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Abstract. The use of information technology in learning increases student in-

volvement and enjoyment to be more effective. In reality, many assessment ac-

tivities still use conventional assessments. So, digital-based assessments such as 

Quizizz need to be carried out. The aim of this research is to analyze student 

satisfaction with the use of the Quizizz application during the final semester exam 

in civic education courses. This research uses the method survey. The population 

in this study was all Students of Civic Education, Samarinda State Polytechnic. 

Meanwhile sample selected using techniques random sampling amounted to 44 

students used is a questionnaire. The results of the research show that students' 

satisfaction scores using Quizizz are in the high category. Based on the results of 

the research that has been carried out, it can be concluded that students are satis-

fied using the Quizizz application in civic education courses. Assessment with 

Quizizz can be an alternative for lecturers in providing assessments to students 

in the digital era in theoretical courses such as civic education, citizenship edu-

cation, religious education, Indonesian language so that students are more moti-

vated, creative, independent, active through adaptation to developments in sci-

ence and technology. 
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1 Introduction 

A key component of society and individual growth is education. Students' intrinsic 

drive to participate in the learning process and gain a deeper comprehension of the 

material is known as interest in learning, and it is one of the most important components 

of education. A strong desire to study can help students succeed academically and grow 

personally [1] [2]. In the digital age, various online learning platforms have been de-

veloped to promote learner engagement and interaction [3] [4] [5]. 

According to this study, according to this research, innovative assessment with Quiz-

izz, Teachers can encourage their students to participate in fun activities. A good as-

sessment or assessment system will influence learning outcomes (Gonzalez, 2019) its 

research used Kahoot! Plicker, and Quizizz as assessment systems. The results prove 

how promising this application is for increasing students' grades and satisfaction with 

learning and understanding subjects. Quizizz is one of the most widely used platforms 

for assessing student abilities. Online interactive tests are available on the game-based  
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learning platform Quizizz [6]. Quizizz attracts learners with features like leaderboards, 

fast feedback, and interactive questions in line with research conducted by (Zainuddin 

et al., 2020).  

The innovative electronic quiz app Quizizz helps determine how effectively pupils 

have mastered a subject, particularly when used as a formative assessment after each 

session. Teachers can encourage their pupils to participate in enjoyable competitions 

and creative learning activities by incorporating games or gaming themes into the class-

room. This strategy is creative and promising [8]. The use of quizizz in several courses 

has been researched, as has been researched by ([9], [10], [11], [12], [13]. 

However, research on Quizizz use in civic education courses has yet to be done. The 

quality of learning is reflected in student satisfaction with Quizizz. The best learning 

outcomes will come from high-quality instruction. A high degree of satisfaction may 

indicate success on the online test. The Quizizz for civic education courses will be used 

in this study's analysis of student satisfaction. Based on this, the study intends to exam-

ine how satisfied students were with using the Quizizz for their final semester civic 

education exam. 

2 Method 

In this study, a survey method is employed. Primary and secondary data sources were 

used to collect the data [14].  This study's main source of information was a survey 

examining how satisfied students were with Quizizz's use in citizenship education clas-

ses. Secondary data can be found in journals, photos, scientific publications, and related 

research pieces. All Samarinda State Polytechnic first-semester students majoring in 

digital business for 2023–2024 made up the study's population. A random selection 

procedure was used to choose 44 students as the sample. The research was conducted 

in November. The tool utilized was a Quizzizz questionnaire intended to collect re-

sponses from students regarding their satisfaction with their final semester civic educa-

tion exam. 

 Ten questions are used to gauge how satisfied students are with their work. Final 

semester exam questions are uploaded to the Quizizz platform. The appearance of the 

Quizizz platform is as follows (Fig 1): 

 

 

Fig. 1. Quizizz platform display 
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There were ten statements on the questionnaire that the pupils were given. Students 

use Likert scale to provide replies to questions. There is little testing done on the sup-

plied questionnaires and assessments. With the aid of the data processing program 

SPSS version 24, the instrument's validity and reliability were examined. 

 The results of the validity testing were carried out using the Pearson Product Mo-

ment correlation technique with the criterion that if the r count was ≥ 0.297 then the 

item was categorized as valid. If the calculated r <0.297 then the item is categorized as 

invalid [15]. Meanwhile, the reliability test is carried out using the Cronbach's Alpha 

technique with the following criteria: If the Cronbach's Alpha coefficient is ≥ 0.6, then 

the instrument is reliable. If Cronbach's Alpha coefficient <0.6, then the instrument is 

not reliable [14]. A recapitulation of the results of the validity and reliability analysis 

of the survey instrument (questionnaire) is presented in Table 1. 

Table 1. Recapitulation of Instrument Validity and Reliability Analysis Results 

Item Corrected Item Total Cor-

relation 

Information Alpha 

Cronbach’s 

Information 

1 0,689 Valid 

0,919 Reliabel 

2 0,870 Valid 

3 0,591 Valid 

4 0,744 Valid 

5 0,744 Valid 

6. 0,779 Valid 

7. 0,720 Valid 

8. 0,889 Valid 

9. 0,793 Valid 

 

The results of the recapitulation of the validity and reliability analysis of the survey 

instrument (questionnaire) were declared valid and had a high level of reliability, thus 

the questionnaire could be used as an instrument in collecting data on student satisfac-

tion with the use of the Quizizz platform. 

