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Abstract: Sailing through the 21st century, integrating technology into the classroom has 
become necessary. To ensure successful learning, educators need effective tools that can boost 
motivation and support student engagement. One of these tools is Quizizz. This research aims 
to contribute to the thriving research on technology use in education by investigating the role 
of Quizizz in learning. Employing qualitative design, the method used is library research, which 
involved reviewing and analyzing existing literature related to Quizizz and its use in educational 
settings. The research concludes that the Quizizz plays a considerable role in the learning 
process today. It is one of the most appropriate and relevant applications used in learning, 
particularly for evaluation. Interactive and fun learning experience, active student engagement, 
instant feedback, and learning personalization are some of the factors that make Quizizz a very 
powerful tool to increase student learning motivation and interest, which naturally also results 
in the improvement of learning achievement. Moreover, Quizizz's features can also help 
develop the 21st century skills that are essential for students to have today, particularly critical 
thinking, communication, and collaboration. 
Keywords: Literature review; Quizizz; learning 
 
Abstrak: Menjalani abad ke-21, mengintegrasikan teknologi dalam kelas telah menjadi hal 
yang penting. Untuk memaksimalkan pembelajaran yang sukses, pendidik membutuhkan 
perangkat yang efektif yang dapat meningkatkan motivasi dan mendukung keaktifan siswa. 
Salah satu alat ini adalah Quizizz. Penelitian ini bertujuan untuk berkontribusi pada penelitian 
yang sedang berkembang tentang penggunaan teknologi dalam pendidikan dengan 
menyelidiki peran Quizizz dalam pembelajaran. Dengan menerapkan pendekatan kualitatif, 
metode yang digunakan adalah penelitian kepustakaan, yang melibatkan peninjauan dan 
analisis literatur yang ada terkait dengan Quizizz dan penggunaannya dalam lingkungan 
pendidikan. Penelitian ini menyimpulkan bahwa Quizizz memainkan peran yang cukup besar 
dalam proses pembelajaran saat ini. Ini adalah salah satu aplikasi yang paling tepat dan relevan 
digunakan dalam pembelajaran, terutama untuk proses evaluasi. Pengalaman belajar yang 
interaktif dan menyenangkan, keterlibatan siswa secara aktif, umpan balik instan, dan 
personalisasi pembelajaran merupakan beberapa faktor yang membuat Quizizz menjadi alat 
yang sangat ampuh untuk meningkatkan motivasi dan minat belajar siswa, yang tentu saja 
pada akhirnya juga berdampak pada peningkatan prestasi belajar. Selain itu, fitur-fitur yang 
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dimiliki Quizizz juga dapat membantu mengembangkan keterampilan abad ke-21 yang sangat 
dibutuhkan oleh siswa saat ini, utamanya dalam hal berpikir kritis, komunikasi, dan kolaborasi. 
Kata kunci: Tinjauan pustaka; Quizizz; pembelajaran 

INTRODUCTION 

As education fast-tracks into a digital realm, technology has become ubiquitous in classrooms 
worldwide. The efficacy of this trend can be attributed to educators realizing the inadequacy of 
conventional teaching methods to equip students with skills relevant for modern workforce (Naga 
& Subramani, 2018; Malik, 2018). Given today's digitally progressive world where critical thinking, 
problem-solving, and collaboration are among sought-after competencies (Gore, 2013; Ahonen & 
Kinnunen, 2015), students adopting technology hold an edge over counterparts who don't 
(Hermita, 2020). Technology accentuates these key qualities by providing vast information 
resources and real-life situations to hone digital literacy capabilities (Erwin & Mohammed, 2022). 
While merely integrating technology into the classroom has become commonplace, it is not 
enough to ensure student engagement and successful learning outcomes (Khan et al., 2017). Thus, 
educators are in need of effective tools and strategies that can boost motivation and support 
student learning. One of these tools is Quizizz. 

