
                  
Proceeding – CAMIC 

 

247 
 

Cirebon Annual Multidisciplinary International Conference (CAMIC 2024) 

Implementation of Digital Quizizz as A Tool for 

Technological Innovation in Learning Mathematics of 

Circle Materials to Increase Student Learning 

Motivation  
 

1st Putri Mutiara Anisa  

Magister Pendidikan Matematika 

Universitas Swadaya Gunung Jati 

Cirebon, Indonesia 

putrimutiara1101@gmail.com 

2nd Syifa Ratna Elya Mulhamah  

Magister Pendidikan Matematika 

Universitas Swadaya Gunung Jati 

Cirebon, Indonesia 

syifaratna149@gmail.com 

 

4th Laelasari  

Magister Pendidikan Matematika 

Universitas Swadaya Gunung Jati 

Cirebon, Indonesia 

laelasari@ugj.ac.id 

3rd Siti Apiya 

Magister Pendidikan Matematika 

Universitas Swadaya Gunung Jati 

Cirebon, Indonesia 

fiya.sitia@gmail.com 

 

 

Abstract—The Quizizzi application can monitor 

students' understanding of the subject matter teachers 

teach in digital-based learning. This study aims to examine 

the implementation of the Quizizz application as a 

technological innovation tool in mathematics learning, 

especially in the circle material, to improve student 

motivation and learning outcomes. The research method 

used is descriptive qualitative with a case study involving 

25 8th-grade students of SMP Negeri 2 Suranenggala, 

Cirebon Regency. Data were collected through 

observation, interviews, and documentation, then analyzed 

descriptively to evaluate the effectiveness of using Quizizz. 

The results showed that Quizizz increased student 

motivation by creating an interactive and enjoyable 

learning atmosphere. Students became more enthusiastic 

and motivated to understand the circle material that was 

previously considered difficult. Of the 25 students, 72% 

(18 students) managed to achieve a score above the 

Minimum Completion Criteria (KKM), while 28% (7 

students) still had not achieved that score. This study 

makes an important contribution to the field of education 

by proving that Quizizz can be an effective tool to improve 

student motivation and learning outcomes, especially in 

mathematics learning. These findings complement 

previous studies focusing on other subjects or more 

general contexts. The practical implications of this study 

are recommendations for teachers to utilize Quizizz as an 

innovative learning medium, especially in teaching 

materials that are considered difficult. 

Keywords— Quizizz Application; Circle Material; 

Motivation; and Student Learning Outcomes. 

 

I. INTRODUCTION  

E$ducation is one$ of the$ main foundations of national 
de$ve$lopme$nt. Through e$ducation, the$ younge$r ge$ne$ration can 
acquire$ the$ knowle$dge$, skills, and value$s ne$e$de$d to be$come$ 
productive$, compe$titive$, and re$sponsible$ citize$ns [1]. The$ 
spirit of e$ducation lie$s in the$ Curriculum and cannot be$ 
se$parate$d. This Curriculum is the$ most important compone$nt 
in imple$me$nting the$ e$ducation proce$ss [2], whe$re$ the$ de$sign 
of its de$ve$lopme$nt ne$e$ds to pay atte$ntion to the$ ne$e$ds, 
characte$ristics, and e$xpe$rie$nce$s of le$arning outcome$s, as we$ll 
as stude$nts' inte$re$sts according to time$ [3]. The$ curre$nt 
Curriculum carrie$s the$ conce$pt of "Inde$pe$nde$nt Le$arning," 
which me$ans giving schools, te$ache$rs, and stude$nts the$ 
fre$e$dom to innovate$, be$ inde$pe$nde$nt, and be$ cre$ative$ [4]. 
Although the$ inde$pe$nde$nt le$arning curriculum offe$rs 
fle$xibility, its imple$me$ntation still has many challe$nge$s, 
e$spe$cially in utilizing digital te$chnology to improve$ stude$nts' 
motivation and le$arning outcome$s.  

With the$ incre$asing de$ve$lopme$nt of digital te$chnology in 

the$ e$ducational e$nvironme$nt, the$ importance$ of incorporating 

te$chnology in the$ te$aching and le$arning proce$ss can 

incre$asingly de$ve$lop to e$nrich stude$nt's le$arning 

e$xpe$rie$nce$s and me$e$t the$ir various ne$e$ds [5]. It is e$xpe$cte$d 

to utilize$ innovative$, e$ffe$ctive$, and e$fficie$nt digital-base$d 

le$arning me$dia to improve$ stude$nt le$arning outcome$s. 
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In the$ world of e$ducation itse$lf, te$chnology is a tool and 
me$ans that are$ channe$le$d to facilitate$ le$arning. In this case$, 
e$ducators, both te$ache$rs and le$cture$rs, must have$ compe$te$nce$ 
in maste$ring te$chnological de$ve$lopme$nts [6]. Many digital 
le$arning me$dia have$ be$e$n pre$se$nt and can be$ applie$d by 
te$ache$rs, one$ of which is inte$re$sting and game$-base$d le$arning 
me$dia; in addition to le$arning me$dia, the$re$ are$ various 
applications for digital-base$d asse$ssme$nts, one$ of which is the$ 
Quizizzi application [7]. Although many digital le$arning me$dia 
have$ be$e$n use$d by te$ache$rs in le$arning so that the$y can be$ 
be$tte$r unde$rstood by stude$nts, such as this Quizizz le$arning 
me$dia, the$re$ are$ still many gaps in optimal utilization. 