After the questionnaire is ready, its results are analyzed using the satisfaction index 

formula. Categorization is then carried out from the index results by converting the 

satisfaction index that has been obtained. Because there are 5 answer categories on the 

questionnaire [14], the categorization of satisfaction can use the criteria in Table 2; the 

index results will show how satisfied students are in using the Quizizz application for 

online assessment. 

Table 2. Categorization of Satisfaction Index Values [9] 

Perceived Value Index Interval Category 

1 1,0 - 1,8 Very Dissatisfied 

2 1,9 – 2,6 Not satisfied 

3 2,7 – 3,4 Quite satisfied 

4 3,5 – 4,2 Satisfied 
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Perceived Value Index Interval Category 

5 4,3 – 5,0 Very satisfied 

3 Result and Discussion 

This Ten items made up the summary of the questionnaire that was presented to stu-

dents in their first semester. In order to learn how students felt about using the Quizizz 

platform, they responded to questions by selecting the options for very satisfied, satis-

fied, quite satisfied, dissatisfied, and very dissatisfied. The following are the research 

results from the use of the questionnaire instrument that was distributed: 

Table 3. Responses obtained from students 

No. Questions re-
lated to param-
eter  

Very satis-
fied 

Satisfied Quite 
satisfied 

 
         

Not 
satisfied 

 
 

    Very               
/dissatisfied 

Weightage 5 4 3 2 1 

1 Increased en-
thusiasm in 
working on 
questions 

36%, 39% 25% 0% 0% 

2 Digital assess-
ment 

20% 55% 25% 0% 0% 

3 Attractive ani-
mated design 

32%, 43% 25% 0% 0% 

4 Involvement 
of participants 
in learning 

16%, 57% 27% 0% 0% 

5 Digital-based 
practice ques-
tions 

23%, 48% 29% 0% 0% 

6 Immediate 
grade feed-

back 

34% 39% 27% 0% 0% 

7 Prevention of 
cheating in ex-
ams 

48%, 32% 20% 0% 0% 

8 Enabling inno-
vative assess-
ments 

20% 57% 23% 0% 0% 

9 Objective as-

sessment 

32% 50% 18% 0% 0% 

 
From the results obtained through questionnaires, each student has a different opin-

ion regarding the level of satisfaction with using Quizizz that students feel satisfied in 

civic education courses with an average score of 4.0 because the use of quizzes is in-

teresting, which can stimulate enthusiasm for working on questions.  On the other hand, 

Quizizz provides satisfactory facilities by displaying the results of earning points and 
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rankings live so that Quizizz system can reduce exam taker cheating. Besides that, 

Quizizz has a very objective assessment system for student work results. In line with 

his opinion [16] that students feel satisfied and consider Quizizz an interesting tool 

because it is easy to use with an attractive appearance. This is in accordance with the 

opinion of [10] that Quizizz is an interesting tool. In line with the views of  [17] that 

participants are interested in using digital media in preparing assessments. [18] believes 

that the advantages of the Quizzizz platform make Quizzizz an effective tool for provid-

ing direct assessments. 

From the findings above, it can also be understood that students have a high level of 

satisfaction, and usage parameters can be used for digital assessments. Apart from that, 

Quizizz involves student activities in digital classes. So, it is not surprising that students 

agree that Quizzizz can be used to practice questions in class. Quizizz can be used as 

an innovative assessment tool in assessing students' cognitive abilities by increasing 

student participation in online classes. With these advantages, students agree that the 

Quizizz platform can be applied to online assessments in the MBKM curriculum based 

on student-centred learning. In line with opinion [19] that the new demands of the 

younger generation are to foster critical thinking and teamwork and incorporate engag-

ing and interactive digital content. Additionally consistent with [16] that It enhances 

the enjoyment of the teaching and learning process, improves subject mastery, and 

boosts students' motivation and engagement in grammar classes. Even though students 

utilizing Quizizz face several restrictions and challenges, such as a slow internet con-

nection, this does not stop them from learning and feeling enthusiastic.  

Teachers are pleased with Quizizz because of its efficacy, viability, user-friendli-

ness, and ability to motivate students [20]. So, using Quizizz as a platform is practical, 

feasible, easy to use, and motivates students, making it an online learning platform that 

can facilitate academic achievement and the development of students' knowledge. The 

nature of Quizizz helps create a fun learning environment, and it cannot be denied that 

this will affect students' performance at school, where they will be more motivated to 

learn and be better than before [21]. 

4 Conclusion 

The new demands of the younger generation are to foster critical thinking and team-

work and incorporate exciting and interactive digital content in learning in the digital 

era. Using the quizizz platform in civic education courses increases student satisfaction 

to a high level in participating in learning by taking digital assessments, attractive ani-

mation designs, and participant involvement in learning. Digital-based practice ques-

tions, immediate grade feedback, preventing cheating in exams, digitally innovative 

and objective assessments and supporting the program MBKM. For teachers who teach 

theoretical courses such as citizenship education, citizenship education, religious edu-

cation, and Indonesian, Quizizz assessments can be an alternative for providing assess-

ments to students in the digital era. This will help students become more motivated, 

creative, independent and engaged learners who can adapt to advances in science and 

technology. 
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