Rahmah, H. L., Rahmawati, N. K., Kurniawan, B.

Interactive QuizzesVia Quizizz App with ...

DOI 10.37640/ice.02.575

In Proceeding of International Conference on Education-02, pages 58-62

ISSN 2964-7479

Copyright © 2023 Hildatul Laela Rahmah, Nurina Kurniasari Rahmawati, Bodi Kurniawan

Interactive Quizzes via Quizizz App with
Mathematical Reasoning Abilities

Hildatul Laela Rahmah*, Nurina Kurniasari Rahmawati, Bodi Kurniawan
Mathematics Education, STKIP Kusuma Negara, Indonesia
*hildatullaela81@gmail.com

Abstract

This research was motivated by students not understanding mathematics subjects, especially in
the material of rank numbers, root shapes and logarithms. Due to the pandemic, the
implementation of learning is currently carried out remotely. The implementation of distance
learning requires the right learning strategy to improve students' mathematical reasoning skills,
namely by providing interactive quizzes through the quizizz application. This study aims to
determine whether there is a correlation between giving interactive quizzes through the quizizz
application with students' mathematical reasoning abilities. This study was conducted with
correlation research method with cluster random sampling technique. The sample in this study
consisted of 29 AP grade X students. The research instruments used are questionnaires and test
questions in the form of essays. This research instrument was first tested for validity and reliability.
The result of this study is that there is a positive relationship between giving interactive quizzes
through the quizizz application with students' mathematical reasoning abilities.
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1 INTRODUCTION

In mathematics learning activities in the classroom, each level of education is intended so
that students have abilities, one of which is the ability to reason. The ability of
mathematical reasoning is a person's ability to think critically, logically, and innovatively
using sensory observations that will produce the right conclusion. By having mathematical
reasoning skills, students are able to learn independently according to their potential and
can make mathematics subjects meaningful. Faradillah, Hadi, and Soro (2020) stated that
mathematical reasoning skills can help students see mathematics as something logical and
reasonable, so that it can help develop students' beliefs that mathematics is something
they can understand, think, justify, and evaluate. The results of the researchers'
observations during the practice of field experience that student learning outcomes are still
low, especially in the material of rank numbers, root shapes and logarithms One tendency
is that students do not understand and reason well in solving the problems given.
Indonesia is currently facing a pandemic. One of the important points in the circular
letter of the Minister of Education and Culture regarding the implementation of education
policies during the emergency period of the spread of coronavirus disease is the decision
to learn from home through online or distance learning. During a pandemic like this, the
implementation of online learning requires the right learning strategy. One learning
strategy that is thought to be appropriate and can improve students' mathematical
reasoning skills is to provide interactive quizzes in the learning process. Interactive quizzes
are applications that contain learning materials in the form of questions or questions. Which
allows students to increase insight into learning materials independently with just one press
of a button on the application display (Ramadhona, 2019). Interactive quizzes are one of
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the learning media that can stimulate the mind, attention and interest in achieving goals
(Wibowo et al., 2023). The provision of this interactive quiz will be given through a learning
application, the application is quizizz (Pudjiastuti, 2018). The quizizz application is a web
tool that can be used to create interactive quiz games, which can be played using a device
or computer and can be accessed through the website (Rahmawati et al., 2021).

With interactive and fun learning media (Lubis et al., 2021). The use of quizizz
application learning media is one of the efforts to help learning problems from home in the
midst of the COVID-19 pandemic which allows students to do the tasks given using their
respective cellphones and can be done not only at school but at home or anywhere.

Based on the above problems, this study aims to determine whether there is a positive
correlation between giving interactive quizzes through the quizizz application with
students' mathematical reasoning abilities.

2 RESEARCH METHODS

This research was conducted on grade X students of SMK Uswatun Hasanah located on
Jalan Raya Depnaker, Pinangranti, Makassar, East Jakarta. This research was carried out
in the odd semester of the 2022/2023 academic year, namely in September-October 2022.