Quizizzi contains an online$ application I cre$ate$d, and 
stude$nts can acce$ss dynamic quizze$s through de$vice$s and 
smartphone$s. In digital le$arning, I use$ this Quizizzi application 
to incre$ase$ stude$nt participation in le$arning and stre$ngthe$n 
le$arning outcome$s [8]. According to Mulyati, this quiz 
contains a game$-base$d e$ducational application that pre$se$nts 
multi-game$ activitie$s for inte$ractive$ and fun e$xe$rcise$s [9]. 

Similarly, Quizizzi e$xplaine$d that, according to 
Nurahmanah, we$b-base$d le$arning me$dia cre$ate$s inte$ractive$ 
quiz game$s in classroom le$arning, such as formative$ 
asse$ssme$nts [10]. Its use$ is e$asy; the$ inte$ractive$ Quizizz 
cre$ate$d can have$ up to 4 answe$r choice$s, including the$ corre$ct 
answe$r. In addition, image$s can be$ adde$d to the$ background of 
the$ que$stion, and the$ que$stion se$ttings can be$ adjuste$d to your 
liking and base$d on the$ mate$rial e$xplaine$d [11]. Quizizzi can 
be$ use$d as a stimulus to incre$ase$ stude$nt le$arning motivation. 
This le$arning can be$ the$ le$ve$l of spe$e$d and accuracy of 
stude$nts in answe$ring, which can be$ known toge$the$r on the$ 
scre$e$n so that the$y can compe$te$ in doing assignme$nts to 
improve$ the$ir le$arning outcome$s. The$ Quizizzi application can 
monitor stude$nts' unde$rstanding of the$ subje$ct matte$r that the$ 
te$ache$r te$ache$s in digital-base$d le$arning. In this case$, 
asse$ssing the$ Quizizz application's proce$ss is e$asy and fast, so 
it is worthy of be$ing an innovative$ digital-base$d le$arning and a 
le$arning application that supports re$volutionary stude$nt 
le$arning in the$ digital e$ra. 

In addition to he$lping stude$nts re$call the$ te$ache$r's 
mate$rial, Quizizzi me$dia can also bring out compe$te$ncie$s 
among stude$nts to e$xplore$ the$ activitie$s and pote$ntials that 
stude$nts have$ we$ll [12]. This application can incre$ase$ stude$nt 
motivation and stude$nt inte$re$st in le$arning and unde$rstanding 
the$ir mate$rial, e$spe$cially in circle$ mate$rial that stude$nts find 
challe$nging and complicate$d; stude$nts studying subje$cts 
some$time$s give$ up and are$ most ofte$n avoide$d by stude$nts so 
that stude$nts think that studying in mathe$matics le$ssons is ve$ry 
difficult to comple$te$ [13]. Howe$ve$r, the$se$ studie$s are$ still 
limite$d to ce$rtain conte$xts and have$ not in-de$pth e$xamine$d 
the$ e$ffe$ctive$ne$ss of this quiz application in improving 
stude$nts' unde$rstanding of mate$rial that is conside$re$d difficult, 
such as mathe$matics, e$spe$cially in circle$ mate$rial. 

 Mathe$matics is a fie$ld of study that has an important role$ 
in e$ducation. Various e$fforts have$ be$e$n made$ to improve$ the$ 
mathe$matics le$arning syste$m with a le$cture$ le$arning approach 
or me$thods wide$ly use$d by e$ducators today, such as starting to 
use$ te$chnology. Te$ache$rs make$ e$fforts so that stude$nts can 
unde$rstand mathe$matics le$arning we$ll, corre$ctly, and e$asily 

unde$rstood by the$ir mate$rial. This is so stude$nts are$ more$ 
e$nthusiastic and have$ good le$arning motivation to improve$ 
le$arning outcome$s. 

