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ABSTRACT 

This study attempts to determine the effect of using interactive 
learning media Quizizz on student learning achievement in Local 
Content subjects at SMK Swasta X TKJ Jambi Medan in the 2025/2026 
academic year. This study was motivated by the low performance 
results of students who were below the Minimum Completion 
Criteria (KKM) and low student participation due to the still 
dominant conventional learning methods. Quantitative methods were 
used with a quasi-experimental design for this study. The study 
population was all 64 students of class X TKJ who were divided into 
control and experimental groups. Pretest and posttest data collection 
used multiple choice tools. Data analysis used the Mann-Whitney Test 
to measure significant differences between groups that used Quizizz 
media and those that did not use Quizizz media. The results showed 
that there were differences in student learning outcomes between the 
control and experimental groups. Thus, the use of Quizizz learning 
media successfully improved student learning outcomes in Local 
Content subjects. The use of technology-based interactive learning 
media is recommended by this study as a method to increase student 
engagement and learning outcomes. 
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INTRODUCTION 

Amidst the rapid advancements that characterize our contemporary 

landscape, the role of education has emerged as vital in nurturing a generation 

ready to engage in various aspects of life. Education serves as a journey that 

inspires individuals to develop their personal growth. Education is a vital need 

for all individuals, so its presence must be realized in one's life. By engaging in 

education, individuals will increase their capacity to overcome various 

challenges in line with contemporary progress (Rosanaya & Fitrayati, 2021). 

Education serves as a catalyst for transformation within individuals. Through 
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education, individuals can gain significant insight and understanding. 

Education significantly influences the character of a nation, as articulated in 

Law No. 20 of 2003. This law characterizes education as a deliberate and 

structured effort aimed at fostering an environment and learning process that 

enables students to actively develop their potential. This development includes 

spiritual and religious strength, self-discipline, personality, intelligence, moral 

integrity, and the essential skills needed for the advancement of individuals, 

society, the nation, and the state (Alfianti et al., 2020). 

Knowledge is developed through a dynamic exchange between learners, 

instructors, and educational materials within an academic environment. The 

educational journey aims to foster behavioral transformation in students, 

catalyzed by their learning experiences. Essentially, the learning process 

involves the exchange of knowledge between educators and learners (Ap et al., 

2022). Educators serve not only as sources of knowledge but also as mentors, 

facilitators, and sources of inspiration for their students. Therefore, it is crucial 

to create educational resources that enhance student engagement and foster 

their enthusiasm and achievement in mathematics. The selection of educational 

resources is crucial to fostering the development of students' cognitive abilities, 

including logical, critical, and creative thinking (Amsul et al., 2022). 

Learning outcomes refer to the competencies that students develop as a 

result of their educational experiences (Nugraha et al., 2020). Better educational 

outcomes can be achieved through deliberate and strategic initiatives, fostering 

constructive transformation, and characterized as a learning process. After the 

educational journey concludes, student learning outcomes are realized. 

Learning outcomes achieved in the classroom are the collective accumulation of 

individual student accomplishments. These comprehensive findings illustrate 

the interplay between educational engagement and teaching methodology. 

According to Purwanto (Nuralan, 2022), learning outcomes are the 

achievement of educational goals by students involved in the teaching and 

learning process. Learning outcomes can be viewed as transformations 

resulting from changes in human attitudes and behavior. Hamdan and Khader 

(Hamna & Windar, 2022) emphasize that learning outcomes serve as a basis for 

evaluating and communicating students' academic success, playing a crucial 

role in developing a more effective educational framework that aligns student 

learning with assessment methods. The culmination of the educational journey 

is reflected in the assessment of learning outcomes, which reveals the 

knowledge and skills that students have acquired and honed. 

Learning outcomes can be categorized into three main domains: cognitive, 

affective, and psychomotor skills. In the cognitive domain, Anderson & 
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Krothwal (Dalam Nurtanto & Sofyan, 2015) categorizes abilities into 

remembering, understanding, applying, analyzing, evaluating, and creating. 

Initial observations at a private vocational school in Jambi, Medan, 

showed that student learning outcomes in local content subjects were still far 

from the expected criteria in all three domains. The learning process was 

characterized by a teacher-centered approach, where the educator remained the 

focal point of learning, neglecting the use of interactive learning media. This 

condition contradicts the concept of ideal learning according to Bloom's theory, 

where students should be able to develop cognitive abilities from the basic level 

to the creative level, affective abilities in responding to and internalizing 

learning values, and psychomotor abilities in applying learned skills. 

From the description above, it can be concluded that learning outcomes 

serve as a benchmark for achieving educational goals, reflecting the 

transformation of students' attitudes and behaviors after they engage in 

learning activities. Learning outcomes serve not only as indicators of academic 

success but also as a crucial basis for developing a more impactful educational 

framework. However, conditions at Jambi Medan Private Vocational Schools 

indicate a gap between expected learning outcomes and the reality on the 

ground, particularly in local content subjects. This opinion is also supported by 

the following data. 

The results of preliminary research conducted by the author in mid-

November 2024 at the Jambi Medan Private Vocational School showed that the 

Minimum Completion Criteria (KKM) value set for local content subjects for 

class X was 75. 

