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Abstract 
The challenges of online learning during the Covid-19 pandemic require creativity and learning 
innovation, so online learning evaluation is very much needed. The purpose of this paper is to explore 
the implementation of Quizizz-based online evaluation in universities as a fun alternative to 
evaluation. Quizizz has adequate features to serve as a means of evaluating online learning such as 
quizzes and daily assessments. However, most of them only use Quizizz as a learning game, whereas 
through Quizizz various formal learning evaluations can be carried out such as quizzes, daily 
assessments, surveys and so on. This research method is a qualitative method. Methods of collecting 
data with literature review, observation, and interviews. Sampling was selected by purposive 
sampling method.There are 56 students from the class of 2021 who are taking electronic components 
lectures, of which 21 are male and 35 are female, ranging in age from 19 to 20 years. The results of the 
study found that the implementation of Quizizz is easy to use, has many features and many facilities 
that support learning evaluation activities. Furthermore, the use of features on Quizizz, such as Live 
Quiz, gives the impression of live evaluation which is fun. Learning evaluation through Quizizz can 
make it easier for lecturers to make detailed and objective assessments. So, with the current Covid-19 
pandemic, learning evaluation with Quizizz is the right alternative. 
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Introduction  

The implementation of the learning process cannot be separated from assessment activities, including 
learning evaluation (Baartman et al., 2007), as well as online evaluation during the Covid-19 pandemic (Ardi et 
al., 2021). When people learn, the response becomes stronger, if he does not learn the response decreases. In 
learning, there are opportunities for events that cause learning responses, learning responses, consequences 
that are reinforcing the response (Sadler, 2010). Learning is an attempt to shape the desired behavior. Learning 
as a way for educators to provide opportunities for students to think in order to recognize and understand 
something that is being studied (Nilsson, 2008). Learning also gives freedom to students to choose learning 
materials and how to study them according to their abilities (Abidah et al., 2020). Learning is every systematic 
and deliberate effort to create educational interaction activities between two parties, namely between students 
and educators who carry out learning activities (Bovill, 2020). Learning is an attempt to make students learn 
and an activity to teach. So that learning is an effort made to create a teaching and learning process. Learning 
here emphasizes more on how the efforts of educators to encourage or facilitate students in learning, especially 
to motivate students in learning (Brassler, & Dettmers, 2017). namely between students and educators who 
carry out learning activities (Bovill, 2020). Learning is an attempt to make students learn and an activity to 
teach. So that learning is an effort made to create a teaching and learning process. Learning here emphasizes 
more on how the efforts of educators to encourage or facilitate students in learning, especially to motivate 
students in learning (Brassler, & Dettmers, 2017). namely between students and educators who carry out 
learning activities (Bovill, 2020). Learning is an attempt to make students learn and an activity to teach. So that 
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learning is an effort made to create a teaching and learning process. Learning here emphasizes more on how 
the efforts of educators to encourage or facilitate students in learning, especially to motivate students in 
learning (Brassler, & Dettmers, 2017). 

The challenges of the pandemic, and the Industrial Revolution 4.0 in all fields of science, especially in the 
field of education, is no exception in higher education by optimizing technology-based learning (Anwar et al., 
2021). To develop all students' potential, both cognitively, affectively, and psychomotorically, they must go 
through a learning process in the world of digital-based education (Okay, & Fernandes, 2020), and creative and 
innovative learning models (Ganefri et al., 2021; Hidayat et al., 2018; Hidayat, 2017). In addition to the learning 
process, the learning evaluation process is also the focus of educators in implementing teaching by 
implementing the Indonesian National Qualifications Framework curriculum. In accordance with the demands 
of the curriculum and the industrial revolution 4.0, educators must be able to create creative learning, which is 
able to create an effective learning atmosphere so that students' learning concentration is in an effort to achieve 
quality education quality standards. Learning evaluation is an important aspect of the learning process. By 
evaluating learning, educators can find out how successful the delivery of material is during teaching and 
learning activities. Learning evaluation is a process to determine the value of everything in learning. 

Learning evaluation can also be done through quizzes or games related to the lecture material that has been 
delivered. One alternative to online-based learning evaluation is to use quizzz (Asria, & Putrie, 2021; Zuhriyah, 
& Pratolo, 2020). Quizizz provides data and statistics about student performance, and you can even download 
these statistics in the form of an Excel spreadsheet. Lecturers can track the number of students' answers. The 
use of quizizz helps educators in conducting evaluations without being limited by place, an attractive display 
and set time settings guide students' concentration. Quizizz is a game-based educational app, which brings 
multiplayer activities to the classroom and makes in-class practice fun and interactive. By using Quizizz, 
students can do the exercises in class on their electronic devices. Unlike other educational apps, Quizizz has 
game characteristics such as avatars, themes, memes, and entertaining music in the learning process.  