The subjects involved in this study consisted of 29 AP grade X students. The sampling
technique used in this study is Cluster Random Sampling. This research was conducted
using correlation research methods used to study the relationship between simultaneous
measurements of two different variables. The purpose of this study was to find out the
degree of relationship between a pair of variables.

The research instruments used in this study are: 1). A questionnaire that aims to
determine the use of learning media for the quizizz application. 2). Student Mathematical
Reasoning Ability Test which aims to determine the student's mathematical reasoning level.
A test is a measuring instrument or procedure used in the context of measurement and
assessment. Tests are widely used because they can also be interpreted as measuring tools
with objective criteria, and can be used to measure and compare a person's psychological
and behavioral state (Sudaryono, 2014). Test questions are arranged according to
indicators of mathematical reasoning ability according to Igbal and Inayatullah, namely
presenting written mathematical statements, pictures, or diagrams, submitting conjectures
and drawing conclusions, compiling evidence, providing reasons or evidence for several
solutions (Gani, 2021). The questionnaire instrument and the test are tested first to find
out whether the questions meet the standard requirements, because a good instrument
must meet important requirements, namely validity tests, reliability tests.

The data are analyzed using descriptive statistics describing the characteristics of the
data on each variable consisting of the lowest value, highest value, standard deviation and
variance (Pudjiastuti, 2019). With prerequisite testing, namely normality test and linearity
test. Hypothesis tests include correlation coefficient tests, correlation coefficient
significance tests (t-tests) and meaningfulness tests.

3 RESULTS AND DISCUSSION

Some of the discussions and interpretations of the research results above are explained in
depth below.

3.1 Instrument Test

Based on the calculation of the validity test on the variable of giving interactive quizzes
through the quizizz application, 14 valid statements were obtained, where before being
tested as many as 16 statements were tested on 27 students. 14 valid statements and 2
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fallen statements. While the calculation of the validity test, 7 essay questions were
obtained to be valid.

Based on the results of the calculation of the reliability test of the questionnaire on the
use of learning media for the quizizz application, as many as 14 statements on 27 students
were obtained, namely 0.779 with a good level of reliability. While the results of the
calculation of the reliability test of 7 points of essay questions on students' mathematical
reasoning ability in 27 students were obtained 0.702 with a good level of reliability. Then
all question item items are declared reliable.

3.2 Descriptive Data

This research was conducted at SMK Uswatun Hasanah, using class X AP as many as 29
students as samples. This study used questionnaire sheets and question tests. The
questionnaire sheet is used to determine the use of learning media for the quizizz
application and question tests are used to obtain data on students' mathematical reasoning
abilities.

The results of the study of giving interactive quizzes through the quizizz application
using questionnaires with a total of 29 students and 14 valid questions obtained the highest
score of 62, the lowest score of 39, the average of 52.55, variance of 2889.07, standard
deviation of 53.75. The results of the study of mathematical reasoning skills obtained an
average of 82.05, variance 71.11, standard deviation 8.43.

3.3 Analysis Prerequisite Testing

The process of testing the prerequisites for data analysis in this study is a condition that
must be met so that the use of regression techniques included in the parametric statistical
group can be applied for hypothesis test purposes. The results of the calculation of the
normality test of the variables of giving interactive quizzes and the variables of students'
mathematical reasoning ability are as follows:

Table 1. Test the Normality of Quiz Giving and Reasoning Ability

Variable Lobs Ltable Data Distribution
X 0.088 0.164 Normal
Y 0.083 0.164 Normal

From these data can be made graphs of histograms and frequency polygons as follows:
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Figure 1. Regression Scatter Diagram
The regression line is a line that can be used to predict the value of Y if a certain value

of X is known. Based on the calculation of the attached regression equation test, the value
of @=23.132 and the value of b=1.128 so, the regression equation is Y=2.132+1.128X.
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Table 2. Linearity Test Variance Analysis Summary

Source JK MIN RK Fobs  Ftable (a=0.05) P
Regression 1061.64 1 1061.64
Tuna Match 361.91 16 22.62 0.435 3.01 p<0.05
Pure Error 571 11 51.9
Total 1994.55 28

Based on Table 2, showing a significant level of 5% then obtained Fons=0.435 less than
Ftable=3.01 so it is means that the relationship between giving interactive quizzes through
the quizizz application with linear mathematical reasoning abilities.