Quizizz is a relatively new digital learning platform that has been gaining in popularity in 
recent years. It is an online learning application used to create and share interactive quizzes with 
students (Junior, 2020). This app was created in 2015 by Deepak Joy Cheenath and Ankit Gupta as 
a tool to increase students' satisfaction and involvement with their education. Since then, Quizizz 
has grown to be a prevalent educational tool with more than 20 million users worldwide. 
Gamification features on the platform, such as points, badges, and leader boards, encourage 
students to participate in the learning process (Pitoyo & Asib, 2020). In addition, Quizizz offers 
students immediate feedback so they can modify their learning strategies as necessary (Rahayu & 
Purnawarman, 2019). Owing to the platform's personalized pacing, students can also work at their 
own pace and according to their own schedules. 

Quizizz is designed to help teachers create a more interactive and fun learning environment as 
well as enable students to learn in a more interesting and less boring way (Degirmenci, 2021). It 
can be used for formative assessments, such as quizzes that evaluate student progress during a 
course, or summative assessments, such as quizzes that evaluate student mastery of a subject. 
This app has many features that make it unique and attractive for both students and teachers to 
use (Muji et al., 2021). These features include the ability to create quizzes easily and quickly, 
provide real-time feedback, and the ability to customize and personalize quizzes according to 
learning needs. Quizizz provides ready-to-use quizzes that users can access and use, including 
quizzes with various topics and levels of difficulty. This feature allows teachers to save time and 
effort in preparing quizzes, while students can gain extensive knowledge on various topics (Aini, 
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2019). In addition, Quizizz also has a leaderboard feature that allows students to compete in 
quizzes, thereby increasing their motivation and activeness in learning. The app also has a feature 
to invite students to join quizzes and then displays real-time quiz results and statistics after the 
quiz is over. Another advantage of Quizizz is the feature of using images and videos in quizzes. This 
feature allows teachers to enrich learning with interesting visual contents, promoting active recall 
and retrieval, which are essential for long-term memory retention. With its complete and easy-to-
use features, Quizizz is a very useful app for teachers and students in enhancing interactive and 
effective learning experience (Zhao, 2019; Rizki & Kurniawati, 2022). 

Although Quizizz has many advantages, there are still a few drawbacks that need attention. 
One of them is the ability to access the internet needed by students and teachers. To use this 
application, students and teachers need stable and fast internet access (Göksün & Gürsoy, 2019). 
If the internet connection is inadequate, the application may become slow and unresponsive 
(Harahap & Kembaren, 2023). Another obstacle in using Quizizz is the teacher's lack of control over 
the use of the application by students (Wen & Aziz, 2022). This app does not have sufficient 
monitoring features to ensure that students do not cheat during quizzes (Colodeeva, 2021). In 
addition, this application also has limitations in terms of adapting quizzes to the local or regional 
curriculum. The quizzes provided by Quizizz are general in nature and not really related to the 
curriculum or the special needs of a particular area. Another drawback of Quizizz is the limitations 
in terms of skills and practical learning. This app is more suitable for knowledge and information 
quizzes. For subjects that focus more on practical skills, such as math or science, it will be more 
difficult to test students' competencies with Quizizz (Yong & Rudolph, 2022). 

Nevertheless, Quizizz has emerged as a popular tool due to its unique features such as 
personalized learning and gamification aspects. It has been used in a variety of educational 
settings, from K-12 classrooms to higher education and corporate training. As such, this research 
paper aims to contribute to the thriving research on technology use in education by qualitatively 
investigating the role of Quizizz in learning. This research addresses the need for more studies that 
examine the effectiveness of Quizizz across different educational settings, subjects, and cultural 
contexts. 
 

METHODOLOGY 

This study has a qualitative research design with the purpose of exploring the role of Quizizz in 
learning. The writer used a library research method, which involved reviewing and analyzing 
existing literature related to Quizizz and its use in educational settings. This method was 
particularly appropriate for this research question because it allowed for an in-depth exploration 
of the various ways in which Quizizz is used in educational settings and its impact on student 
learning outcomes. The literature review process involved conducting searches of electronic 
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databases such as Google Scholar, JSTOR, and ProQuest, as well as reviewing relevant textbooks, 
conference proceedings, and other academic sources. To be included in the study, sources had to 
meet the following criteria: (1) they were published within the past ten years, (2) they focused on 
the use of Quizizz in educational settings, and (3) they provided insights into the role of Quizizz in 
student learning.  

