
45 

 

REFERENCES 

 

 

Affandi, M. R. (2020). Analisis Efektivitas Media Pembelajaran E-Learning Dalam 

Meningkatkan Hasil Belajar Siswa Kelas X Pada Pelajaran Fisika. Jurnal 

Pendidikan Fisika, 152. 

 

Akhira, M. (2022). Students’ Perception Of Online Learning Using Quizizz.Com 

As A Learning Media In Learning English. Academy Of Education Journal, 

Vi, 263. 

 

Alomari, I. (2019). The Role Of Gamification Techniques In Promoting Student 

Learning: A Review And Synthesis: A Review And Synthesis. Journal Of 

Information Technology Education:Research. 

 

Amiti, F. (2020). Synchronous And Asynchronous E-Learning. European Journal 

Of Open Education And E-Learning Studies. 

 

Andresta, N. B. (2022). Students' Perceptions Of Quizizz As English Assement 

Media On Tenth Grade Students Of Sman 2 Semarang. (Unpublised 

Thesis). 

 

Arikunto, S. (2013). Prosedur Penelitian : Suatu Pendekatan Praktik. Jakarta: 

Rineka Cipta. 

 

Basuki, Y. H. (2019). Kahoot! Or Quizizz : Students' Prespective. English 

Language & Literature International Conference. 

 

Creswell, J. W. (2012). Educational Research: Planning, Conducting, Evaluating, 

Quantitative And Qualitative Research (Fourth Edition). United State Of 

America: Pearson Education Inc. 

 

Dewi, N. N. (2021). Efl Students’ Perspective On The Use Of Quizizz As Online 

Learning . 15. 

 

Febriani. (2022). Students’ Perception Of Using Quizizz In Learning Grammar At 

The 3rd Grade Students Of Smp N 5 Rembang. Jee (Journal Of English 

Education), 172. 

 

Fitria, N. T. (2021). Students’ Perception Toward The Implementation Of 

Synchronous Learning During Covid-19 Pandemic In English Language 

Teaching. 2. 

 

Han, H. (2013). Do Nonverbal Emotional Cues Matter? Effects Of Video Casting 

In Synchronous Virtual Classrooms. American Journal Of Distance 

Education.



46 

 

 

Jalinus, A. (2016). Media Dan Sumber Pembelajaran. Jakarta: Kencana. 

 

Konstantinidis, A. T. (2016). Web 2.0 Tools For Supporting Teaching. Turkish 

Online Journal Of Distance Education. 

 

Krisnasari, S. (2022). Pemanfaatan Aplikasi Quizizz Dalam Pembelajaran Literasi 

Dan Numerasi Di Paud. Jurnal Ilmiah Ilmu Pendidikan, 1733. 

 

Murphy, E. A. (2011). Asynchronous And Synchronous Online Teaching: 

Perspectives Of Canadian High School Distance Education Teachers. 

British Journal Of Education Technology. 

 

Nugrahani, F. (2014). Metode Penelitian Kualitatif Dalam Penelitian Pendidikan 

Bahasa. Surakarta. 

 

Nurul, J. (2022). The Effect Of Quizizz On Students English Motivation At Xith 

Grade Of Sma. (Unpublish Thesis). 

 

Purwoko, T. W. (2023). The Correlation Between Students’ Curiosity And Their 

Reading Comprehension Ability . Unpublishe Thesis. 

 

Pusparani, A. A. (2021). Quizizz Platform As The Realization Of Asynchronous 

Learning. The Journal Of English Language Teaching In Foreign Language 

Context, 2022. 

 

Rohendi, D. (2022). Pembelajaran Berdiferensiasi Kurikulum Merdeka Bersama 

Quizizz. Refo Indonesia.  

 

Salsabila, U. H. (2020). Pemanfaatan Aplikasi Quizizz Sebagai Media 

Pembelajaran Ditengah Pandemi Pada Siswa Sma. Jurnal Ilmiah Ilmu 

Terapan Universitas Jambi. 

 

Sugiyono. (2013). Metode Penelitian Kuantitatif, Kualitatif Dan R & D. Bandung: 

Alfabeta. 

 

Suharsimi, A. (2013). Prosedur Penelitian : Suatu Pendekatan Praktik. Jakarta: 

Rineka Cipta. 

 

Syofian, S. (2013). Metode Penelitian Kuantitatif. Jakarta: Kencana Prenada 

Media. 

 

Zhao, F. (2019). Using Quizizz To Integrate Fun Multiplayer Activity In The 

Accounting Classroom. International Journal Of Higher Education. 

 

 