The unsatisfactory learning outcomes of students in local content subjects 

at private vocational schools in Jambi, Medan, can be caused by various factors, 

particularly the learning approaches used by educators. Educators have not 

fully implemented interactive learning media; interactions are often one-way, 

with a single instructor at the center of the educational experience. This results 

in a lack of student engagement in learning activities. The dominant authority 

of educators within the educational framework has created a learning 

environment that is less dynamic and interactive, so that students often become 

passive recipients of information rather than active participants in developing 

their own understanding. 

The educational environment significantly influences students' 

understanding and mastery of the subject matter, ultimately leading to 

suboptimal learning outcomes. At a private vocational education institution in 

Jambi, Medan, the Local Content curriculum for grade X TKJ is carefully 

structured to emphasize the hygienic processing of Indonesian food products, 
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including animal and plant-based ingredients. This educational program is held 

over two semesters, with a total of 72 hours of lessons (36 hours per semester), 

carefully structured to reflect the complexity and comprehensive scope of the 

material expected to be understood by students. This topic has its own 

uniqueness that distinguishes it from other topics, namely contextual, 

emphasizing local wisdom inherent in Indonesian culinary arts, and integrative 

by combining theoretical and practical dimensions. This product promotion 

material covers 8 hours of lessons, where students must understand marketing 

concepts, promotional strategies, and target consumer analysis to implement 

them effectively. This study aims to equip students with learning materials that 

focus on the concept of promotion and promotional strategies for food 

products. This approach is designed to improve their theoretical understanding 

before being evaluated using Quizizz media. The integration of contemporary 

learning technology is crucial to advancing educational methodology. Quizizz 

is an example of an innovative approach to education through the integration of 

contemporary learning technologies. This web-based educational tool is 

designed as a quiz game, effectively engaging students' interest in the subject 

matter (Yolanda & Meilana, 2021). 

This study used Quizizz as a data collection tool. Quizizz serves as an 

innovative educational tool that enhances the learning experience, transforming 

it into a more engaging and dynamic process. The platform promotes a 

dynamic learning approach, encouraging student engagement through 

competitive interactions with peers. Furthermore, Quizizz's online quiz 

framework facilitates competition and collaboration among students, 

potentially impacting their social and emotional development. Thus, using 

Quizizz goes beyond enhancing comprehension; it fosters a more engaging and 

enjoyable educational journey (Supriadi et al., 2021). 

The role of learning media is crucial in enabling educators to present 

learning content effectively, develop students' imaginative thinking skills, and 

capture their interest. Accessibility to easy-to-use and easy-to-understand 

educational resources is a crucial requirement for educators in the 

contemporary era. This shifts the role of educators from simply imparting 

knowledge to utilizing technology to facilitate learning (Azzahra & Pramudiani, 

2022). 

Research conducted by (Utama et al., 2024) at SMK 4 Bengkulu City 

showed a significant increase in student learning outcomes after using Quizizz 

as a learning medium. This study demonstrated the effectiveness of Quizizz in 

improving the learning achievement of class X PPLG students, demonstrating a 

positive response from students to the use of Quizizz as a learning medium. 
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Students demonstrated higher enthusiasm for learning, a deeper understanding 

of the subject matter, and a more engaging and dynamic learning environment. 

As noted by (Astika et al., 2023), Quizizz has the potential to increase 

student enthusiasm for learning, which in turn leads to better learning 

outcomes. However, there are still areas of research that require further 

investigation. Currently, there is a lack of targeted research examining the 

impact of Quizizz on student learning outcomes in local content subjects for 

10th-grade TKJ (Technology and Communication Technology) at private 

vocational schools in Jambi, Medan. 

This study attempts to address the existing knowledge gap by conducting 

an in-depth analysis of how Quizizz as a learning medium influences the 

academic achievement of grade X TKJ 1 students in the Local Content subject at 

a private vocational high school in Jambi, Medan. This study aims to increase 

our understanding of the effective application of technology in enriching the 

learning experience at the vocational high school level. 

Therefore, the findings of this study are expected to provide valuable 

insights for educators, school leaders, and decision-makers in an effort to 

improve educational standards in private vocational schools in Jambi, Medan, 

and the surrounding areas. This explains why the author chose the title "The 

Effect of Using Quizizz Learning Media on Student Learning Outcomes in Local 

Content Subjects for Class X TKJ in Private Schools in Jambi, Medan, Academic 

Year 2024/2025". 

 

RESEARCH METHOD 

The research was conducted at SMKS Jambi Medan, located at Jalan 

Pertiwi No. 116, Bantan, Medan Tembung District, Medan City, North Sumatra. 

This research was conducted in the final semester of the 2025/2026 academic 

year. This study used a quantitative research methodology with a quasi-

experimental design. This study aims to collect reliable information through a 

carefully organized research framework. This approach involves collecting 

information from specific populations and samples, followed by data analysis 

through hypothesis testing. 

The subjects of this study were all students of class X TKJ of SMK Swasta 

Jambi Medan consisting of 2 classes with a total of 64 students. This study used 

the Total Sampling technique derived from the entire population. Total 

sampling as a technique that involves selecting samples from all members of 

the population. This shows that the entire population is considered as a sample, 

especially in class X TKJ Local Content subjects at a private vocational school 

located in Jambi, Medan. 
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The research design outlines the steps required in accordance with the 

research objectives to ensure valid data collection. The research used is 

characterized by a quantitative methodology with a quasi-experimental design. 

