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A good and valid application for online assessment offered in this study is Quizizz. The
purpose of this study is todetermine student responseapplication of online exams using the
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application of the quiz during the midterms, thoughthe mean score was still low (43.08%
with a standard deviation of 15.83%), but students accepted the resultsand try to fix it. For
the questionnaire, student responses to the use of Quizizz tend to be positive with the
results of 8 statements getting positive responses of more than 50% of the total
students.The Quizizz presents the problem with easeby analyzing the results of the detailed
answers to help teachersor lecturers in carrying out the assessment.
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INTRODUCTION

Currently the world is experiencing a
pandemic due to the outbreak of the coronavirus.
Yuliana (2020) defines that Covid-19 is a positive
single strain RINA virus, encapsulated, has no
segments, and has a cube-like structure with S
protein located on the surface of the virus.

Reporting from https://www.who.int/,
WHO's appeal in preventing the transmission of
the Covid-19 virus is to implement social
distancing or maintain distance in every activity
carried out. This is also done by the Indonesian
government with the holding of the stay at home
movement as an effort to break the Covid-19 chain
(Zhafira, 2020).In addition, the Indonesian
government has also implemented policies such as
isolation to large-scale social restrictions
(Jamaluddin et al., 2020). In this movement, one of
the sectors that has an impact is the education
sector with the implementation of a policy to close
schools until the time limit allows, so the class will
be online.

Online learning is carried out by many
schools (Hikmat et al., 2020), including UNNES.
This pandemic has an impact on education where
learning both in schools and colleges is carried out
online. One of the components in learning is
assessment. To support the online assessment
process, a precise and fast application that is also
based on information technology is needed. The
use of information technology in online learning
can increase student involvement and enjoyment
so that learning becomes more effective (Mac
Namara and Murphy, 2017). Online assessments
are also able to provide accurate and colorful
feedback regarding student work in exams (Gaytan
and McEwen, 2007).

One of the digital applications that support
online assessment is Quizizz. Quizizz is a game-
based educational application, which presents
classes with multiplayer activities so that classes
become more interactive and fun (Zhao, 2019). In
addition, multiplayer assessment activities
supported students practicing together using their
computers and smartphones (Ju and Adam, 2018).

The use of online assessment applications
such as quizizz can encourage lecturers or teachers
to be sensitive to technology(Rahmad. et al,

2019).Mastery is needed in the era of the current
industrial revolution 4.0 and the current pandemic
conditions. Technological innovations designed in
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assessments can reinforce the feedback
students receive about their learning in order to
produce substantial learning outcomes (Black
and Wiliam, 1998) In addition, the use of
interactive online learning applications is also
able to build good communication between
students (Sugilar. e al, 2018). The online
lecture process is not limited by space and time
but can be done anytime and anywhere so that
it can increase motivation for class activities
and trigger student interest in the material
being taught (Bury, 2017; Hamilton-Hankins,
2017). This is what can make students respond
positively to learning (Sugilar. et al, 2018;
Baran, 2014)

Several previous studies have used the
Quizizz application, such as Purba (2019)
which utilizes the Quizizz application as an
effort to increase student learning
concentration in physics chemistry courses and
concluded that learning evaluation using

quizizz helps improve student learning
concentration. Dewi (2019) uses the Quizizz
application as an effort to improve

completeness in learning physics combined
with the problem-based learning method and
the conclusions have been achieved.

Another research, Gonzalez (2019) in
his master dissertation, conducted research
using the Kahoot!, Plicker, and Quizizz to
learn assessment. The results prove how
promising the application is for increasing
student grades and their satisfaction with
studying the lessons. Bal (2018) in his research,
proved that Quizizz can improve student
vocabulary. In addition, research by Suo et al.
(2018) made wuse of Quizizz in Arabic
classrooms and it was found to be effective in
improving student learning as a game-based
learning tool.

By using the join my quiz.com page
and the code provided by the lecturer, students
can access the questionnaire, lecturers can set a
deadline for student work with a certain day
and time, Quizizz has a game-based design
such as music, rankings, scoreboard, time, and
more -other. This allows lecturers to insert
pictures or videos related to questions, use
formulas and symbols, and analyze the
performance of each student or the whole
group using Excel spreadsheets (Junior, 2020).


https://www.who.int/
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Quizizz is an educational application that
applies the concept of gamification in that students
show a position of attitude for quizzes as a tool for
online teaching and assessment during class (Mac
Namara and Murphy, 2017).1t is also can increase
students' understanding of the  subject
matter(Safitri and Putra, 2019).Research related to
the use of the quiziz application has been carried
out, including for online assessment of Arabic class
(Ju and Adam, 2018), and applied to
flipclassroom(Porcaroet al., 2016).This software
can present online multiples choice questions,
mapping, true and false, and short entries. The
feature for inserting images will also greatly
support the assessment for science learning. This
study investigates the feedback of Science
Education students using Quizizz in multimedia
learning astronomy classes. In addition, this study
examines the effect of the frequency of
implementing Quizziz on student feedback in the
current pandemic era.

METHODS

The research method wused is applied
research, namely byimplementing the Quizizz
application for online assessment. The subjects of
this study were 23science education student,
Universitas Negeri Semarang in the Astronomy
course. The instrument used was the online test
questions for midterm with learning multimedia
Quizizz andquestionnaire to see student
responses.Figure 1 showsthe research steps.

Instrument . Intrument » Quizizz
Making Test tutorial

\ 4

Figure 1. Research step
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The midterm question consists of 15
multiple choice questions uploaded on the
Quizizz application. The question display on the
Quizizz application is shown in Figure 2.
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The questionnaire given to students was in
the form of 8 statements. Students answer
questions with yes or no answers. The results of
this questionnaire will show how students
respond to using the Quizizz application for
online assessment.