Mathe$matics le$arning is part of e$ducation that is ofte$n 
use$d in e$ve$ryday life$ and involve$s logical thinking patte$rns 
that can build and de$ve$lop stude$nts' thinking [14]. school 
e$nvironme$nt and socie$ty unde$rstanding of mathe$matics must 
be$ unde$rstood we$ll and corre$ctly; howe$ve$r, in re$ality, 
mathe$matics is still conside$re$d a subje$ct re$late$d to arithme$tic, 
which make$s it ve$ry difficult to solve$ proble$ms in 
mathe$matics, so stude$nts do not have$ mathe$matical 
characte$ristics from the$ be$ginning so that knowle$dge$ 
be$come$s ce$rtain and continuous with e$ach othe$r [13]. 
Mathe$matics is a mate$rial ofte$n associate$d with e$ve$ryday life$, 
and its use$ can solve$ various difficult proble$ms but can be$ 
solve$d we$ll. Providing mathe$matics mate$rial to stude$nts and 
various othe$r mathe$matics mate$rials is ve$ry important so that 
one$ of the$ conce$pts of circle$s can be$ applie$d to solve$ 
e$ve$ryday proble$ms. Howe$ve$r, in re$ality, stude$nts still cannot 
unde$rstand the$ conce$pt of circle$s we$ll, and this can be$ 
obse$rve$d from se$ve$ral mistake$s made$ whe$n working on 
proble$m circle$s, e$spe$cially in basic circle$ mate$rial. Whe$n 
stude$nts are$ bore$d with mathe$matics, it will cause$ lazine$ss in 
solving proble$ms give$n by the$ te$ache$r, which can re$duce$ 
stude$nt le$arning outcome$s. As a bre$akthrough, Quizizz me$dia 
can he$lp stude$nts unde$rstand the$ mate$rial we$ll and provide$ 
motivation to le$arn in the$ e$ra of the$ digital re$volution to 
improve$ stude$nt le$arning outcome$s. 

According to Sudjana, the$ succe$ss of le$arning can be$ se$e$n 
from the$ motivation stude$nts show during the$ le$arning 
proce$ss. Thus, te$ache$rs are$ e$xpe$cte$d to be$ able$ to foste$r 
stude$nt motivation. Be$cause$ of the$ dive$rsity of motivation in 
e$ach individual, some$ stude$nts have$ high le$arning motivation, 
and some$ are$ unaffe$cte$d by e$xte$rnal factors. On the$ othe$r 
hand, the$ le$arning motivation of some$ stude$nts is influe$nce$d 
by factors outside$ the$mse$lve$s [15]. 

In line$ with the$ re$se$arch conducte$d by Afianii and its 
re$sults, the$ Quizizzi application can be$ use$d we$ll by stude$nts 
to improve$ mathe$matics le$arning outcome$s in e$le$me$ntary 
schools [16]. Of course$, this is in line$ with the$ re$se$arch 
conducte$d by Rica, in which I showe$d that my motivation and 
my stude$nts' le$arning outcome$s using the$ Quizizzi application 
we$re$ e$ffe$ctive$ly use$d in mathe$matics subje$cts at school, and 
my motivation and my stude$nts' le$arning outcome$s 
e$xpe$rie$nce$d be$tte$r improve$me$nts [17]. Although te$ache$rs 
make$ various e$fforts to improve$ mathe$matics le$arning, 
including digital te$chnology, many gaps e$xist in applying 
e$ffe$ctive$ digital le$arning me$dia to ove$rcome$ this proble$m. 
The$re$fore$, furthe$r re$se$arch is ne$e$de$d to e$xamine$ how 
applications such as Quizizz can be$ use$d for te$chnological 
innovation in le$arning me$dia in mathe$matics subje$cts, 
e$spe$cially circle$ mate$rial, which aims to improve$ stude$nts' 
motivation and le$arning outcome$s. 

Base$d on the$ background above$, the$ re$se$arche$r wants to 
study and solve$ a major proble$m: the$ gap in the$ use$ of digital 
te$chnology, which is still lacking in incre$asing stude$nt 
motivation and le$arning outcome$s. Furthe$rmore$, the$re$ are$ still 
many difficultie$s for stude$nts found in fie$ld re$se$arch in 
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unde$rstanding circle$ mate$rial; this mate$rial is ofte$n 
conside$re$d the$ most difficult by stude$nts, which cause$s 
de$cre$ase$d motivation and stude$nt le$arning outcome$s; this 
indicate$s a ne$e$d to de$te$rmine$ a ve$ry e$ffe$ctive$ le$arning 
me$thod and can be$ inte$re$sting in the$ le$arning proce$ss. 
More$ove$r, finally, re$garding the$ lack of in-de$pth re$se$arch on 
the$ e$ffe$ctive$ne$ss of Quizizz in le$arning mathe$matics, the$re$ 
are$ many limitations in re$se$arch e$xamining the$ e$ffe$ctive$ne$ss 
of the$ Quizizz application in de$pth, which is use$d in le$arning 
mathe$matics on circle$ mate$rial. 

This study make$s a ne$w contribution, name$ly e$xploring 
the$ Quizizz application more$ de$e$ply as a te$chnological 
innovation that te$ache$rs can use$ to improve$ stude$nts' 
e$ffe$ctive$ le$arning, unde$rstanding, and motivation. It can be$ 
inte$re$sting to unde$rstand the$ circle$ mate$rial taught by the$ 
te$ache$r. 

Furthe$rmore$, the$ nove$lty in this case$ as a source$ of 
re$fe$re$nce$ input for te$ache$rs furthe$r e$nhance$s cre$ativity and 
motivation; this provide$s a more$ fun mathe$matics subje$ct 
matte$r Circle$ of ne$w e$xpe$rie$nce$s to e$ncourage$ the$ spirit of 
le$arning through te$chnology that is curre$ntly de$ve$loping so 
that the$y can pay atte$ntion to providing the$ e$sse$nce$ of the$ 
le$arning obje$ctive$s the$mse$lve$s. So, this re$se$arch is 
fundame$ntal to pre$se$nting and innovation for te$ache$rs in 
te$aching, which can produce$ unde$rstanding re$late$d to digital 
compe$te$nce$ and the$ late$st innovation tools in le$arning me$dia 
that can be$ use$d in more$ innovative$ and cre$ative$ le$arning. 

