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ABSTRACT

This research aims to explore the implementation of Quizizz media in
improving primary school students' computational thinking skills in learning
mathematics. A qualitative approach was used with a case study method,
involving classroom observation, in-depth interviews with teachers, and
analysis of student learning outcomes. The research subjects were elementary
school students SD XYZ in Medan City. who were involved in using Quizizz
as a learning tool. The results showed that the integration of Quizizz
effectively  increased students' learning  motivation, strengthened
understanding of mathematical concepts, and developed computational
thinking skills, such as decomposition, abstraction, pattern recognition, and
algorithms. Teachers also reported that Quizizz facilitated interactive and
problem-solving orientated learning. This research emphasises the importance
of using innovative educational technology in improving the quality of
mathematics learning at the primary school level.
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INTRODUCTION

Advances in information and communication technology (ICT) in the
current digital era require education to continue to innovate, especially in the
development of learning methods and media that are able to facilitate 21st
century skills. One important skill that needs to be developed early on is
computational thinking (CT). This ability includes logical thinking, problem
solving, pattern recognition, decomposition, and algorithms, which are
fundamental in understanding and solving complex challenges in various
fields, especially in science, technology, and mathematics.

The computational thinking ability of elementary school students in
Indonesia is still relatively low (Astini, 2020); (Anita et al., 2021). This is due
to several factors, such as conventional learning methods, lack of interactive
learning media, and teachers' lack of understanding on how to integrate CT
into the learning process (Widyantara, 2020); (Dewi, 2020). Platforms used to
facilitate and enhance the teaching and learning process. The use of
appropriate media can help make complex concepts easier to understand,
engage students, and support a variety of learning styles (Desania et al.,
2020); (Fuad et al., 2023); (Juliana et al., 2023). Innovations are needed in
learning media that can increase student engagement and help them develop
these skills (Mayang et al., 2018); (Wahyuni et al., n.d.).

One of the potential learning media to be implemented is Quizizz. Quizizz
is a game-based learning platform that allows students to learn while playing
quizzes interactively (Sari et al., 2019); (Yusnita et al., 2023); (Haddar &
Juliano, 2021). Quizizz is able to increase students' learning motivation, as
well as encourage them to think critically and systematically in answering
questions (Halimah et al., 2023); (Anindita Dwi Ratriningrum, 2022). This
research focuses on developing Quizizz media to improve computational
thinking of elementary school students. Through this research, it is hoped that
Quizizz-based learning media can be an innovative solution in improving
students' thinking skills, especially in facing challenges in the digital era.

METHODS

This research uses a qualitative approach with descriptive methods to
describe the Quizizz media  process and its impact on improving
computational thinking of elementary school students. This method was
chosen because it can provide an in-depth understanding of the process,
challenges, and results of implementing Quizizz-based learning media.
(Maharani et al., 2023).
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RESULTS AND DISCUSSION

Quizizz Media Development Process.

The development of Quizizz media was carried out through several
stages, starting from needs analysis to classroom implementation. Based on
the results of observations and interviews with teachers, it was found that
students need interactive learning media to increase their involvement in the
learning process, especially in understanding basic mathematics and logic
concepts. Teachers also stated that interactive quiz-based learning helps
students to be more focused and motivated. (Halimah et al., 2023). Content
Design: The quizzes were developed with a focus on the four components of
computational thinking: decomposition, pattern recognition, abstraction, and
algorithms. Each quiz consists of questions that require students to identify
patterns, solve simple problems, and apply systematic logic.

Implementation of Quizizz Media in the Classroom of Quizizz was
carried out in three learning sessions involving grade V students. Each session
focuses on different materials, but with the same approach in developing
computational thinking skills (Sudarta, 2022). Students are more active in
participating during the learning process. They compete healthily to get the
highest score, which increases their learning maotivation. Quizizzes allow
students to learn from their mistakes. After completing the quiz, students can
see the explanation of the correct answer, which helps them understand the
concept better.
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Quizizz is an excellent application for learning. It offers a gamified
learning experience that makes studying engaging and fun for both students
and educators. Quizizz's Advantage for Learning Platform turns quizzes into
game-like experiences with timers, leaderboards, and fun animations.

Untuk memainkan game ini
1. Gunakan perangkat apa saja untuk membuka

joinmyquiz.com ®

2. Masukkan kode permainan

232 709 ®

Kuis Presentasi

Figure: 2. Start Learning by Quizizz

Students enter the code to start the quiz session in Quizizz, making sure that
every digit of the code typed is correct, so that it can be directly connected to
the challenge that the teacher has prepared. This stage is an important first
step to working on challenging computational thinking questions.

Participant’s view

116

Jika Anda memiliki 3 apel dan Anda membeli 5 lagi, berapa banyak apel yang Anda miliki secara total?