The aim is to test the impact of using Quizizz as a learning aid on the academic 

achievement of tenth-grade TKJ students in the Local Content course at a 

private vocational institution in Jambi, Medan. The aim is to ascertain 

differences by evaluating the control group against the experimental group 

after treatment. The research design used is a quasi-experimental approach 

featuring a non-equivalent control group design. This quasi-experimental 

approach involves at least two sample groups: the experimental class and the 

control class. The aim is to assess the impact, and subjects are not randomly 

selected. 

This study involved a control group that was not fully effective in 

managing and managing variables that could potentially influence the 

experimental group's outcomes. Generally, selected class groups underwent 

pre- and post-intervention assessments. Before the intervention, both classes 

underwent a pre-test with an equivalent difficulty level to assess the groups' 

initial status before the treatment began. Furthermore, the experimental group 

used the Quizizz learning platform, while the control group did not receive this 

intervention. Subsequently, both classes underwent a final assessment (post-

test) to evaluate their status after the intervention. 

This study used a combination of observation techniques and testing 

methodology. Assessments were used to evaluate students' understanding of 

the subject matter, both before and after the integration of Quizizz as a learning 

tool, using pretests and posttests. The data analysis aimed to gather evidence 

regarding the impact of Quizizz as a learning medium on student performance, 

leading to the formulation of hypotheses based on the findings obtained from 

the analysis. In line with the aforementioned research objectives, the t-test 

method (independent sample t-test) was used. This assessment seeks to 

evaluate the differences in the means of two different groups, aiming to 

determine whether their means are aligned or different. 

 

RESULT AND DISCUSSION 

Results 

After analyzing the results of the prerequisite test, hypothesis testing was 

carried out using the Mann-Whitney U Test to evaluate the learning outcomes 

of the experimental group that utilized Quizizz media compared to the control 

group that used conventional learning methods. 
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Table 1.  

Results of the Mann-Whitney U Test for Meeting 2 

 
The findings of the Mann-Whitney U Test conducted at Meeting 2 showed 

an Asymp. Sig. (2-tailed) of 0.021 smaller than 0.05, so H₀ was rejected and H₁ 

was accepted. This indicates a significant difference in learning outcomes 

between students who used Quizizz as a learning medium and students who 

used traditional methods related to Promotion Strategy material. 

The findings from the hypothesis testing conducted through the Mann-

Whitney U Test at both meetings lead us to the following conclusions: 

1. The influence of Quizizz as a learning medium on the learning outcomes 

of students in the Local Content subject of class X TKJ at Jambi Medan 

Private Vocational School is quite good, as seen in the first and second 

meetings. 

2. The effectiveness of the Quizizz media was higher in Meeting 1 with a 

significance value of 0.000 compared to Meeting 2 with a significance 

value of 0.021. This indicates that the Quizizz media is very effective for 

learning basic concepts and remains effective for more complex material. 

3. The difference in Z-score values indicates different strengths of effect: 

Meeting 1 (Z = -3.502) has a stronger effect than Meeting 2 (Z = -2.317), but 

both show a significant effect. 

This finding is consistent with previous research by Utama et al. (2024) 

and Saputra et al. (2023), which demonstrated the effectiveness of Quizizz as a 

learning medium in improving student achievement. The efficacy of Quizizz 

can be explained through Richard E. Mayer's Cognitive Multimedia Learning 

Theory, which states that learning is enhanced when visual and auditory 

channels are used simultaneously, as is the case with the interactive Quizizz 

platform. 

Thus, the research hypothesis which states that "The use of Quizizz 

learning media has a positive effect on the learning outcomes of students in the 
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Local Content subject of class X TKJ at Jambi Medan Private Vocational 

Schools" can be accepted and tested statistically. 

Discussion 

Cognitive Theory of Multimedia Learning (Richard E. Mayer) 

A cognitive theory of multimedia learning was proposed by Richard E. 

Mayer. The theory (Mayer, 2014) states that the human brain interacts with 

information through two distinct channels: visual and auditory. Learning 

effectiveness is significantly increased when both modalities are used 

simultaneously. These channels’ function when educators deliver visual 

information, including text, images, and graphics, alongside verbal 

communication relevant to the subject matter. In this scenario, learners can 

choose vocabulary or visuals to enhance their comprehension and retention. 

Once the material is thoroughly internalized, the newly acquired knowledge is 

integrated into long-term memory. 

In addition to these fundamental premises, there are additional 

considerations regarding multimedia learning that serve as cautionary notes for 

educators: 1). Limited potential. When information overload occurs, it can 

severely overwhelm students' cognitive capacities. Mayer articulated three 

distinct theories related to cognitive load. First, there is intrinsic cognitive load, 

which relates to the demands placed on students by the content itself. Next, we 

consider germane cognitive load, which reflects the mental effort required of 

students to assimilate new information with their existing knowledge. Finally, 

extrinsic cognitive load refers to unnecessary mental stress caused by factors 

inconsistent with the desired learning objectives. Consequently, educators 

could introduce media that can be understood in a nuanced manner; 2). 

Engaged analysis. Optimal learning occurs when students are actively engaged 

in the learning process. Furthermore, educators should have presentation 

materials that facilitate student understanding. 