Quizizz also allows students to compete with each other and motivates them to learn (Amalia, 2020). 
Learners take quizzes at the same time in class and see their live ranking on the leaderboard. Instructors can 
monitor the process and download reports when quizzes are completed to evaluate student performance. Using 
this application helps stimulate interest and increase students' concentration (Zhao, 2019). Through Quizizz, 
educators can see the level of mastery of the material possessed by students. Besides Quizizz, it can increase 
student activity in online learning. However, unfortunately Quizizz has not been used as a learning evaluation 
medium as a benchmark for assessment because it is only considered a game or game. Even though the Quizizz 
feature is quite feasible if it is used as an evaluation medium, especially during online learning (Darmawan et 
al., 2020). Quizizz is an application that is suitable for use as a learning application that supports the 4.0 learning 
revolution because of its easy use and fast assessment process. By utilizing this application, students have easy 
access to interactive and fun learning resources (Suo Yan, & Mei, 2018). In addition, parents can also actively 
participate in monitoring the material presented by educators. Based on the explanation above, the purpose of 
this paper is to explain the implementation of Quizizz as an alternative to online evaluation in higher education.  

Quizizz is an application that is suitable for use as a learning application that supports the 4.0 learning 
revolution because of its easy use and fast assessment process. By utilizing this application, students have easy 
access to interactive and fun learning resources (Suo Yan, & Mei, 2018). In addition, parents can also actively 
participate in monitoring the material presented by educators. Based on the explanation above, the purpose of 
this paper is to explain the implementation of Quizizz as an alternative to online evaluation in higher education. 
Quizizz is an application that is suitable for use as a learning application that supports the 4.0 learning 
revolution because of its easy use and fast assessment process. By utilizing this application, students have easy 
access to interactive and fun learning resources (Suo Yan, & Mei, 2018). In addition, parents can also actively 
participate in monitoring the material presented by educators. Based on the explanation above, the purpose of 
this paper is to explain the implementation of Quizizz as an alternative to online evaluation in higher education. 
& May, 2018). In addition, parents can also actively participate in monitoring the material presented by 
educators. Based on the explanation above, the purpose of this paper is to explain the implementation of 
Quizizz as an alternative to online evaluation in higher education. & May, 2018). In addition, parents can also 
actively participate in monitoring the material presented by educators. Based on the explanation above, the 
purpose of this paper is to explain the implementation of Quizizz as an alternative to online evaluation in higher 
education. 

Method 

The method used in this research is qualitative research. Qualitative research emphasizes holistic 
description, which is a detailed description of everything that happens in certain activities or situations 
(Mohajan, 2018). Methods of collecting data with literature review, observation, and interviews. The object of 
this research is Quizizz. Quizizz is a gamified student engagement platform that offers multiple features to 
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make a classroom fun, interactive, engaging, free, open access and makes classroom learning more fun and 
interactive (Purba, 2019). Quizizz is one of the media that can help lecturers in conducting online tests. This 
research was conducted in September 2021. In the Quizizz learning evaluation trial, the research population 
was all students of Electronic Engineering Education, Faculty of Engineering, Padang State University. Sampling 
was selected using the purposive sampling method, namely the class of 2021 students who are taking electronic 
components lectures totaling 56 people, with 21 males and 35 females, ages ranging from 19-20 years. 

Results and Discussion 

Innovation of learning models in higher education during the pandemic and Industrial Revolution 4.0 
became an urgent need (Hidayat et al., 2019a; 2019b). Online learning requires educators to look for various 
digital platforms that are easily accessible for lecturers and students so that learning takes place effectively and 
efficiently and gets good quality. Based on observations, interactive online learning through google meet or 
zoom is not running effectively due to poor signal constraints and wasteful quota. Therefore, the 
implementation of learning through google meet or zoom is only done a few times, the rest of the lecturers use 
whatsapp groups as a liaison media between lecturers and students online. Through the whatsapp group, 
lecturers carry out teaching activities by sharing learning links, (containing materials/modules), video links, 
voicenotes, pictures, quiz or test links (google forms, quizizz, etc.), attendance links and conducting discussions 
or questions and answers, and there are also one that optimizes the university's e-learning platform. The same 
is also applied to activities at Padang State University, including the Electronic Engineering Education Study 
Program. In an online learning meeting, the lecturer conveys material through videos/voicenotes in stages 
according to the existing material. With the gradual delivery of material, lecturers can provide opportunities 
for students to respond or ask questions before continuing to deliver the next material. However, because of 
time constraints the lecturer cannot wait for all students to respond to the material presented. So that there 
are only a few students who can respond during teaching and learning activities at the zoom meeting. 
Therefore, evaluation of learning in the form of quizzes at each online meeting is very necessary to see the 
ability of students to master the material presented. 

