CHAPTER 1

INTRODUCTION

1.1 Background of the Research

The use of information and communication technology has become part of
daily needs in human life, esp'-ec':'ia-lly with the preséhc’e 6ﬂsmartphones that now

almost reach all walkls' of life,;rangin.g:ff(.):r_n aidﬁlthb_oql to children. Smartphones
have been considered a tc_>.o'1 in human life, and t_H_e préseiice of s_rnart;;h(:)nc_as has
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also led-to an increase in internef use in Indonesia, .. -~
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Indoﬂé'si_‘éi’-'s edl'qcé’-ti'(jﬁ systéfn l;)'efofé- the pandemic relied on Conventional

teaching aﬁd.T'@éi_i*nidg_, hamely "_f'_aé'é'-,to-fa_l'ce_téac‘hil_lg -system‘béﬁwee‘_ri__'te_"achers and
students, or lecturers and students. This conventional systern can bé an easy target
in wanting to.improve thé qlieilit'}'/'-of Inidonesia éducation-system, with the
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development timés the,advdncement of technology aﬁd._iﬁfbrm;}t'i:or_l.systerh .

beconi'@'s-:faster, i-l'l-e C._On_VGﬂﬁOl-’.lE.Il- systc_e_n}s c_e;_n-bé sa'iél' as inef:fe_gt.i\;e. in the I;ﬂ.)cess
of teach.il.l;g' and learnh;g if ._Ol.ﬂ.}./'.l_:l'SiI;_.g_--_C_OnVelntiOII‘:l_;l_l' 'éj}.sfér_._ns vs;ithout il}i/.o.'l-\./ing
technology. if a:1s__o makes instit.l.;iioés-- orschoolsthat still use this .tr_.r;ld.itional
teaching system Veryslow and.not.in line W1th the .de_vel'o'p.r'n.é.ni: 01; technology and

information.

The use of technology and information in Indonesia’s education system
has just entered the learning stage for various possibilities in the development and
application of the education system. Information represented by a computer or

smartphone that is connected to the internet as the main media has been able to



Make a great contribution to the education process. With these changes in
learning mode in the era of the COVID-19 pandemic, integration between
technology and information with education is needed, therefore the government is
making a strategy to reduce the number of COVID-19 cases by temporarily
eliminating conventional or face-to-face system learning and replaced with online
learning starting from school to college level. This system is realized with a
system called electronie, U niv'e.rs'it'y./'(-e-I.JniVereity)..: The ne\y system aims to

support education, $o Universities cai.provide better information services. The
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way students learn and the-changing methods of 'teachii{'g' are also the “irnpacts of
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these de.Veloprnents and teacheré« must be ready to adopt technology and

-

1nforrnatron in the teachrng 1earn1ng proqess S0 that the teachrng and learnrng
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process contlnues to tun effectrvely L g e

Accordlng to a letter of Mrnrstry. Educatron the Repubhc of Inddnesra
number 3 of 2020 eoncernrng Preventronfof Corona Vrrus Dlsease (COVID 19) in
the educatron un1.t= and the Ietter of Secretary General the Nhnlstry of Educatron
nurnber 35492/A A5/HK/2020 dated March 12. 2020 about the preventron of the
Spread of Corona Vlrus Drsease (COVID 19)) The goVernment through the
Ministry of Educatron and Culture (Kernendrkbud) takes advantage of the
development of 1nformatro_n_-_al._r_1d _cornrnumcatr_on teeh_r_l_g_lpgy by"estabhshrng a new
regulation, namely Study Frona Home (SFH.) because of the current situation of

the COVID-19 pandemic. Ministry of Education wants to teach and learning to be

carried out even in different ways which are online learning.



In a pandemic era, the online learning system does not always run
smoothly. According to Khairunnissa, Dedy & Agus (2021), many obstacles must
be experienced by students, such as the material delivered by teachers being less
clear and students becoming difficulty in understanding what has been delivered,
also the internet network is not always good and not infrequently many families of
students who only have one smartpho_ne, and the lack of discipline of students in
doing tasks, not infrequently.als'o W1th erratlc lectur'e schedules because of

adjusting the schedule of lecturers. It 1s also su-'pported by statements from

Handayam (2020 p.19) network 1nstab1hty is d1srupt1ng student classes

Netwo,rlglng 18 an 1mportant factb'r_ for the onllne.le_eltr_nﬂng enV,1_r0nm_ent.

With t'he change in learnlng mode i, the era of the— COVID l9 pandemlc

integration between technology and 1nformat10n needs to be 1ntegrated w1th
educatlon Ramadham (2019 p 4) Suggested that ‘one of the uses of technology

and 1nformatlon is to use onhne appl1cat10n—based learnmg medla or by us1ng
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garne-based lealjn_ing rned1a, In addltlon, nlany teachers_;;\_th already_ use
infornia_ti_on techn'o.l.ogy. in -_thel.r_'clas_s_es i_nten_d. to prdvld-e new nlet:hods of l:le_a:rning.
By using:.t:hese media; .stud__en_ts _v_y-ill_:_ea:l_s_ily undelstarfd"the_ matelials proillded by
teachers. Ganie:.l_earning rnedia' has latel;? becdme .Il):opu.larly used by teachers.

Since online learning: is. efrforeed, the biggest challe_ng_e-_expe'fiehced by teachers is
in preparing materials that must support online learning.
In addition, except for the material of the way of presentation, the way of

delivery to students is also a challenge. According to Wang, Zhu &Saetre (2016),

It is supported by the emergence of game-based educational applications that can



be downloaded easily on smartphones such as Quizizz, Kahoot!, Socrative,

iClickers, and Edpuzzle that have been used by some teachers.