II. METHOD 

The$ me$thod use$d in this study is a qualitative$ de$scriptive$ 
study with me$thodology and inve$stigation into social 
phe$nome$na and proble$ms in humanity. This study use$s a case$ 
study te$chnique$ to find digital te$chnology innovations such as 
Quizizz to incre$ase$ stude$nts' le$arning motivation, e$spe$cially in 
mathe$matics subje$cts on circle$ mate$rial. The$ subje$cts in this 
study we$re$ 25 re$sponde$nts of grade$ 8 stude$nts of SMP Ne$ge$ri 
2 Surane$nggala, Cire$bon Re$ge$ncy, focusing on le$arning 
mathe$matics on circle$ mate$rial using digital te$chnology such 
as Quizizz. 

Data colle$ction in this study, name$ly 1) obse$rvation 
me$thod, which is carrie$d out to obse$rve$ stude$nts' 
unde$rstanding of mathe$matics subje$cts, e$spe$cially on the$ 
mate$rial of circle$s. To what e$xte$nt do stude$nts unde$rstand the$ 
mate$rial and various le$arning outcome$s that diffe$r from othe$r 
stude$nts due$ to diffe$re$nce$s in stude$nts' le$arning motivation? 
2) docume$ntation: In data colle$ction, the$ re$se$arche$r 
docume$nte$d all imple$me$ntation of re$se$arch activitie$s both in 
the$ le$arning proce$ss of stude$nts be$fore$ using digital 
te$chnology, the$ imple$me$ntation of le$arning in using digital 
te$chnology, and the$ re$sults of le$ssons using digital te$chnology 
such as Quizizz. 3) Inte$rvie$ws: annotation of data colle$ction in 
this study; inte$rvie$ws are$ ne$e$de$d as comple$me$ntary 
docume$nts in the$ study19). The$ inte$rvie$w proce$ss was carrie$d 
out with class te$ache$rs in mathe$matics subje$cts re$garding the$ 
le$arning me$thods use$d in e$ve$ryday life$. Innovation is ne$e$de$d 
in le$arning so that stude$nts can continue$ to improve$ the$ir 
le$arning motivation and the$ de$sire$d le$arning outcome$s. 

Thus, re$se$arche$rs can obtain de$taile$d and in-de$pth data on 
the$ re$se$arch re$sults and obse$rve$ stude$nts inte$nsive$ly to find 
change$s or e$nthusiasm in the$ le$arning proce$ss by using digital 
te$chnology le$arning me$dia such as poe$try in the$ mathe$matics 
subje$ct of circle$ mate$rial. 

This study use$s de$scriptive$ data analysis that prioritize$s 
how to proce$ss and the$ re$sults obtaine$d as mate$rial and 
indicators in analyzing the$ validity of the$ re$se$arch so that both 
partie$s, re$se$arche$rs and re$se$arch subje$cts, can acce$pt the$ 
re$se$arch proce$ss. This study use$s data analysis te$chnique$s to 
colle$ct and compile$ information from obse$rvation inte$rvie$ws 
and docume$ntation. Raw data colle$cte$d through obse$rvation, 
inte$rvie$ws, and docume$ntation is a summary base$d on the$ 
focus of the$ re$se$arch, which will be$ simplifie$d as data 
re$duction. of course$, this will be$ done$ pe$riodically and 
continuously during the$ re$se$arch proce$ss. This data re$duction 
stage$ is the$n groupe$d base$d on the$ main discussion so the$ 
re$se$arch can quickly conclude$. More$ove$r, the$ last stage$ 
contains the$ conclusions of the$ data obtaine$d from the$ 
re$se$arch appropriate$ly and compe$te$ntly base$d on the$ focus of 
the$ re$se$arch obje$ctive$s [18]. 

Data validity: To e$nsure$ the$ validity of the$ data, this study 
use$s data triangulation te$chnique$s, which compare$ data 
obtaine$d from obse$rvation, inte$rvie$ws, and docume$ntation. 
This e$nsure$s that the$ findings in the$ study are$ consiste$nt and 
re$liable$. 

This re$se$arch me$thod is e$xpe$cte$d to obtain in-de$pth and 
de$taile$d data on how digital te$chnology such as Quizizz will 
incre$ase$ le$arning motivation, e$spe$cially in mathe$matics 
subje$cts with circle$ mate$rial. It is ce$rtainly more$ cre$ative$, 
innovative$, and e$ffe$ctive$, which will be$ use$ful in the$ future. 

III. RESULTS AND DISCUSSION 

The$ Quizizz me$dia application is a bre$akthrough for 
e$ducators in imple$me$nting the$ le$arning proce$ss so that it can 
be$ fun, innovative$, and cre$ative$, involving stude$nts le$arning 
while$ playing [18]. The$ study was conducte$d at SMP 2 Ne$ge$ri 
Surane$nggala, Cire$bon Re$ge$ncy, with 8th-grade$ stude$nts and 
as many as 25 re$sponde$nts. 