The conclusions drawn from this theory indicate that the application of 

multimedia in educational practice promotes effective learning by reducing 

mental stress, minimizing cognitive load, and increasing alignment with 

learning objectives. Therefore, educators can use various learning media to 

facilitate a harmonious exchange of information with their students. This study 

aims to explain the educational resources used to improve student retention 

rates. 

Instructional Media 

Educational media serves as a vital channel, facilitating a deeper 

understanding of learning materials for educators and students in an effective 

and efficient manner. The shared perspectives demonstrate that media serves as 
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a vehicle for disseminating information within an educational framework 

(Musfiqon, 2012). Learning media includes all tools or resources that facilitate 

the delivery of messages, engage the minds, emotions, and focus of learners, 

thereby enhancing their educational journey (Aqib, 2010). Learning media 

encompasses a variety of tools educators use to engage the five senses (sight, 

hearing, touch, smell, and taste) during instruction. The incorporation of 

instructional media into an educational framework can spark new interests and 

aspirations, while increasing student motivation throughout the learning 

experience, as noted by Hamalik (dalam Rizki Wahyuningtyas, 2020). From the 

insights provided by these specialists, one can conclude that learning media 

refers to resources that facilitate the educational process, increase the clarity of 

the message conveyed and ensure that educational goals are achieved in an 

effective and efficient manner. 

As information and communication technology continues to advance, it is 

crucial for educators to stay abreast of these developments in order to 

effectively present learning materials. Educators must be able to use engaging 

and engaging learning resources that align with the diverse educational needs 

of their students. This will facilitate students' understanding of the material 

presented by instructors. Nasution outlined several advantages of utilizing 

learning media as an instrument in the educational process, including: a. 

Learning becomes more engaging for students, thus increasing their drive to 

acquire knowledge. b. Educational resources will convey more precise 

meanings, facilitate deeper understanding among students, and empower them 

to effectively achieve learning objectives. c. Diverse learning approaches, going 

beyond mere verbal exchanges through instructor dialogue, ensure that 

students remain engaged and educators maintain their enthusiasm. d. Students 

participate in a variety of learning experiences, as they not only absorb 

information from instructors but also engage in activities such as observing, 

practicing, and demonstrating (Nurrita, 2018). 

Meanwhile, Azhar Arsyad presents the following conclusions regarding 

the use of learning media in the educational process: a. The use of learning 

media can improve the clarity of message presentation and information 

dissemination, thereby facilitating and enriching the educational experience 

and its outcomes. b. The use of educational media has the potential to increase 

and focus children's attention, foster learning motivation, and facilitate more 

direct engagement between students and their environment. c. Educational 

media has the capacity to transcend the limitations of sensory perception, 

spatial boundaries, and temporal limitations. Objects that exceed the spatial 

boundaries of the classroom can be effectively replaced by images, slides, or 
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films. Although small objects can be effectively displayed using microscopes, 

films, slides, and images. Similarly, unique events from history can be 

displayed through various media such as video recordings, films, photographs, 

and slides. d. The use of media in education can provide students with 

comparable experiences regarding events that occur in their environment 

(Nurrita, 2018). 

From the previous discussion, learning media has many benefits, 

including: 

a. The advantages of media education for educators include providing a 

framework that enables teachers to achieve learning objectives, articulate 

educational content in a structured manner, and assist in the delivery of 

engaging material that improves the overall quality of learning. 

b. The benefits of media in education for students are worth noting: 

increasing their motivation and involvement in the learning process, 

enabling them to think critically and analyze the material presented by the 

instructor in a conducive and enjoyable environment, thus facilitating a 

clearer understanding of the subject matter. 

Media Quizizz 

The integration of internet technology is crucial in contemporary society, 

especially in education. The emergence of online educational platforms and 

applications has the potential to address challenges affecting the overall quality 

of education. An interesting example of online educational technology is 

Quizizz. Quizizz Media serves as a platform for developing engaging, quiz-

oriented educational resources. Instructors combine various elements such as 

words, phrases, images, audio files, and videos to enhance students' 

understanding and retention of the course material. Quizizz is known as an 

accessible and engaging platform that facilitates both online and offline 

educational experiences. Quizizz is known as an accessible and engaging 

platform that facilitates learning in both digital and traditional environments. 

As noted by (Purba, 2019), Quizizz functions as a game-based platform that 

encourages a variety of engaging activities, offering students the opportunity to 

participate in interactive and fun classroom practices. The Quizizz app 

encourages a competitive environment for students by implementing a ranking 

system. This fosters enthusiasm and motivation among students, allowing them 

to engage in the game while acquiring knowledge smoothly. (Solikah, 2020) 

Quizizz is a digital platform for quizzes that can be gamified and utilized as an 

educational tool. 

Quizizz offers insights into student understanding, allowing educators to 

monitor responses and identify challenging questions for learners. Quizizz 
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allows for self-creation of quizzes and offers millions of quizzes covering a wide 

range of subjects, all created by fellow users. Meanwhile, Quizizz emphasizes a 

student-centered pedagogical approach, fostering a more engaging and 

dynamic learning experience. Therefore, Quizizz serves as a valuable tool in 

economics education, creating an interactive and fun environment that 

enhances students' cognitive growth through the integration of play and 

learning. 