Based on the results of interviews with lecturers of the electronics component course in the electronics 
engineering study program, quizzes were given at the end of the meeting through Quizizz. The results of Quizizz 
are not used as a benchmark for assessing student assignments, because lecturers think that Quizizz is an 
alternative learning that can attract students to learn. However, the features in Quizizz are very supportive to 
make Quizizz a true learning evaluation tool. Therefore, it is very necessary to describe the features and their 
use on Quizizz so that Quizizz users can take full advantage of Quizizz, as follows: 

Quizizz Account Creation 

(1) To evaluate learning in Quizizz, lecturers must sign up via email or google account on the website 
www.quizizz.com; (2) Choose usage, namely on campus/school., (3) Choose as a lecturer. 

Quiz or Test Creation 

(1) Click Create; (2) Write the name of the quiz, for example, Electronic Component Quiz; (3) Select the 
relevant material that has been provided by the application system, then click Next; (4) Choose the type of quiz. 
There are five types of quizzes, namely Multiple Choice, Checkbox, Fill-in-the-Blank, Poll, and Open Ended. 
Multiple Choice is a quiz in the form of multiple choices where the lecturer can provide the number of answer 
options according to the lecturer's needs. Checkbox and Multiple Choice are not much different, the difference 
is only if the Checkbox can provide more than one correct answer. Fill-in-the-Blank is a question that is written 
in an incomplete or blank sentence. Poll is a type of quiz where there is no right or wrong answer for each 
answer choice. Meanwhile, Open Ended is a quiz in the form of an essay so that there are no answer options; 
(5) Write down the questions. Questions can be typed or can be in the form of image, audio or video media. In 
addition, there is also a feature to write questions in the form of equations or mathematical formulas. If there 
are mathematical symbols that are not available in the Quizizz feature, the lecturer can provide the question 
through pictures; (6) Write down the answer choices. Answers can be written manually or through pictures; 
(7) Determine the estimated processing time; (8) Save the work by clicking save; (9) Write down the following 
questions according to steps 1-9; (10) Click Done if all questions are completed; (11) Choose the type of quiz 
implementation, namely Live Quiz or Homework. The implementation of the live quiz is when the lecturer has 
given the quiz link and it is done right away. While the implementation of Homework is according to the time 
span given by the lecturer. For evaluation of learning in the form of exams, lecturers should choose Live Quiz; 
(12) Select Exam mode; (13) Click Next after setting some advanced settings according to the needs of the 
lecturer such as the number of experiments carried out by students, showing students correct answers, 
showing all student questions and answers at the end of the quiz, setting background music, memes, and so 
on; (14) Share Quizizz code or link to students; (15) Click Start, if all or the majority of students have joined the 
quiz. (13) Click Next after setting some advanced settings according to the needs of the lecturer such as the 
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number of experiments carried out by students, showing students correct answers, showing all student 
questions and answers at the end of the quiz, setting background music, memes, and so on; (14) Share Quizizz 
code or link to students; (15) Click Start, if all or the majority of students have joined the quiz. (13) Click Next 
after setting some advanced settings according to the needs of the lecturer such as the number of experiments 
carried out by students, showing students correct answers, showing all student questions and answers at the 
end of the quiz, setting background music, memes, and so on; (14) Share Quizizz code or link to students; (15) 
Click Start, if all or the majority of students have joined the quiz. 
 

 
Figure 1. Input questions to the Quizizz system 

 
 

 
Figure 2. Display of the output of the question after it is entered in the Quizizz system 
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Figure 3. Quizizz is ready to start with game code 

 
 

 

 
Figure 4. Accuracy of right and wrong answers from students 
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Figure 5. The final results of quizzz directly from all evaluation participants  