Data was collected through careful reading and note-taking, with an emphasis on identifying 
key concepts and themes related to the role of Quizizz in learning. The findings were then 
synthesized and organized into categories to provide an overview of the various ways in which 
Quizizz is used in educational settings, its effectiveness as a learning tool, and its impact on 
students' motivation, engagement, and achievement. 

 

RESULTS AND DISCUSSION 

The Use of Quizizz in Learning 
In recent years, Quizizz has gained popularity as a learning tool, with many educators using it 

to improve student learning outcomes (Junior, 2020). This section will go over the various uses of 
Quizizz in educational settings, including both traditional and online ones. 

Quizizz is frequently used as a formative evaluation tool in traditional, face-to-face classes 
(Yong & Rudolph, 2020; Suharsono, 2020). Its function is to assess students' comprehension during 
lectures or to give quick feedback on their progress (Savitaningsih et al., 2022). Using Quizizz, 
teachers can create tests that cover particular course material and involve students in interactive 
review exercises (Degirmenci, 2021). This assists in keeping students interested and motivated 
while also giving teachers valuable insight on how well the students are picking up new material 
(Munawir & Hasbi, 2021). 

Quizizz is used in online learning environments as an addition to instructional videos or to 
produce self-paced study guides for students (Sakina et al., 2020; Simpson, 2020). The material 
from online classes can be covered in quizzes that teachers design, giving students a stimulating 
and engaging approach to study the subject matter (Mohamad et al., 2020). This can be 
particularly helpful for students who might have trouble with self-paced learning or who require 
additional assistance outside of the typical classroom environment. 

Additionally, quizzes from Quizizz are completed by students as part of their homework 
assignments. This will promote student learning and give learners a more interesting and 
dynamic stand when reviewing their course materials (Abdel-Rahman, 2021). Additionally, Quizizz 
can be used for test preparation (Yanuarto & Hastinasyah, 2023). Teachers can design a Quizizz 
quiz that covers the content of an impending exam, which will undoubtedly benefit students in 
preparing themselves and increase their confidence in passing it. 
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Furthermore, Quizizz is commonly employed as a tool for cooperative learning in which 
students answer questions and compete with other teams (Andayani et al., 2021; Munir & 
Darmanto, 2022). Teachers may organize group exercises that encourage cooperation and 
teamwork among students by having them answer Quizizz questions in order to gain points. 
Particularly in classes where collaborative projects are significant parts of the curriculum, this 
might be helpful. 

One of the key benefits of Quizizz is adaptability. The platform is suitable to a range of 
learning scenarios, including conventional classrooms, online programs, and blended learning 
situations. Quizizz additionally offers teachers a variety of tools and features, such as multimedia 
components, time limitations, and more, to make interactive and interesting quizzes.  

Overall, Quizizz is a flexible tool that may be utilized to improve student learning results in a 
range of educational contexts. Quizizz can aid students in maintaining their motivation and 
interest in the learning process by offering a variety of interactive and interesting practices. 

 
The Effectiveness of Quizizz in Learning 

Quizizz is an online learning platform that has been widely used in various schools and 
universities around the world. One of the main advantages of Quizizz is its ability to significantly 
enhance students' learning motivation (Lestari, 2019; Pitoyo & Asib, 2020; Dhamayanti, 2021). 
Quizizz offers a pleasant learning experience (Irwansyah & Izzati, 2021). Amri and Shobri (2020) 
state that Quizizz provides an interactive and engaging learning environment, which increases 
students' learning motivation and makes them more invested in the material being studied (Zhao, 
2019; Irwansyah & Izzati, 2021). The interactive quizzes provided by Quizizz allow students to learn 
in a manner that is different from what is usually applied in learning. Students can learn while 
playing and feel more relaxed while learning (Pavita & Nirmala, 2021; Manuyandi et al., 2021; 
Pham, 2022). This helps to increase students' learning motivation, as they feel more motivated to 
master the material. Also, Quizizz has competition and scoring features. In its use, students can 
see their score results directly and compete with their classmates. This triggers students' curiosity 
and desire to study harder and strengthen their understanding of the learning material (Rahmah 
et al., 2019). 