The educational experiences created within Quizizz offer a variety of 

engaging attributes, such as: 

a. Student pace. Questions will appear on students' devices or technology. 

This allows students to interact with questions at a pace that suits their 

individual development. When students respond quickly, the next 

question will also be asked immediately. 

b. BYOD (Bring Your Own Device). Students are allowed to use their own 

personal devices. Quizizz is available on any device via a web browser, 

including PCs, laptops, smartphones, and more. 

c. A variety of public quizzes. This function allows educators to utilize or 

use assessments created by their colleagues. 

In short, Quizizz serves as a digital platform designed for developing 

online quizzes. It offers assessments tailored to the student's pace and accuracy, 

while maintaining an engaging atmosphere. Quizizz serves as a valuable tool in 

education, offering students ample opportunities to interact with the material at 

their own pace, ultimately improving their academic performance. Quizizz's 

primary goal is to improve student retention. It also allows educators to gauge 

class progress by measuring student understanding through quizzes. 

The learning media offered by Quizizz provides several benefits that can 

be used to assess the progress of a class, including: 

a. More closed 

This quiz has the option to be configured as a private quiz. Students are 

required to enter a six-digit code when answering questions specified by 

the instructor. 

b. Free 

This app is available for free. However, subscriptions can be purchased for 

a fee. 

c. Several menus are available 

This application has a variety of menus that educators can use based on 

the content or questions asked. Available options include: "multiple 

choice," "survey," "short answer," "open-ended," "series," "audio response," 

"video response," and "slides." 



Continuous Education : Journal of Science and Research 
Volume 6 Issue 3 November 2025 
Page 590-608 

601 

d. Homework menu available 

The general timeframe for completing this homework menu is set at a 

maximum of two weeks. 

e. Cannot cheat or collaborate with friends 

In the context of this quiz, it is very important for students to avoid any 

form of cheating or collaboration, as the questions are assigned randomly, 

which ensures that each participant gets a unique question number. 

f. Enables student competition through ranking 

The incorporation of a ranking feature encourages increased enthusiasm 

and motivation among students, encouraging them to engage in the game, 

often without their awareness of the educational benefits they gain 

through the game. 

g. Can use teaching materials from other users 

This application allows educators and students to access quiz questions or 

materials prepared by other users, which are tailored to the subject matter 

being discussed. 

h. Can create slides for presentations 

This application offers interesting features for creating presentation slides. 

i. After completing the questions, students have the opportunity to review 

and reflect on their answers. This allows them to assess the accuracy of the 

various answers. 

In conclusion, the learning media mentioned above offer significant 

benefits that help educators implement effective learning processes. 

Furthermore, these media encourage teachers to be more creative in developing 

learning strategies, ensuring that they do not pose challenges during the 

learning process. 

The next steps to take advantage of it are as follows: 

A. Quizizz account creation procedure: 

1) Before creating an account, make sure your internet connection is strong 

enough. 

2) Please select the browser you use most often. 

3) Access the website (https://quizizz.com/admin) 

4) Proceed to register. 

5) Please complete the account registration process or access your account 

using your email or Google credentials. 

6) Next, you will see three options related to "how are you using Quizizz?": 

"at a school," "at a business," or "personal use." Select "at a school." 

7) Next, there will be an additional option labeled "I am a," which displays 

the options "Teacher" and "Student." Please select "Teacher." 
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8) Your Quizizz account has been successfully created. 

B. Guidelines for formulating questions. Here is the procedure for creating 

them: 

1) Make sure you have a reliable internet connection. 

2) Navigate to quizizz.com 

3) Navigate to the create menu and select "assessment." 

4) Next, a screen will appear for "assessment," "presentation," "interactive 

video," "analysis," and "flashcards." Please select the menu labeled 

"assessment." 

Learning Outcomes 

Student learning outcomes are an indication of how deeply students have 

understood the subject matter presented in class (Maisaroh & Rostrieningsih, 

2018). Measuring content is crucial in assessing the effectiveness of the learning 

process. Various methods can be used to measure student learning outcomes, 

including tests, assignments, projects, presentations, and observations. Each 

approach has its own advantages and disadvantages, and often relying on a 

single method is preferable to obtaining a comprehensive picture of student 

achievement. 

Through student learning assessments, we can measure their 

understanding of the topics covered. This includes the extent to which students 

grasp the concepts presented, their ability to connect and apply these ideas to 

real-world scenarios, and their proficiency in articulating and utilizing the 

knowledge they have acquired. 

Furthermore, assessing student learning outcomes allows us to evaluate 

students' ability to apply the skills they have acquired. This includes students' 

capacity to complete assignments or projects, engage in critical thinking, make 

decisions, and communicate effectively. By evaluating these competencies, we 

can gauge how well students have developed the essential skills needed for 

everyday life and the professional world. 

Besides serving as a tool for assessing individual students, measuring 

learning outcomes can also serve as a tool for evaluating the effectiveness of 

teaching strategies used by educators. By analyzing student learning outcomes, 

educators can determine whether the teaching methods used have successfully 

communicated the subject matter effectively, increased student understanding, 

and encouraged the development of their skills. Therefore, assessing student 

learning outcomes plays a crucial role in assisting educators in the process of 

reflection and continuous improvement of their teaching practices. 