Quiz Result Assessment 

(1) Click Reports/Results to view student work results; (2) Choose a quiz that will see the results; (3) 
Lecturers can rearrange the names of quizzes that have been done by students to distinguish quiz results from 
other classes; (4) Lecturers can see the accuracy of student answers as a whole; (5) On the Participants tab, 
lecturers can see a list of names, correct answers, and grades of students who have taken the quiz. The accuracy 
of the answers is the percentage of correct answers from all questions that are done by students, so that the 
accuracy of the answers can also be used as the final score for the quiz. While what is meant by the value on 
Quizizz is the point that students get when doing quizzes, These points can come from the accuracy of the 
answers and the speed with which students answer questions so that the number of these scores reaches the 
thousands and is more difficult to use as a rating scale in general. Therefore, accuracy/accuracy should be the 
benchmark for the final score of the quiz; (6) Click a student's name on the Participants tab. Furthermore, the 
details of the quiz work from the student will appear, namely the correct and incorrect answers, and there are 
also details of the time needed for the student to answer each question; (7) Click the Participant tab if the 
lecturer wants to see a detailed analysis of each question on the quiz done by students; (8) Click on a question, 
then a list of student answers will appear and the time it takes for students to answer the question; (9) Click 
the Overall tab if the lecturer wants to see the results of the recap of the scores of all participants in terms of 
each question on the quiz; (10) If the lecturer needs the results of a quiz or test in the form of a softfile, the 
lecturer can click the download icon. The downloaded file is of type excel; (11) Click the print icon if the lecturer 
requires quiz or test results in hardfile form. 

Quiz implementation in the form of a final assessment or several meetings can be done with Live Quiz on 
Quizizz. By using Live Quiz, exams are conducted simultaneously so as to minimize cheating in exams and 
increase student discipline. Students are required to be on time and not delay taking the exam in order to access 
the Live Quiz. For this reason, before the examination, the lecturer should emphasize that the final assessment 
in the form of a quiz is carried out through Live Quiz simultaneously and all students are required to take it. 
However, before administering the exam, the lecturer must also ensure that students understand the 
technicalities of taking the exam on Quizizz. From the description above, it can be seen that the evaluation of 
learning in the form of an exam can be done through sites or online applications such as Quizizz with a relatively 
easy process. Quizizz is easy to use because it offers a variety of features to facilitate and manage the creation 
of questions in an educational context. So that no special skills are needed for students or lecturers to access 
quizzes or exams through Quizizz. 

Assessment is one of the important things in the exam because the score can represent the student's ability 
to master the subject matter. The automatic and detailed assessment system on Quizizz is very helpful for 
lecturers in analyzing student abilities as well as analyzing the validity of the question, very helpful in 
processing the assessment results (Priyanti, Santosa, & Dewi, 2019). The results of this study state that the 
features on Quizizz can make it easier for lecturers to give assignments and assessments that can be 
downloaded and shared with students. The Quizizz application can be used as a means of storing questions and 
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then analyzing the questions so that they become valid, reliable and have different strengths and a good level 
of difficulty (Zainuddin et al., 2020). 

Evaluation of learning in the form of exams or relative daily assessments is seen as a scary and stressful 
thing for students. However, by evaluating learning through Quizizz students consider the quiz to be fun and 
can increase motivation to learn, because Quizizz also helps students concentrate on studying and relieves 
boredom (Zhao, 2019). The use of quiz applications can be used as a medium for giving quizzes to students 
whose results have a very significant effect on student learning motivation (Dhamayanti, 2021). Quizizz has 
various advantages so it is worthy of being used as an online learning evaluation medium. However, there are 
several disadvantages when using Quizizz, one of which is Quizizz relies heavily on a good internet network. 
This is a major problem when online learning is carried out, because there are several areas that have unstable 
internet networks (Hamid, Sentryo, & Hasan, 2020). 

Based on the results of interviews with lecturers of electronic components in the electronics engineering 
study program, one of Quizizz's weaknesses is that each question on the quiz has its own time duration so that 
sometimes students panic and rush when working. Time allocation is Quizizz's weakness because each 
question has its own time duration so students who are not good at time management feel uncomfortable 
(Göksün, & Gürsoy, 2019). However, this problem can be solved by changing the settings so that students 
cannot see the countdown time when doing tests on the activity setting. 

The demand to produce quality and competitive higher education graduates is currently very necessary 
(Hidayat et al., 2019c; Hidayat et al., 2021), so it is necessary to consider and think about information 
technology-based learning activities (Tasrif et al., 2021). ), and online learning evaluation is no exception 
(Mulya, Ambiyar, & Wakhinuddin, 2020). Furthermore, the evaluation of learning in the current pandemic era 
and digital challenges is a new thought by making a breakthrough from manual to online evaluation, one of 
which is the implementation of Quizizz in learning in higher education. 

Conclusion 

The conditions of the pandemic and post-Covid-19 pandemic require the implementation of online and 
mixed learning, between face-to-face and online. Distance learning really needs to consider effective and 
efficient evaluation. Evaluation of learning types of tests or final assessments can be done through Quizizz by 
maximizing the use of the quiz feature on Quizizz supported by guidance from the lecturer. Quizizz is not only 
used as a learning tool, besides that, Quizizz also has many features that make it easier for lecturers to make 
assessments that are carried out automatically by the application system directly. 
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