In addition, Quizizz also enables students to be actively involved in the learning process (Zhao, 
2019; Degirmenci, 2021). Students can take quizzes independently or play along with classmates. 
This aids in increasing students' participation in learning and provides an outlet for them to learn 
in a more interactive way (Göksün & Gürsoy, 2019; Raju et al., 2021; Asmara et al., 2022). As 
claimed by Petress (2006), increased student participation in the learning process will help 
improve the quality of learning. 

On top of that, Quizizz grants instant feedback to students and provides an opportunity for 
them to interact with the material (Lim & Yunus, 2021). This is because every time students 
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answer a quiz question, they will get immediate feedback on their answers. This ensures the 
reinforcement of students' understanding regarding the material and encourages them to learn 
from their mistakes (Nurhasanah & Fauzan, 2021). According to research conducted by Hattie and 
Clarke (2018), the provision of instant feedback in learning also contributes to increasing students' 
interest and willingness to learn. 

Furthermore, Quizizz also proffers teachers the flexibility to customize quizzes in accordance 
with students' needs and the learning content (Yunus & Hua, 2021). This is very advantageous as 
teachers can create questions that match the difficulty level and needs of students, as well as 
include materials that need to be emphasized in the quiz (Munawir & Hasbi, 2021). Besides, 
teachers can also choose the type of questions they want, such as multiple choices, true/false, or 
open-ended questions. For instance, for math subjects, teachers can use Quizizz to develop 
quizzes with math problems that are appropriate to the curriculum and the level of difficulty of the 
students. The teacher can add questions on topics that are difficult for students to understand and 
ask students to do the questions as extra practice. This will help students deepen their 
understanding of the material and improve their learning outcomes in Math (Setiyani et al., 2020; 
Khasanah & Lestari, 2021; Maulidya et al., 2022; Munir & Darmanto, 2022; Wulandari et al., 2023; 
Yanuarto & Hastinasyah, 2023). Likewise, with Science subjects, teachers can use Quizizz to create 
quizzes containing questions on important topics in science, such as biology, chemistry, physics, 
and so on (Dermawan et al., 2020; Agustia et al., 2021; Purba et al., 2021; Aýun & Irwansyah, 
2022). Similarly with English subjects, teachers can use Quizizz to test students' ability to 
understand tenses, vocabulary, and grammar. With the various language selection features on 
Quizizz, students who are learning a foreign language can use it to test their understanding of the 
foreign language (Abdel-Rahman, 2021; Dhamayanti, 2021; Irwansyah & Izzati, 2021; Lim & Yunus, 
2021; Munawir & Hasbi, 2021; Pham, 2022). In addition to these subjects, Quizizz was also found 
to have a positive impact on Statistics (Rahmawati et al., 2022), Computer (Puspita & Ganefri, 
2020), Civics (Dwinta & Sapriya, 2021), History (Yulianto et al., 2020), and so on. 

Students' motivation to learn greatly impacts their learning outcomes (Hamalik, 2008). As 
maintained by Vollmeyer and Rheinberg (2000), the more motivated the students are, the more 
learning achievement they will reach. With all these benefits that have been explained, it is no 
wonder that many studies have shown how Quizizz can improve student learning achievement 
(Purba, 2020; Pratama, 2021; Munawir & Hasbi, 2021). Zuhriya and Pratolo (2020) reveal that 
Quizizz can help students develop their academic skills and improve their academic achievement. 
Quizizz has features that allow for continuous repetition (Yong & Rudolph, 2022; Melissa et al., 
2022). In interactive exercises, students are given the opportunity to work on exercises within a 
set time and receive immediate feedback on their answers. Once the exercise is completed, 
students can correct their mistakes and reinforce their understanding of the concepts being 
studied (Göksün & Gürsoy, 2019). By performing continuous repetition of exercises, students can 
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solidify their comprehension and improve their learning performance (Mohamad et al., 2020; 
Darmawan et al., 2020). 