Student learning outcomes serve as a measure of how well students have 

achieved the stated learning objectives. In this context, learning outcomes can 
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be categorized into three main types: cognitive outcomes, affective outcomes, 

and psychomotor outcomes. 

1. Cognitive learning outcomes emphasize the depth of students' 

understanding of the concepts and theories explored in their learning. 

This includes students' ability to remember, understand, implement, 

analyze, evaluate, or even generate new information (Aco Nasir, 2023). For 

example, cognitive learning outcomes can be measured through tests or 

assignments that ask students to explain mathematical concepts, 

understand physics theories, or apply chemistry principles in everyday 

practical situations. 

2. Affective learning outcomes relate to changes in students' attitudes, 

values, and beliefs as a result of learning (Adriano & Rasto, 2019). This 

encompasses emotional aspects, moral values, and student beliefs, which 

can change or develop throughout the learning process. For example, 

affective learning outcomes can be seen in changes in students' attitudes 

toward their environment, improvements in moral values, or the 

development of self-confidence. 

3. Finally, psychomotor learning outcomes highlight students' ability to 

apply the physical or motor skills they have learned. (Supiadi et al., 2023). 

This includes a student's ability to perform tasks or activities involving 

physical or motor skills, such as playing a musical instrument, 

participating in sports, or operating machinery. Measurements in 

psychomotor studies are often obtained through direct observation of 

students as they perform tasks or activities involving physical or motor 

skills. 

The factors that influence student learning outcomes play a crucial role in 

education, as they directly impact academic achievement and overall student 

development. Internal factors such as motivation, cognitive abilities, and 

emotional states play a crucial role in determining how well students absorb, 

understand, and process the information they learn. High motivation can be a 

powerful catalyst for students, inspiring them to study diligently and commit 

fully to achieving higher achievement. Conversely, cognitive abilities, including 

intellectual capacity and understanding of subject matter, play a crucial role in 

shaping students' abilities to face academic challenges. 

In addition to internal factors, external factors also play a crucial role for 

students. Family support, effective guidance, encouragement, and the creation 

of a conducive learning environment at home can provide a strong foundation 

for student academic achievement. The school environment plays a crucial role, 

as adequate facilities, effective teaching methods, and high-quality educators 
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can create a learning environment that encourages student achievement. 

Furthermore, engagement with fellow students significantly influences 

motivation and learning capacity, as social support and group dynamics are 

integral to the learning process. 

The teaching aspect should also not be overlooked. Innovative and 

interactive teaching approaches that align with students' needs can spark their 

interest in learning and enhance their understanding of the subject matter. 

Constructive feedback from educators provides crucial guidance for students to 

address their weaknesses and improve their academic performance. Ultimately, 

curriculum elements, including the relevance of subject matter to real-life 

situations and the need to employ diverse learning approaches, play a crucial 

role in fostering an inclusive educational environment that recognizes the 

unique needs of each student. By focusing on and understanding these factors, 

educators can design more effective learning strategies geared toward holistic 

student development. 

 

CONCLUSION 

Research findings and discussions surrounding the impact of Quizizz as a 

learning medium on the academic achievement of class X TKJ students at a 

private vocational school in Jambi, Medan, indicate that Quizizz significantly 

improves student learning outcomes. The Mann-Whitney U test results show a 

significance value of less than 0.05 in both learning sessions, thus strengthening 

the acceptance and empirical validation of the research hypothesis. 

Quizizz as a learning medium has shown significant improvements in 

student learning outcomes compared to traditional educational methods. In the 

first meeting, the experimental class achieved an average posttest score of 83.20, 

exceeding the control class' average of 70.67 by 12.53 points. In the second 

meeting, the experimental class recorded an average score of 81.96, exceeding 

the control class by 8.29 points, with an average of 73.67. The difference in 

learning outcomes between the two classes showed a significant level of 

statistical significance. 

Quizizz's effectiveness was significantly higher for basic concepts 

compared to more complex material; however, both categories showed a 

significant positive impact. These results indicate a significant difference in 

learning outcomes between students who used Quizizz and those who followed 

traditional learning methods. 

 

REFERENCES 

Aco Nasir, A. (2023). Belajar dan pembelajaran (N. Adhha (ed.); 1st ed., Issue 



Continuous Education : Journal of Science and Research 
Volume 6 Issue 3 November 2025 
Page 590-608 

605 

November). KBM INDONESIA. 

Alfianti, A., Taufik, M., & Hakim, Z. R. (2020). Pengembangan Media 

Pembelajaran Ips Berbasis Video Animasi Pada Tema Indahnya 

Keragaman Di Negeriku. Indonesian Journal of Elementary Education 

(IJOEE), 1(2), 1–12. https://doi.org/10.31000/ijoee.v1i2.2927 

Amsul, K. M., Irmayanti, I., Fitriani, F., & P, S. (2022). Efektifitas Penggunaan 

Media Pembelajaran Quizizz Terhadap Minat Dan Hasil Belajar 

Matematika Siswa Kelas XI IPA MAN 2 Sinjai. JTMT: Journal Tadris 

Matematika, 3(1), 10–17. https://doi.org/10.47435/jtmt.v3i1.973 

Ap, N., Said, A. A., & Latief, N. (2022). JIKAP PGSD : Jurnal Ilmiah Ilmu 

Kependidikan Pengaruh Penggunaan Media Pembelajaran Quizizz Terhadap 

Motivasi Belajar Siswa Kelas V. 375–382. 