Figure: 3. Take a Quiz

In this stage, students work on the first stage of Computational Thinking
questions in the Quizizz platform. students are invited to think logically and
structurally to solve mathematical challenges that are designed interactively.
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Jika sebuah kereta meninggalkan stasiun pada pukul 3 sore dan bergerak dengan kecepatan 60 km/jam,
seberapa jauh kereta tersebut akan menempuh perjalanan hingga pukul 5 sore?

Figure: 4. Take a Quiz

Likewise, for working on the second problem, students are invited to think
about solving problems from the problems given.

Apa angka berikutnya dalam pola ini: 2, 4, 8, 16, ...?

- |

4'0‘

Figure: 5. Take a Quiz

In the following problem, students are invited to determine the answer to a
patterned or sequential problem.

Discussion

Through the Quiziz application, students gain new knowledge so that
learning runs conducively and enjoyably. Quizizz in learning is effective in
improving students' computational thinking skills at the elementary school
level. Quizizz not only increases learning motivation but also encourages
students to think more regularly and logically (Salsabila et al., 2020); This is
in line with the constructivist learning theory which states that learning that
involves interaction and active activities can improve students' understanding
(Lim, 2021). Quizizz is an online platform that is free for everyone—not just
teachers but also students. With just one click, users can register for free and
have unlimited access to various quizzes that are appropriate for their level.
The quizzes available on the platform can be used by teachers as they wish
and teachers can also create or design their own quizzes whenever they want.

Quizizz-based learning can make a significant contribution to improving
elementary school students’ computational thinking skills. Quizizz as an
interactive quiz platform not only increases students' learning motivation
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through a fun and competitive atmosphere, but also encourages them to think
logically, systematically, and analytically in solving the challenges given.
Students are better able to understand the concept of decomposition,
recognize patterns, and compile algorithmic steps. In addition, this media also
helps teachers in creating more dynamic and technology-based learning, in
accordance with the demands of education in the digital era. However, the
successful implementation of Quizizz requires adequate technological
infrastructure support and teacher readiness to utilize this media effectively.
Quizizz is an excellent tool for modern classrooms and distance learning
environments. It balances fun and education, making it a valuable resource for
teaching and learning. However, it is most effective when used as a
complement to other teaching methods, not as a substitute. Quizizz can be an
innovative solution in learning, especially to develop students' computational
thinking skills, which are very important in preparing them to face the
challenges of the 21st century.

CONCLUSION

Quizizz can indeed be an innovative solution in learning! Its combination of
gamification, interactivity, and accessibility makes it a powerful tool for
modern education. This research shows that the development and
implementation of Quizizz-based learning media can make a significant
contribution in improving computational thinking skills of elementary school
students. Quizizz, as an interactive quiz platform, not only increases students'
learning motivation through a fun and competitive atmosphere, but also
encourages them to think logically, systematically, and analytically in solving
the challenges given. Students are better able to understand the concept of
decomposition, recognise patterns, and construct algorithmic steps. In
addition, this media also helps teachers in creating more dynamic and
technology-based learning, in accordance with the demands of education in
the digital era. However, the successful implementation of Quizizz requires
adequate technological infrastructure support and teacher readiness in utilising
this media effectively. Quizizz-based learning can make a significant
contribution to improving elementary school students' computational thinking
skills. Quizizz as an interactive quiz platform not only increases students'
learning motivation through a fun and competitive atmosphere, but also
encourages them to think logically, systematically, and analytically in solving
the challenges given. Students are better able to understand the concept of
decomposition, recognize patterns, and compile algorithmic steps. In addition,
this media also helps teachers in creating more dynamic and technology-based
learning, in accordance with the demands of education in the digital era

287



A Qualitative Study Of The Implementation Of Quizizzes In Improving Elementary Students'
Computational Thinking In Mathematics Learning(Gita Raviesta Putri, Jonni Sitorus, Siti Mayang Sari)

ACKNOWLEDGEMENT

With great gratitude, the researcher would like to thank all parties who have
supported and assisted in this research process. The greatest gratitude to the
students and teachers of XYZ Private Elementary School in Medan City who
have been willing to be research subjects and provide valuable contributions
through their active participation. Gratitude is conveyed to the supervisor in
completing this research, and to the family and friends who have always
provided moral support and encouragement during the research process.
Hopefully the results of this study can provide benefits for the world of
education, especially in efforts to improve the computational thinking skills of
elementary school students in Indonesia.