Base$d on the$ re$sults of initial obse$rvations of the$ 
imple$me$ntation of mathe$matics le$arning activitie$s, te$ache$rs 
te$nd to use$ le$cture$ me$thods and do not active$ly involve$ 
stude$nts. This can be$ boring for stude$nts in the$ le$arning 
proce$ss, so using innovative$ digital te$chnology such as the$ 
Quizizz application can be$ an e$ffe$ctive$ bre$akthrough and can 
be$ applie$d to mathe$matics subje$cts. The$ application of digital 
game$ me$dia such as Quizizz aims to incre$ase$ stude$nts' 
le$arning motivation and mindse$t re$garding difficult and 
difficult-to-unde$rstand mathe$matics le$arning, so this Quizizz 
application can make$ it e$asie$r for stude$nts to unde$rstand 
mathe$matics le$ssons on circle$ mate$rial. 

Te$ache$rs are$ re$quire$d to unde$rstand stude$nts' various 
le$arning motivations, so te$ache$rs are$ e$ncourage$d to continue$ 
improving le$arning motivation by utilizing digital te$chnology 
as appropriate$ and innovative$ le$arning. (Prase$tya) Based on 
the$ re$sults of inte$rvie$ws with mathe$matics te$ache$rs with the$ 
topic of discussing the$ use$ of te$chnology in improving 
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le$arning motivation and stude$nt le$arning outcome$s, it can be$ 
conclude$d that se$ve$ral factors can improve$ le$arning 
motivation, one$ of which is important, name$ly the$ use$ of 
le$arning me$dia that can improve$ stude$nts' le$arning motivation. 
Le$arning me$dia can ce$rtainly incre$ase$ stude$nts' inte$re$st in 
continuing to unde$rstand the$ mate$rial through te$chnology 
le$arning me$dia so that stude$nts can be$ e$nthusiastic about 
le$arning through le$arning me$dia in the$ form of quizze$s and 
playing game$s re$late$d to the$ mate$rial of circle$s. 

Le$arning using the$ Quizizz application, which te$ache$rs in 
the$ mathe$matics le$arning proce$ss carry out, will cre$ate$ 
inte$ractive$ stude$nt le$arning achie$ve$me$nts and e$njoyable$ 
le$arning. Inte$ractive$ achie$ve$me$nts can be$ achie$ve$d by 
collaborating to provide$ an unde$rstanding of circle$ mate$rial 
using the$ Quizizz application and by adding inte$re$sting and 
e$nthusiastic practice$ que$stions to the$ le$arning proce$ss. In the$ 
le$arning proce$ss, of course$, the$re$ must be$ stude$nt inte$raction 
with the$ te$ache$r re$garding the$ circle$ mate$rial be$ing studie$d so 
that the$ inte$raction be$come$s dire$ct fe$e$dback that can 
de$te$rmine$ that stude$nts unde$rstand the$ mate$rial we$ll [19]. 

Imple$me$ntation of Quizizz in mathe$matics subje$cts can be$ 
done$ through se$ve$ral stage$s: 1. Analysis: The$ first stage$ is to 
obse$rve$ the$ condition of stude$nts and the$ proble$ms the$y face$; 
2. De$sign is the$ stage$ to de$sign le$arning sce$narios base$d on 
the$ de$sire$d le$arning obje$ctive$s achie$ve$d in mathe$matics 
subje$cts; 3. The$ de$ve$lopme$nt stage$ is to compile$ innovative$ 
le$arning me$dia using te$chnology according to the$ pre$vious 
de$sign; 4. Imple$me$ntation is the$ stage$ to de$ve$lop innovative$ 
le$arning me$dia in the$ classroom. The$ imple$me$ntation is 
e$valuate$d by me$asuring the$ value$ of the$ shortcomings, 
advantage$s, and be$ne$fits of the$ Quizizz application in the$ 
classroom [20] . 

The$ analysis stage$ is carrie$d out by analyzing aspe$cts of 
the$ proble$ms and conditions of stude$nts; the$ re$sults of the$ 
obse$rvations analyze$d are$ stude$nts' inte$re$st in le$arning 
mathe$matics and stude$nt pre$paration in the$ le$arning proce$ss. 
It was found from obse$rvations that most of the$m did not have$ 
the$ aware$ne$ss to unde$rstand the$ mate$rial taught by the$ 
te$ache$r be$cause$ the$ te$ache$r still use$d le$ss innovative$ and 
cre$ative$ me$thods. Furthe$rmore$, stude$nts showe$d that almost 
all stude$nts in the$ class alre$ady had smartphone$s or 
ce$llphone$s and ade$quate$ inte$rne$t conne$ctions; in this case$, 
le$arning using the$ digital me$thod of the$ Quizizz application 
was conside$re$d quite$ ade$quate$ and e$fficie$nt according to the$ 
conditions of the$ stude$nts. 