Aqib, Z. (2010). Profesionalisme Guru dalam Pembelajaran (III). Insan Cendekia. 

Arikunto, S. (2013). Prosedur Penelitian: Suatu Pendekatan Praktik. PT Rineka 

Cipta. 

Astika, S., Herianto, E., Sawaludin, S., & Sumardi, L. (2023). Pengaruh 

Implementasi E-learning Berbasis Quizizz terhadap Hasil Belajar PPKn. 

Jurnal Ilmiah Profesi Pendidikan, 8(1), 154–160. 

https://doi.org/10.29303/jipp.v8i1.1114 

Azzahra, M. D., & Pramudiani, P. (2022). Pengaruh Quizizz sebagai Media 

Interaktif terhadap Minat Belajar Siswa pada Pelajaran Matematika Kelas 

V di Sekolah Dasar. Jurnal Cendekia : Jurnal Pendidikan Matematika, 6(3), 

3203–3213. https://doi.org/10.31004/cendekia.v6i3.1604 

Citra, C. A., & Rosy, B. (2020). Keefektifan Penggunaan Media Pembelajaran 

Berbasis Game Edukasi Quizizz Terhadap Hasil Belajar Teknologi 

Perkantoran Siswa Kelas X SMK Ketintang Surabaya. Jurnal Pendidikan 

Administrasi Perkantoran (JPAP), 8(2), 261–272. 

https://doi.org/10.26740/jpap.v8n2.p261-272 

Cristiyanda, G., & Sylvia, I. (2021). Pengaruh Penggunaan Webquiz Quizizz 

Terhadap Hasil Belajar Sosiologi Siswa di SMA N 16 Padang. Jurnal Sikola: 

Jurnal Kajian Pendidikan Dan Pembelajaran, 2(3), 174–183. 

https://doi.org/10.24036/sikola.v2i3.110 

Daud. (2019). Pengaruh Kecerdasan Emosional (EQ) dan Motivasi Belajar 

terhadap Hasil Belajar Biologi Siswa SMA 3 Negeri Kota Palopo Firdaus 

Daud. Jurnal Pendidikan Dan Pembelajaran, 19(2), 243–255. 

Dityaningsih, D., Astriyani, A., & Eminita, V. (2020). Pengaruh Game Edukasi 

Quizizz Terhadap Keaktifan dan Hasil Belajar Matematika Siswa. 

Prosiding Seminar Nasional Penelitian LPPM UMJ, 1–8. website: 

http://jurnal.umj.ac.id/index.php/semnaslit 



Continuous Education : Journal of Science and Research 
Volume 6 Issue 3 November 2025 
Page 590-608 

606 

Hamna, ), & Windar, ). (2022). Penguatan Kurikulum 2013 di Masa Pandemi 

Covid-19. Juni, 1(1), 1–12. 

https://ojs.fkip.umada.ac.id/index.php/pendekar 

Ismail, F. (2018). Statistika Untuk Penelitian Pendidikan dan Ilmu-ilmu Sosial (M. 

Astuti (ed.); 1st ed.). PRENADA MEDIA GROIP. 

Maisaroh, -, & Rostrieningsih, -. (2018). Peningkatan Hasil Belajar Siswa 

Dengan Menggunakan Metode Pembelajaran Active Learning Tipe Quiz 

Team Pada Mata Pelajaran Keterampilan Dasar Komunikasi Di SMK 

Negeri 1 Bogor. Jurnal Ekonomi Dan Pendidikan, 7(2), 157–172. 

https://doi.org/10.21831/jep.v7i2.571 

Mayer, R. E. (2014). Cognitive theory of multimedia learning. In The Cambridge 

Handbook of Multimedia Learning, Second Edition. Cambridge University 

Press. https://doi.org/10.1017/CBO9781139547369.005 

Muliya, M. (2022). Penerapan Media Quizizz Dalam Meningkatkan Hasil 

Belajar Siswa Pada Mata Pelajaran Bahasa Indonesia Kelas X Busana 2. 

ENGGANG: Jurnal Pendidikan, Bahasa, Sastra, Seni, Dan Budaya, 3(1), 65–78. 

https://doi.org/10.37304/enggang.v3i1.7404 

Musfiqon, M. (2012). Pengembangan Media dan Sumber Pembelajaran. Prestasi 

Pustaka Publishers. 

Novarita, Rosmilani, Agnes, I. J. (2023). ANALISIS PELAKSANAAN TEORI 

PROGRESIVISME JOHN DEWEY DALAM PEMBELAJARAN 

PENDIDIKAN AGAMA KRISTEN Novarita. Jurnal Pendidikan Dan 

Keguruan, 1(6), 529–540. 

Novita, F. H. D. M. H. S. S. S. R. (2023). 20755-Article Text-66429-1-10-20231106 

(1). Jurnal Review Pendidikan Dan Pengajaran, 6(4), 1265–1271. 

https://journal.universitaspahlawan.ac.id/index.php/jrpp/article/view/

20755/14904 

Nugraha, S. A., Sudiatmi, T., & Suswandari, M. (2020). Studi Pengaruh Daring 

Learning Terhadap Hasil Belajar Matematika Kelas Iv. Jurnal Inovasi 

Penelitian, 1(3), 265–276. https://doi.org/10.47492/jip.v1i3.74 

Nuralan, S. (2022). Teacher Analysis in Mathematics Learning Planning for 

Class XI MA Al Ikhlas Tinabogan. 12 Waiheru, 8(1), 76–85. 

https://doi.org/10.47655/12waiheru.v8i1.2 

Nurrita, T. (2018). Kata Kunci : 03, 171–187. 

