces ELT teacher to adapt by using technology in
order to continue the study. The educational innovation also helps the current teacher to develop some
creative and innovative learning that could be able to help the students be more engaged in the learning
(Ramadhan et al., 2020). The development of technology affects a lot of single aspect of our life and one
of the things that is affected is education. Before the COVID-19 pandemic, teaching activity required a lot
of technology usage and used as an “alternative” due to the condition. However, after the pandemic,
researchers started to realize how good the usage of technology itself to improve the learning situation
(Ahmed et al., 2022). The research conducted by Mahzum et al in 2020 stated that 70% of the students
interviewed already liked the current subject that they were learning, but to old conventional learning
method that the teacher used made the interviewee feel bored and made them less enthusiastic to engage
with the learning. Deubel (2017) in the research stated that the booming of technology has affected
everyone to have easier access to it. The usage of technology in the teaching process also brings many
benefits, as it could be more updated, adding some benefits that the textbook cannot provide (for example
sounds) and everything could be saved on the internet (Huang, 2005). Deubel (2017) mentions that
technology development requires teachers to move and adapt to the new teaching era that requires a lot of
technology usage. With the differences innovation of technology development affecting few aspect and one

of them are Education.



Teachers are the one in charge to make students’ learning progress become more interesting. The research
conducted by Gaol & Sitepu (2020) states that the benefit of the usage of the research that was conducted
is to getting rid of the students’ boredom with interactive learning progress so the students could be able to
reach the learning objectives that were already planned. Technology that already affecting education make
teacher to grew and use another instructional media that could increase the students focus towards the
learning.

Mahzum et al. (2020) in a study found out that the old conventional teaching method could bring boredom
for students, even if they love the subject. This could be the main reason why the technology needs to take
part. Interactive learning materials are needed to attract students' interest (Al Mardhiyyah et al., 2021).
Zuhriyah & Pratolo (2020) in the research showed how the Quizizz can be used as tools for assessing the
students. This is in line with Sinta et al. (2019) that recommended Quizizz as the self assessment tools.
Moreover, Dhamayanti (2021) showed that Quizizz able to use to deliver materials to the EFL students.
Increase the students learning motivation and engagement are another benefits of the use of Quizizz in
learning.

Anastasiadis et al. (2018) mention that one of the benefits of digital game-based learning which used to
called as DGBL are offering students to learn about new learning experiences that the teacher constructed
to the new teaching method. With the help of technology that facilitates digital game-based learning,
students could be more motivated towards the learning. With the help of technological gadgets and other
digital tools, the teacher could create more fun learning activities (Huang, 2005). There are a few important
aspects that could improve the students learning progress to be more interesting especially to maximize the
students’ skills improvement. Not only help them to be more engage towards the learning, some research
also showed that digital game-based learning could improve students learning performance. (Gaol & Sitepu,
2020). Mahzum et al. (2020) in a research stated that the person they interviewed also agreed that the usage
of technology as an interactional media could help students to increase their learning interest. In conclusion,
technology development is the starting event that supports digital game-based learning as instructional

media in EFL classes. Many research already conducted towards the students and teacher perspective



towards the Quizizz usage as the instructional media. However, the research only focuses on one side of
the participants (teacher or students). That is the main reason that this research was conducted, to find
empirical data on both sides. The reason why this research conducted in three schools because the schools

already have cooperation for teaching training with Duta Wacana Christian University

B. Research Question

Based on the research background on technology development and instructional media usage, the

formulations of the research questions are:

RQ1: What are the English Teachers’ views about use of Quizizz apps in ELT?

RQ2: What are the students’ views about the use of Quizizz apps in ELT?

C. Objectives

After conducting this research, the researcher hopefully could help present teachers to understand about

teachers and students’ point of view towards digital game-based learning which specify as Quizizz in EFL

1. To find out the English Teachers’ views about the use of Quizizz apps in ELT

2. Tofind out the students’ views about the use of Quizizz apps in ELT



D. Benefits

o The benefits of this research could help the others ELF teacher to understand the others teacher and
students’ perspective towards the use of Quizizz as instructional media

e The institution related towards the research also able to improve based on the students and improve
the teaching based on their students perspectives

e The researcher could encourage the others EFL teachers to consider the Quizizz use on their

teaching phase



CHAPTER V
CONCLUSION
There are a few results that we could find based on the data already collected from the interview with the

English teacher and also with the students’ questionnaire that will be mentioned further below.

A. Summary

Based on the discussion, we found that Quizizz is helpful in a few positive aspects. Not only it was easy
and helpful for the teacher, but it was also able to engage the students more towards the learning materials
because they found that the Quizizz usage was interesting and fun. The students also agree that Quizizz can
improve their learning performance and academic productivity. The students also agree that it was useful
and made it easier to learn the material content and enhanced the learning effectivities. The students also
believe that the Quizizz usage was positive and was a good idea. Students also expect to have Quizizz for
their future courses. There are many positive aspect answer based on the students’ side, and the teacher side
also showed many positive things. Teacher think that the use of Quizizz also facilitate the students to be
more engage towards the learning. Not only engaging, they find that students also felt challenged and start
competing one and another to reach the first rank. Even there are many positive things, there are also some
negative Quizizz use based on the teacher side. For example, one of the challenge that they felt are when
there are black out. It was kinda hard for them because the use of Quizizz require electricity and internet

connection.

B. Implications and Contributions



The main purpose of this research is to find out the effectiveness of Quizizz usage and to find out English
teachers’ points of view on Quizizz usage and Students' point of view on Quizizz usage. Based on the result
hopefully the EFL teacher could improve the usage of digital interactional media to help them engage their
students to be more interested in their learning and suggest they be more active in using Quizizz as the
interactional media. The difference between this research from other research is that the participants come
with many different varieties of data that still have the same level (senior high school level) with different
classes and majors. Hopefully, the more variety of data could represent the current senior high school level
their perspective on the usage of Quizizz in EFL class. Hopefully, the data above could attract many English
teachers to use Quizizz as their interactional media so that EFL learning could be better than before and

also improve the learning atmosphere in the class.

C. Limitations

This research is far from perfect research. Hopefully, the limitation could be improved later by adding a lot
of research experience. This research also shows that the data gathered from the students are not deep
enough because using Questionnaires, and the data gathered from the teachers are not wide enough because

there are not many English teachers that use Quizizz as their interactional media that can be interviewed.

D. Future Studies

Hopefully, future research could Interview more English teachers that use Quizizz as their digital interactive
learning and spread questionnaires to them to earn a wide variety of data that could be gathered. And also
able to gain more time and permission to interview the students that already answered the questionnaire to

gain more deep data that could able to enhance the current research.
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