The$ ne$xt stage$ is about de$signing a le$arning proce$ss that 
will be$ use$d to me$e$t stude$nt ne$e$ds base$d on the$ analysis 
re$sults and the$ stude$nts' conditions. De$signing a digital-base$d 
le$arning me$dia such as the$ Quizizz application hope$s that 
stude$nts le$arn mathe$matics through the$ application, which 
contains le$arning mate$rials for the$ 8th-grade$ stude$nt circle$ 
and se$ve$ral practice$ que$stions on the$ mate$rial that has be$e$n 
e$xplaine$d. Using the$ Quizizz application in the$ le$arning 
proce$ss make$s it e$asie$r for stude$nts to continue$ unde$rstanding 
the$ mate$rial e$xplaine$d and can be$ use$d outside$ of class hours. 

In the$ de$ve$lopme$nt stage$, whose$ conte$nts are$ by the$ 
obje$ctive$s of the$ sce$nario that has be$e$n de$signe$d from the$ 
pre$vious stage$s, the$ Quizizz application contains mate$rials that 

will be$ taught in the$ form of circle$ mate$rial, as we$ll as se$ve$ral 
que$stions that are$ arrange$d dire$ctly using the$ Quizizz 
application with various type$s of que$stions use$d, name$ly in 
the$ form of multiple$ choice$ que$stions, e$ach of which has be$e$n 
de$te$rmine$d the$ time$ for the$ proce$ss of working on which is 
by the$ le$ve$l of difficulty of the$ que$stion. The$ imple$me$ntation 
stage$ contains the$ application of Quizizz to mathe$matics 
le$arning, e$spe$cially circle$ mate$rial, by sharing the$ Quizizz 
link or proce$dure$. The$ last stage$ is the$ e$valuation whe$re$, this 
stage$ is to asse$sse$s the$ be$ne$fits, advantage$s, and 
disadvantage$s of imple$me$nting the$ Quizizz application in 
circle$ le$arning [21]. 

Be$fore$ using Quizizz, te$ache$rs must be$ able$ to pre$pare$ 
se$ve$ral things that stude$nts will use$; te$ache$rs can also pre$pare$ 
se$ve$ral que$stions using mate$rials that are$ by the$ Curriculum 
and the$n summarize$ so that te$ache$rs can start using digital 
te$chnology innovation le$arning me$dia with the$ following 
ste$ps: 1) cre$ate$ an account, name$ly by re$giste$ring using an 
active$ e$mail and the$n adjusting it to the$ re$quire$d data; 2) 
cre$ate$ a quiz on circle$ mate$rial along with answe$rs; 3) choose$ 
the$ type$ of Quizizz to be$ use$d; 4) te$ache$rs can condition 
stude$nts we$ll; 5) be$fore$ te$ache$rs start and play Quizizz, it is 
ne$ce$ssary to condition stude$nts re$garding the$ tools that will be$ 
use$d in the$ form of ce$llphone$s, stable$ inte$rne$t quotas, and 
proce$dure$s for using Quizizz; 6) the$n the$ te$ache$r share$s the$ 
code$ with stude$nts so the$y can acce$ss Quizizz. Furthe$rmore$, 
stude$nts can use$ the$ digital Quizizz application with the$ 
following ste$ps: 1) stude$nts e$nte$r the$ we$bsite$ addre$ss share$d 
by the$ te$ache$r for the$ Quizizz application; 2) stude$nts the$n 
e$nte$r Quizizz by e$nte$ring the$ code$ give$n by the$ te$ache$r and 
imme$diate$ly e$nte$r the$ game$; 3) the$n stude$nts can start 
working with the$ duration de$te$rmine$d by the$ te$ache$r on the$ 
application [22]. 

The$ re$sults of using Quizizz in mathe$matics subje$cts, 
e$spe$cially circle$ mate$rial in grade$ 8, show that the$ numbe$r of 
stude$nts is 25 re$sponde$nts. The$se$ re$sults are$ stude$nts' 
answe$rs afte$r stude$nts can comple$te$ all que$stions give$n by 
the$ te$ache$r through the$ Quizizz application; it can be$ 
conclude$d that 25 stude$nts who have$ participate$d in the$ 
imple$me$ntation of Quizizz, the$re$ are$ 18 stude$nts (72%) who 
have$ comple$te$d or can e$xce$e$d the$ spe$cifie$d KKM score$, but 
se$ve$n stude$nts (28%) have$ not ye$t comple$te$d or have$ not ye$t 
me$t the$ KKN score$. Of the$se$ stude$nts who have$ comple$te$d 
Quizizz with 10 que$stions, 18 have$ re$ce$ive$d fairly good 
score$s by e$xce$e$ding the$ above$-ave$rage$ KKM score$. While$ 
se$ve$n stude$nts have$ not ye$t achie$ve$d a score$ above$ the$ 
ave$rage$ KKM score$, imple$me$nting Quizizz in grade$ 8 of 
SMP Ne$ge$ri 2 Surane$nggala, Cire$bon Re$ge$ncy, can be$ 
carrie$d out we$ll.  