Mei. Ju and Adam in Cahyani and Berlian (2020, p.264) stated that
Quizizz is one of the digital games that makes class activity fun. Students can
practice through computers, Ipad, tablets, 10S-based smartphones as well as
Android and the Chrome app. _Iq_addition, Quizizz is a learning media that

contains educational games with interactive quiz content.”
This program is née_ded_b}"f students in Hetel angd Tourism COUESEs as a

mediun_i_;_o'-f leaminé Qﬁi.iigz m’éﬂ{eg.students mblre _co_r:npleti’t'i“_-,';i and keeplé.fudents
unsaturated wh.é.m..ta{l;ing qulzzes by displaying a_(;;;nlgﬁli%qtj_on. of :ij-;ne.i'ges, colz).'rs', _
ks, and 1é&déﬁadarll;s: The use o t.e:'alpil_i'i.ii:é::rn-edéa couldgialy hélff to learni,
activities and dehveryof In_qess-;'.ig'e;:-;s I'-ai..ld--ci)n_t:ﬂnt.l';)f-t:hé less(éfl.-d.'t- that.- tlme In
adcliition to'in"é're.a's'e&'mi):‘éivat.id'l.f‘a.ﬁ&?t'o h.i:él'ke eamlng activii.::ié;'mor.e enj'OYable-'. '
The med1a aIso help "to ‘1mprove under;talru.:hng, presentmg Qata w1th 1nterest1ng

-

1mages makmg 1t ea&ér for students to mterpret data, and obtam 1nformat10n.

-

Frém the expiaﬁati(;n above -Qili-.ziz.z..af;[r'aetegl___te,ache;s"" attention'to use
Quizizz as .nllé_dia in learni.rig':rﬁé;';hbei-i-;"lé‘l.feréflc;rfe 'r_ééearéh.grs conducte-dJ .research
aimed to find ouit mora about the effectlveness of usmg Qul.ZIZZ a.s a learning
medium. How students pe.r-ce;.ve the-u;e of Ql-nmzz"ap.phcatlon as a learning
media, whether students are motivated and happy in participating in learning

activities.



1.2 Problem of the Research

Based on the background of the research, the problems that researcher can

find is How do students understand the materials when teachers use Quizizz to

deliver materials?

With the problem it mentioned, the researcher wants to know how the

students perceive using Quizizz as. a-media learing method during online

W

lectures.

1.3 Objective of the Research: il 4

] — 1

' | .
p L

= ' | et -
- o " . g R

“The purpase-of this study'is to find out'inare abeut students' perceptions in
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theuse of onling.quiz ._alp:p"s%'.QuizziZ'in, oh}ige_-ledrning é'_i_cf_jvities. :
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1.4 Operational Defifiition of the-Terms ~ -\ .« . :
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‘Online leaming'is the concept of learning activifies that:are €arried out

without having face-to-face éj!E:':fi\}'i-ti'e'*'s',"wh_ich utilizes:the development of
information technoI‘o.g'y.:-_infqi‘iﬁa,tion' tectinology-as learning activities
media ié.:é.'_computer and /or smartphone using the internet 1_ietwork.

Perception

Perception is a person's point of view on an object that influences the
decision-making process. Everyone's perception is different because a
person experiences information acceptance, organizing, and translating a

different object resulting in different views.



3. Online Quiz Application

1.5 Significances of the Research * T

.i8 an "Instrugtor-paced"

.-_interésfing"quiz_qUeétions.:-" AL - P

Online Quiz Application is an application that is used as one of the
supporting media in learning activities. And based on what has been
described in the background of the research, the online quiz application
that is used is Quizizz. Quizizz is one of those online quiz applications for
creating interactive quiz games to use in classroom learning activities. In
the Quizizz app,_'ghere'-ﬁr‘é 's.e'\-/er;al feell‘u.lr.es f)'reseriteq that are useful for

students as IWé_H as teachers, Sueh as scdres.on. leaderhoards, students can
| L (1 LW F Y ' e
set up work time in timer options, and more’ 'thr}teach_ers, in Quizizz there
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hienu where tedchets.can add.an explanation of

the m_aterfi_al. coi-lt__q_in'(_é(-l'-ih-the.ques‘.tipn number, and With.'tﬁ:e':“lnstructor-. :
M, L EF oS TR TR
paces” menu indirectly stadénts will review and assist-the teacher in

delivering the'm-eilteria_l. ._In'-_qddit'i.on 1o the '_f_e:clt'u'res mentioned, many other
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interesting features can he;used as considerations in the creation of
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From the purpose and problems gbove, the benefits of this fesearch

theoretically and 1-)'rac-t:i'ca-1:t_y_-_al_re: ) >,

1.

For Teachers and Lecturers

The results of the study 'College Students Perceptions in Learning Online
Using Quiz Application' is expected as an alternative to facilitate teachers
in explaining materials to students to make learning activities more

interesting and varied.



2. For Other Researchers

The findings of this study can be used as a guideline for future studies.

1.6 Scope of the Research
The scope of the research is concerned with knowing how students
perception in online learning usi.r_l_g Quiz application and how students
understand the materials fﬁa"t.h!a.\;e ‘t;een .de;live.r:ed-by.le.cturer B class 0of 2018

in Universitas Mil_ﬁammadi_yah J ember ¥
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