Nurtanto, M., & Sofyan, H. (2015). Implementasi Problem-Based Learning 

Untuk Meningkatkan Hasil Belajar Kognitif, Psikomotor, Dan Afektif 

Siswa Di Smk. Jurnal Pendidikan Vokasi, 5(3), 352. 

https://doi.org/10.21831/jpv.v5i3.6489 

Purba, L. S. L. (2019). Peningkatan Konsentrasi Belajar Mahasiswa Melalui 



Continuous Education : Journal of Science and Research 
Volume 6 Issue 3 November 2025 
Page 590-608 

607 

Pemanfaatan Evaluasi Pembelajaran Quizizz Pada Mata Kuliah Kimia 

Fisika I. Jurnal Dinamika Pendidikan, 12(1), 29. 

https://doi.org/10.33541/jdp.v12i1.1028 

Rizki Wahyuningtyas, B. S. S. (2020). Pentingnya Media Pembelajaran dalam 

Meningkatkan Hasil Belajar di Sekolah Dasar. Lentera: Jurnal Ilmiah 

Kependidikan, 16(1), 73–80. https://doi.org/10.52217/lentera.v16i1.1081 

Rosanaya, S. L., & Fitrayati, D. (2021). Pengembangan Media Pembelajaran 

Berbasis Video Animasi pada Materi Jurnal Penyesuaian Perusahaan Jasa. 

Edukatif : Jurnal Ilmu Pendidikan, 3(5), 2258–2267. 

https://doi.org/10.31004/edukatif.v3i5.785 

Saputra, K. W., Amalia, F., & Rahman, K. (2023). Pengaruh Penggunaan Media 

Pembelajaran Interaktif Quizizz terhadap Hasil Belajar Siswa Kelas 10 

Program Keahlian DKV SMK Negeri 10 Malang. Jurnal Teknologi Informasi 

Dan Ilmu Komputer, 10(7), 1651–1658. 

https://doi.org/10.25126/jtiik.1078108 

Slamet Riyanto, A. A. H. (2020). Metode Riset Penelitian Kuantitatif Penelitian Di 

Bidang Manajemen, Teknik, Pendidikan Dan Eksperimen (1st ed.). Deepublish. 

Solikah, H. (2020). Pengaruh Penggunaan Media Pembelajaran Interaktif 

Quizizz terhadap Motivasi dan Hasil Belajar Siswa pada Materi Teks 

Persuasif Kelas VIII di SMPN 5 Sidoarjo Tahun Pelajaran 2019 / 2020. 

Bapala: Jurnal Mahasiswa UNESA, 7(3), 1–8. 

https://jurnalmahasiswa.unesa.ac.id/index.php/bapala/article/view/34

508 

Sulaeman Deni Ramdani, Bima Afif Bagas Saputra, S., Nyoto, A., & Tirtayasa. 

(2024). MINAT DAN HASIL BELAJAR SISWA PADA MATA PELAJARAN 

CHASIS KENDARAAN RINGAN PADA KELAS XI TKRO SMK 

MUHAMMADIYAH 7 GONDANGLEGI Universitas Sultan Ageng Tirtayasa , 

Universitas Negeri Malang Pendidikan di Indonesia tidak terlepas dari sistem 

kurikulum . Indon. 8(1), 32–38. 

Supiadi1, E., Sulistyo, L., Rahmani3, S. F., Riztya, R., & Gunawan, H. (2023). 

Efektivitas Model Pembelajaran Terpadu dalam Meningkatkan 

Kemampuan Berpikir Kreatif dan Hasil Belajar Siswa di Sekolah. Journal 

on Education, 5(3), 9494–9505. 

https://www.jonedu.org/index.php/joe/article/view/1764 

Supriadi, N.-, Tazkiyah, D., & Isro, Z. (2021). Penerapan Aplikasi Quizizz 

Dalam Pembelajaran Daring Di Era Covid-19. Jurnal Cakrawala Mandarin, 

5(1), 42. https://doi.org/10.36279/apsmi.v5i1.101 

Utama, A. F., Yul, ) -F A, Selviani, D., Dehasen, U., Prodi, B., & Komputer, P. 

(2024). PENGARUH MEDIA PEMBELAJARAN BERBASIS QUIZIZZ 



Continuous Education : Journal of Science and Research 
Volume 6 Issue 3 November 2025 
Page 590-608 

608 

TERHADAP HASIL BELAJAR SISWA KELAS X PPLG SMKN 4 KOTA 

BENGKULU Affiliation. Computer and Informatics Education Review-CIER, 

2024(1), 18–24. 

Yolanda, S., & Meilana, S. F. (2021). Pengaruh Aplikasi Quizizz Terhadap Minat 

Belajar IPA Siswa Kelas V di Sekolah Dasar. Jurnal Educatio, 7(3), 915–921. 

https://doi.org/10.31949/educatio.v7i3.1286 

 