REFERENCES

Anindita Dwi Ratriningrum. (2022). Pemanfaatan Media Online Quizizz
Untuk Meningkatkan Kemampuan Menghafal Perkalian Dasar Siswa
SD. PESHUM : Jurnal Pendidikan, Sosial Dan Humaniora, 1(6), 567—
575. https://doi.org/10.56799/peshum.v1i6.672

Anita, Y., Thahir, A., Komarudin, K., Suherman, S., & Rahmawati, N. D.
(2021). Buku Saku Digital Berbasis STEM: Pengembangan Media
Pembelajaran terhadap Kemampuan Pemecahan Masalah. Mosharafa:
Jurnal Pendidikan Matematika, 10(3), 401-412.
https://doi.org/10.31980/mosharafa.v10i3.1004

Astini, N. K. S. (2020). Pemanfaatan teknologi informasi dalam pembelajaran
tingkat sekolah dasar pada masa pandemi covid-19. Lampuhyang, 11(2),
13-25.

Desania, F., Sinaga, B., Lubis, A., & Syahputra, E. (2020). Analysis of
students’ critical thinking skills through problem-based learning
approach using HOTS questions in SMA N 13 medan. International
Journal of Scientific and Technology Research.

Dewi, W. A. F. (2020). Dampak COVID-19 terhadap Implementasi
Pembelajaran Daring di Sekolah Dasar. EDUKATIF : JURNAL ILMU
PENDIDIKAN. https://doi.org/10.31004/edukatif.v2i1.89

Fuad, Z. Al, Helmiansyah, & Musdiani. (2023). Pengembangan Modul Ajar
Tematik SD Berbasis Digital di Provinsi Aceh. Journal Visipena, 14(2),
85-97.

Haddar, G. Al, & Juliano, M. A. (2021). Analisis Media Pembelajaran
Quizizz dalam Pembelajaran Daring pada Siswa Tingkat Sekolah Dasar.
Edukatif : Jurnal  Ilmu Pendidikan, 3(6), 4794-4801
https://doi.org/10.31004/edukatif.v3i6.1512

Halimah, N., Nofitri, F., & Fitria, Y. (2023). Pengaruh Penilaian Formatif
Berbasis Quizizz terhadap Hasil Belajar Siswa. Jurnal Basicedu, 7(1),
376-382. https://doi.org/10.31004/basicedu.v7il.4571

288



A Qualitative Study Of The Implementation Of Quizizzes In Improving Elementary Students'
Computational Thinking In Mathematics Learning(Gita Raviesta Putri, Jonni Sitorus, Siti Mayang Sari)

Juliana, Sari, S. M., & Kasmini, L. (2023). The Effectiveness of Using Image
Media As Learning Media for Increasing Pedagogic Competence.
Proceedings of International ....

Lim, T. M. (2021). Teachers ’ Perception towards the Use of Quizizz in the
Teaching and Learning of English : A Systematic Review.

Maharani, F., Erlisnawati, & Alpusari, M. (2023). Pengaruh Penggunaan
Aplikasi Quizizz Terhadap Hasil Belajar Siswa Kelas Iv Sekolah Dasar.
Jurnal Kiprah Pendidikan, 2(1), 1-8.
https://doi.org/10.33578/kpd.v2i1.133

Salsabila, U. H., Habiba, I. S., & Amanah, I. L. (2020). Pemanfaatan Aplikasi
Quizizz Sebagai Media Pembelajaran Ditengah Pandemi Pada Siswa
SMA. 4, 163-172.

Sari, S. M., Surjono, H., & Muhtadi, A. (2019). Development of Teacher and
Student Thematic Learning Books Based on Gender And Diversity for
Elementary School Students In District of Aceh Barat. 8(10), 10-12.

Sd, S., Masa, D. 1., Siti, E., Sari, M., & Nurmahlia, Y. (2018). Manfaat gadget
sebagai sumber belajar online siswa sd di masa pandemi covid-19.

Sudarta. (2022).

Wahyuni, S., Sari, S. M., Kasmini, L., & Bangas, U. B. (n.d.). IMPROVING
RORO JONGGRANG STORY VISUAL AUDIO MEDIA IMPROVING
CLASS V AUDIO SDN LAMBADA.

Widyantara, V. (2020). Konsep, Penggunaan, Perbandingan, Kelebihan Dan
Kekurangan Serta Implikasi Google Classroom Sebagai Media
Pembelajaran Jarak Jauh. Jakarta State University, May.
https://www.researchgate.net/publication/341232720_KONSEP_PENG
GUNAAN_PERBANDINGAN_KELEBIHAN_DAN_KEKURANGAN
_SERTA_IMPLIKASI_GOOGLE_CLASSROOM_SEBAGAI_MEDIA
_PEMBELAJARAN_JARAK_JAUH

Yusnita, E., Sari, S. M., Akmaluddin, & Sariakin. (2023). APPLICATION OF
THE SAS METHOD USING SONG MEDIA IN IMPROVING THE
BEGINNING READING ABILITY OF CLASS Il STUDENTS OF
STATE PRIMARY. ICONESTH 2023 Universitas, 549-556.

289