Based on the calculation of the hypothesis test, the correlation coefficient or product
moment correlation is obtained robs=0.740>0.381=rtable by producing
tobs=5.711>1.703=twnle at a significant level of 0.05 this means. To strengthen this
hypothesis, a coefficient of determination test was carried out and obtained in a percentage
of 54.71%. So that the contribution of X and Y variables amounted to 54.71%, while the
rest of the students' mathematical reasoning ability was influenced by other factors. The
results of this study are relevant to the research of Rahmasari, Syaifuddin, and Azmi (2022)
which states that knowing students' mathematical reasoning abilities can be seen from the
use of the quizizz application. The higher the score of giving attractive quizzes through the
quizizz application, the higher the student's mathematical reasoning ability.

Based on these results, it can be said that there is a positive relationship between giving
interactive quizzes through the quizizz application with the mathematical reasoning ability
of grade X students of SMK Uswatun Hasanah. Providing interactive quizzes through quizizz
learning applications has a positive impact on students' mathematical reasoning skills.

4 CONCLUSION

Based on the results of the research conducted, it can be concluded that the provision of
learning quizzes through the quizizz application can help teachers of mathematics subjects
to analyze the level of student reasoning. In addition, the provision of this quiz provides
stimulus to students to be able to take mathematical reasoning ability tests.

Looking at the results obtained, the correlation coefficient is 0.740 and the
determination coefficient is 54.71%, which means that it can be concluded that there is a
positive correlation between giving interactive quizzes through the quizizz application with
students' mathematical reasoning abilities.

5 REFERENCES

Faradillah, A., Hadi, W., & Soro, S. (2020). Evaluasi Proses dan Hasil Belajar (EPHB)
Matematika dengan Diskusi dan Simulasi (DiSi). Uhamka Press.

Lubis, H. Z., Eriska, P., Bismala, L., Arifin, M., Hidayat, F. P., IKom, M., ... & Lesmana, G.
(2021). Inovasi Pembelajaran di Masa Merdeka BelajarKampus Merdeka (New Normal);
Antara Peluang dan Tantangan (Vol. 1). UMSU Press.

Pudjiastuti, S. R. (2018). Implementation of The Mind Mapping Model With Scattergories
Game in Improving Creativity and Learning Outcomes in National Education
Materials. JHSS (Journal Of Humanities and Social Studies), 2(2), 22-24.
https://doi.org/10.33751/jhss.v2i2.912

Pudjiastuti, S. R. (2019). Metode Penelitian Pendidikan. Media Akademi.

Rahmasari, E., Syaifuddin, M., & Azmi, R. D. (2022). Development of Quizizz Application-
Based Assessment to Measure Reasoning Ability of Middle School Students' on Flat
Shape Materials. Mathematics Education Journal, 6(2), 204-216.
https://doi.org/10.22219/mej.v6i2.22622

61



ICE 2023 — Proceeding of International Conference on Education-02

Rahmawati, T. F. (2021). Pembelajaran untuk Menjaga Ketertarikan Siswa di Masa
Pandemi (Antologi Esai Mahasiswa Pendidikan Biologi). UAD Press.

Ramadhona, R. (2019). 8 Jam Pintar Membuat Kuis Berbasis ICT Bagi Guru. Uwais Inspirasi
Indonesia.

Sudaryono, S. (2014). Statistik II: Statistik Inferensial untuk Penelitian. Penerbit Andi.

Wibowo, F. C., Sanjaya, L. A., Darman, D. R., Fitri, U. R., Oktavianty, E., ..., Kusuma, A.
F. A. K. (2023). Pembelajaran Nano Berbasis STEM. Yayasan Kita Tulis.

62