The$ imple$me$ntation of quizze$s on 8th-grade$ stude$nts with 
a total of 25 stude$nts gave$ the$ be$st re$sults base$d on the$ data 
above$ that 18 stude$nts had achie$ve$d score$s above$ the$ ave$rage$ 
of stude$nts or had achie$ve$d the$ KKM score$ so that the$ 
imple$me$ntation of Quizizz e$ffe$ctive$ly and e$fficie$ntly can be$ 
unde$rstood by stude$nts. This is in line$ with re$se$arch 
conducte$d by Saputra e$t al., which e$xplains that the$ use$ of this 
inte$ractive$ me$dia can improve$ le$arning outcome$s in the$ 
cognitive$ and e$fficie$nt aspe$cts of stude$nts, this also e$xplains 
that the$ use$ of inte$ractive$ me$dia can improve$ stude$nt le$arning 
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outcome$s which are$ ve$ry e$ffe$ctive$ in the$ cognitive$ aspe$ct and 
have$ a positive$ influe$nce$ on good le$arning outcome$s, but 
the$re$ are$ diffe$re$nce$s be$twe$e$n pre$vious le$arning that did not 
use$ Quizizz le$arning me$dia and le$arning that use$d the$ Quizizz 
application [23]. Of course$, re$se$arche$rs conducte$d inte$rvie$ws 
with se$ve$ral stude$nts to support the$ study's re$sults. 

Inte$rvie$ws we$re$ conducte$d with five$ stude$nts re$garding 
the$ application of digital-base$d te$chnology le$arning me$dia 
such as Quizizz on circle$ mate$rial to de$te$rmine$ stude$nt 
le$arning outcome$s. Ove$rall, stude$nts re$sponde$d to Quizizz 
le$arning we$ll and e$nthusiastically be$cause$, according to 
stude$nts, this le$arning is fun, so stude$nts can e$asily unde$rstand 
the$ mate$rial and be$ e$xplaine$d by the$ te$ache$r. It is more$ 
e$fficie$nt in incre$asing stude$nts' le$arning motivation. 
According to one$ stude$nt who se$e$me$d quite$ good at le$arning 
activitie$s using Quizizz, it was more$ e$xciting and e$asie$r to 
unde$rstand the$ circle$ mate$rial in de$tail be$cause$ the$ Quizizz 
me$dia did not fe$e$l boring. The$y thought some$ que$stions we$re$ 
difficult, but with a high e$nthusiasm for le$arning and curiosity 
about the$ answe$rs, the$ stude$nts slowly trie$d to unde$rstand and 
find the$ answe$rs we$ll. 

Stude$nts e$xplaine$d that Quizizz made$ the$m think more$ 
focuse$d and faste$r and like$d the$ challe$nge$. The$y studie$d 
more$ dilige$ntly afte$r comple$ting the$ que$stions on Quizizz. In 
the$ Quizizz application, stude$nts can also se$e$ the$ ranking 
orde$r with the$ points alre$ady in the$ application, so the$y try to 
find the$ be$st position be$cause$ othe$r stude$nts can also se$e$. 

The$re$ is a diffe$re$nce$ in le$arning circle$ mate$rial be$fore$ 
using the$ Quizizz application and using the$ Quizizz 
application; this is also e$xplaine$d from the$ ove$rall inte$rvie$w 
with five$ re$sponde$nts that be$fore$ using Quizizz, the$y we$re$ 
still confuse$d about the$ mate$rial and formulas on the$ circle$, 
name$ly circumfe$re$nce$, and are$a, In the$ le$arning proce$ss 
e$xplaine$d by the$ te$ache$r, te$ache$rs ofte$n do not involve$ 
stude$nts in unde$rstanding the$ circle$ mate$rial so that stude$nts 
ce$rtainly fe$e$l confuse$d and have$ difficulty me$morizing 
formulas be$cause$ the$ te$ache$rs e$xplain the$ formulas at le$ngth, 
not brie$fly or e$asily unde$rstood by stude$nts. Howe$ve$r, afte$r 
using Quizizz, stude$nts unde$rstand the$ mate$rial be$tte$r 
be$cause$ the$ que$stions can be$ re$pe$ate$d and the$re$ is an 
e$xplanation from the$ answe$r; the$ e$xplanation ce$rtainly use$s 
formulas that can be$ e$asily unde$rstood by stude$nts so that 
stude$nts find it e$asy to re$me$mbe$r and e$asily unde$rstand how 
to calculate$ formulas quickly from the$ Quizizz e$xplanation in 
le$arning, this also se$e$s the$ condition of change$s in se$lf-
confide$nce$ e$xpe$rie$nce$d by stude$nts in the$ proce$ss of working 
on que$stions so that the$y are$ more$ motivate$d to study 
e$nthusiastically and try to find out the$ simple$st formulas that 
can be$ use$d in the$ le$arning proce$ss. 

Various te$chnological le$arning me$dia use$d in mathe$matics 
le$arning at the$ junior high school le$ve$l include$ se$ve$ral me$dia 
such as Wonde$rshare$ Filmora, Zoom Me$e$ting, le$arning 
vide$os, Ge$oge$bra, and Microsoft Match, so the$re$ is a 
comparison with the$ Quizizz le$arning me$dia. 