RESULTS AND DISCUSSION

One of the advantages of using the
Quizizzapplication in lecture assessments is
being able to provideinquiry design, control or
supervision, and  inspectionresults  very
quickly(Rahmad. er a/, 2019).An example of the
examination results can be seen in Figure 4.

Based on Figure 3, we can see that the
Quizizz application can provide detailed student
midterm report both in terms of accuracy and
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final score (Zhao, 2019). The quiz also displays the
student's ranking after completing one question. In
addition, Quizizz allows you to scramble the

The example of questions is shown in
Figure 3

Figure 3.Example of Question in Quizizz

Figure4. Midterm student test report

The Quizizz application can display score
cluster data into 3 parts, namely high, medium,
and low. Students can achieve high score when
they get score above the average score of class.
Student achieve medium score when they get
exactly the average score of class. Students can
achieve low score when they get score under the
average score of class. The Lecturers and teachers
can also download the report data in the form of an
excel file. Data on student midterm results in the
astronomy course are shown in Table 1.

Table 1. Report of Midterm Exam with Quizz

Players Score Accuracy  Cluster
Al 8670 67% High
A2 8340 75% High
A3 7790 67% High
A4 7500 58% Medium
A5 6880 58% Medium
A6 6250 50% Medium
A7 6200 58% Medium
A8 5690 50% Medium
A9 5390 50% Medium

Al0 5330 50% Medium
All 4510 42% Medium
Al2 3830 33% Low
Al3 3810 33% Low
Al4 3790 33% Low
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questions that appear to minimize cheating
(Rahmad. et al, 2019).

Al6 3470 33% Low
Al7 3400 33% Low
Al8 3230 33% Low
Al9 2920 25% Low
A20 2880 25% Low
A21 2880 25% Low
A22 2540 25% Low
A23 2310 25% Low

Based on table 1, students who get high
accuracy scores in clusters have an average of
69.67% with a standard deviation of 4.61%.
These results show that for high clusters no one
has achieved good scores according to university
standards (more than 81%). Furthermore, the
number of students in the medium cluster is more
with an average accuracy of 52% and a standard
deviation of 5.56%.

Most students were in low clusters with an
average accuracy of 28.36% and a standard
deviation of 4.18%. After being confirmed,
several factors that caused this unsatisfactory
midterm result were anxiety about facing online
exams, limited time, lack of understanding of the
material and lack of preparation for online
exams. This is consistent with research conducted
by Rahmad. et al (2019).

The total mean accuracy for all students
was 43.08% with a standard deviation of 15.83%.
This accuracy value is classified as low if it is
based on university standards where a value
below 50% gets an E grade. Only 6 students
scored above average (more than 50% accuracy)
with a score of 58 (Grade B), 67 (BC Grade), and
75 (Grade B). Once confirmed, they are ready to
take the online exam, but the use of quizzes is a
new thing that makes them nervous and takes
time to learn how to operate them.

One of the factors that causes a low score
is a technical problem where students find it
difficult to operate Quizizz because it is the first
time. However, students interested in Quizizz
because they can immediately see their score so
that it becomes material for evaluation.
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Tabel 2. Results of questionnaires on student responses to

quizizz
No Statement Yes No
P) (%)

1 Quizizz is easy-to-use for online exam 64 36
Quizizz reduces cheating 60 40
Quizizz test results are very objective 56 44
online exams are great fun 56 44

4 I don't feel difficult and tense when I'm 48 52
online

5 Quizizz increase my involvement on 56 44
the Internet class

6 Doing exercises in class using Quizizz =~ 64 36
reduces interference caused by
cellphones or other electronic devices.
Quizizz motivates me to read hard 56 44
Quizizz is suitable to be applied as an 72 28

online assessment in a pandemic era

According to table 2, student responses to
the use of Quizizz tend to be positive with the
results of 7 statements getting positive responses of
more than 50% of the total students. According to
students' positive responses to the Quizizz, the
application presents students with multimedia
related forms where there is a combination of
audio and visual forms. Multimedia messages use
words and pictures that are meant to motivate
learning (Mayer, 2002). From the table 2, we can
take a conclusion that the average answers is yes,
it means students have interested with Quizizz.

The highest positive response 1is the
statement that the Quizizz application is very
suitable to be applied as an online assessment in the
pandemic era where students can access online
exams from home without coming to campus. In
addition, the detailed examination report function
makes it very easy for teachers to work at home.

Another advantage of the Quizizz
application is that the questions can be arranged to
appear randomly so that each student will not get
the same question at the same time. In addition,
each quiz session given by the teacher or lecturer
has a unique access code so that confidentiality is
more guaranteed (Rahmad. et a/, 2019). Quizizz is
an interesting tool (Zuhriyah&Pratolo, 2020),
alternative solution for a formative assessment
system (Saleh&Sulaiman, 2019), and effective in
evaluating learning performance (Zainuddin e al.,
2020). The other advantages are Quizizz can
improve conceptual understanding in mathematics
(Asfar&Asfar, 2020), improve students reading

148

comprehension (Nanda et al, 2018), and
reduce anxiety (Pitoyo, 2019).

CONCLUSION

The use of the Quizizz application in
online assessment in science learning in the
pandemic era is very beneficial for teachers or
lecturers because they can provide test results
reports quickly along with their analysis. In
addition, students responded positively to using
the Quizizz application because they could
answer right or wrong directly. The ranking of
student examination results increased student
motivation and interest.
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