Specifically, Quizizz has also been found to be an effective tool for improving the 21st-century 
skills of students, particularly critical thinking, communication, and collaboration. To begin with, 
Quizizz can improve students' critical thinking skills (Nasution & Nasution, 2021; Rizki & 
Kurniawati, 2022) by encouraging them to apply analytical and evaluative thinking when 
answering questions. The platform allows instructors to create quizzes that challenge students to 
think beyond rote memorization and instead require them to analyze, synthesize, and evaluate 
information in order to arrive at the correct answer (Karchmer-Klein et al., 2022). In a study by 
Kinshuk et al. (2020), the use of Quizizz in a blended learning environment notably improved 
students' critical thinking skills compared to traditional classroom teaching (Hursen, 2021). The 
study discovered that Quizizz facilitated a more active learning environment, which in turn 
encouraged higher levels of critical thinking. Another study by Yunus and Hua (2021) found that 
students who participated in Quizizz quizzes that emphasized critical thinking skills showed 
improved performance on subsequent critical thinking assessments. 

Additionally, Quizizz can also support the development of problem-solving skills (Azzahra, 
2022). This is because they have to solve problems or questions given in a limited time, causing 
students to think quickly and precisely (Kristiani & Usodo, 2022). The immediate feedback 
provided by Quizizz can also foster the advancement of these skills. When students receive 
feedback on their answers, they are urged to reflect on their thought process and identify areas 
that need improvement. By promoting metacognitive thinking, Quizizz can help students become 
more mindful of their own thinking. 

For communication and collaboration skills, Quizizz allows students to learn and interact in a 
meaningful and interactive way (Junior, 2020). In Quizizz, students have the opportunity to work in 
teams and collaborate in completing given tasks or challenges (Muji et al., 2021). 

One feature of Quizizz that can improve students' communication skills is Live Leaderboard. 
This feature displays student rankings in real-time during Quizizz sessions, which can prompt 
students to communicate and compete with each other in a positive manner (Patisung & 
Koowuttayakorn, 2020; Pratama, 2021). In addition, in the form of interactive quizzes, students 
can share their knowledge with their friends through chat or discussion. Moreover, the use of 
Quizizz can also improve students' communication skills in terms of information delivery and 
presentation (Isnaeni et al., 2021). In the process of answering quizzes, students need to 
understand the questions and convey their answers intelligibly. This allows students to learn how 
to convey information effectively and appropriately to others. 

Meanwhile, in terms of collaboration, Quizizz can help students work together with their 
peers in completing tasks or tackling problems (Munir & Darmanto, 2022). For example, in some 
quizzes, students are required to work as a team to answer questions and achieve certain 



 

 

 

 

 

133 

Syafriafdi, Non / Jurnal Pendidikan, Vol 14, No 1 (2023) 

objectives. In the process, students learn to solve problems together and collaborate in achieving a 
common goal. As found by Zainuddin et al. (2020), the consistent use of the Quizizz platform 
caused significant improvement in the ability of students to collaborate and help each other. 
 

CONCLUSION 
Having reviewed the existing literature, it can be concluded that the Quizizz application is one 

of the most appropriate and relevant applications used in learning, particularly for evaluation. 
Interactive and fun learning experience, active student engagement, instant feedback, and 
learning personalization are some of the factors that make Quizizz a very powerful tool to increase 
student motivation and interest in learning, which naturally also results in the improvement of 
learning achievement. More than that, Quizizz's features can also help develop the 21st century 
skills that are essential for students to have today. For that reason, it is not surprising that in 
today's digital era, Quizizz plays a considerable role in the learning process and has been widely 
used in various educational institutions around the world. 

While Quizizz has been shown to have many benefits for learning, it is recommended for 
future researchers to also investigate the limitations of the application. Although some studies 
have briefly mentioned potential limitations, such as the risk of cheating or the need for reliable 
internet connection, further research could provide more in-depth analysis of these issues. Fully 
understanding these drawbacks is necessary to develop strategies to overcome them and to 
ensure that Quizizz can be used effectively and appropriately so that the best learning quality and 
outcome can be acquired. 
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