Vide$o-base$d le$arning me$dia de$ve$lope$d using the$ Wonde$r 
Share$ Filmora application e$xplains that this me$dia re$ache$s 
96% of me$dia e$xpe$rts and 98% of mate$rial e$xpe$rts, with high 
stude$nt le$arning outcome$s; this is se$e$n re$garding the$ 

advantage$s of Wonde$rshare$ Filmora, which e$xplains the$ 
mate$rial de$ve$lopme$nt proje$ct in audio-visual format can 
improve$ stude$nts' unde$rstanding of mathe$matical conce$pts 
[24]. Furthe$rmore$, Zoom me$e$ting le$arning me$dia and 
le$arning vide$os can incre$ase$ stude$nt participation in le$arning, 
involving stude$nts active$ly in the$ le$arning proce$ss and 
acce$ssing the$ mate$rial [25]. More$ove$r, finally, ge$oge$bra in 
this me$dia is an e$ducational software$ for ge$ome$try and 
alge$bra; of course$, this ge$oge$bra me$dia is ve$ry e$ffe$ctive$ and 
worthy of use$ in incre$asing stude$nts' cre$ativity and 
mathe$matical unde$rstanding; this can ce$rtainly support active$ 
le$arning [26] . 

So, the$ Quizizz le$arning me$dia is an e$ffe$ctive$ me$dium in 
improving le$arning outcome$s and motivation to le$arn 
mathe$matics for junior high school stude$nts compare$d to othe$r 
me$dia. The$ inte$ractive$ and compe$titive$ characte$ristics prove$ 
this. Quizizz improve$s unde$rstanding and motivate$s stude$nts 
to participate$ active$ly in the$ le$arning proce$ss. Combining 
me$dia such as Quizizz with be$tte$r me$thods e$nriche$s the$ 
le$arning e$xpe$rie$nce$ and achie$ve$s be$tte$r le$arning outcome$s. 

The$ Quizizz le$arning me$dia that stude$nts fe$e$l has a 
positive$ impact on incre$asing le$arning motivation be$cause$ this 
me$dia doe$s not make$ stude$nts fe$e$l bore$d and make$s it e$asie$r 
for stude$nts to unde$rstand the$ mate$rial during the$ le$arning 
proce$ss; this is in line$ with re$se$arch conducte$d by Fitriana, 
which e$xplains that the$ Quizizz le$arning me$dia is the$ right 
le$arning me$dia to incre$ase$ stude$nt le$arning motivation. 
Imple$me$nting the$ Quizizz le$arning me$dia can improve$ the$ 
le$arning proce$ss and allow le$arning to be$ carrie$d out 
e$ffe$ctive$ly and e$fficie$ntly [27]. 

IV. CONCLUSIONS 

Imple$me$nting the$ Quizizz application as a te$chnological 
innovation tool in mathe$matics le$arning, e$spe$cially on circle$ 
mate$rial, incre$ase$s stude$nt motivation and le$arning outcome$s. 
Base$d on the$ re$se$arch findings, the$ use$ of Quizizz can 
significantly incre$ase$ stude$nt le$arning motivation and he$lp 
the$m unde$rstand circle$ mate$rial that is conside$re$d difficult. 
Quizizz has cre$ate$d a fun and inte$ractive$ le$arning atmosphe$re$ 
to motivate$ stude$nts to le$arn more$. Stude$nts fe$e$l e$nthusiastic 
and challe$nge$d to solve$ the$ que$stions give$n through this 
application. Of the$ 25 re$sponde$nts, 72%, or 18 stude$nts, 
achie$ve$d a score$ above$ the$ KKM, while$ 28%, or se$ve$n 
stude$nts, still had not achie$ve$d that score$; this shows that 
Quizizz e$ffe$ctive$ly improve$s stude$nts' unde$rstanding of circle$ 
mate$rial. Inte$ractive$ and compe$titive$ fe$ature$s in Quizizz, such 
as ranking and point syste$ms, make$ stude$nts more$ focuse$d 
and e$nthusiastic about le$arning so that the$y fe$e$l motivate$d to 
compe$te$ and improve$ the$ir pe$rformance$. This study 
comple$me$nts e$xisting information by providing e$mpirical 
e$vide$nce$ of the$ e$ffe$ctive$ne$ss of Quizizz in the$ conte$xt of 
mathe$matics le$arning, e$spe$cially on circle$ mate$rial that is 
ofte$n conside$re$d difficult by stude$nts. Pre$vious re$se$arch on 
Quizizz has focuse$d more$ on othe$r subje$cts or more$ ge$ne$ral 
conte$xts. This study de$scribe$s more$ de$e$ply how quizze$s can 
be$ use$d as an innovative$ tool to improve$ stude$nts' motivation 
and le$arning outcome$s in mathe$matics. Ove$rall, this study 
shows that Quizizz is an e$ffe$ctive$ and innovative$ tool to 
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improve$ stude$nts' motivation and le$arning outcome$s in 
mathe$matics le$arning on circle$ mate$rial. 
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