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MOTTO

Y ) i  Y) ase y®

“Allah tidak membebani seseorang, kecuali menurut kesanggupannya”

(QS Al Bagarah: 286)

“Trust to Allah for everything no matter what. You lose trust to Allah, you win

you trust to Allah, you gain you trust to Allah, you have a problem you trust to

Allah, things are not going your way, you thank him even more and you talk to

him, that a very good habit to talk to Allah
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ABSTRACT

Mar’atus Sholikah. (2024). The use of Quizizz as game-based learning on students’
learning motivation in English classroom. Thesis: English Language
Education Study Program, Faculty of Teacher Training and
Education, Nahdlatul Ulama Sunan Giri Bojonegoro University,
Moh.Zainnudin, M.Pd advisor | and Nanin Verina Widya Putri,
M.Pd advisor II.

This study aims to determine the effect of using Quizizz on students'
learning motivation in learning English. This research uses quantitative method
with Pre-Experimental design (One Group Pretest-Posttest). This research was
conducted at SMK Miftahul Huda Kadungrejo with a sample of 31 students of class
X-Fashion Design. Data collection was carried out using a questionnaire instrument
Learning Motivation and Pretest-Posttest questions. The results of this study
indicate that: a) There is a significant influence between the use of Quizizz on
student learning motivation, with the results of the Paired Samples T-Test showing
the t-count value = 17.444> t-table = 2.042 and the significance value of p-value
(0.000) < a (0.05), so Ha is accepted and Ho is rejected. b) The implementation of
Quizizz in English language learning is carried out through several stages: analysis,
design, development, implementation, and evaluation. Based on the results of the
guidelines observation analysis, the implementation of Quizizz in English language
learning received the "Very Good" category with a percentage score of 100%.
These results indicate that the use of Quizizz as game-based learning can

significantly increase students' learning motivation.

Keywords: Quizizz as game-based learning, students' learning motivation, English

classroom.



ABSTRAK

Mar'atus Sholikah (2024). Penggunaan Quizizz sebagai pembelajaran berbasis
game terhadap motivasi belajar siswa di kelas bahasa Inggris. Skripsi:
Program Studi Pendidikan Bahasa Inggris, Fakultas Keguruan dan limu
Pendidikan, Universitas Nahdlatul Ulama Sunan Giri Bojonegoro,
Moh.Zainnudin, M.Pd pembimbing | dan Nanin Verina Widya Putri, M.Pd
pembimbing I1.

Penelitian ini bertujuan untuk mengetahui pengaruh penggunaan Quizizz
terhadap motivasi belajar siswa dalam belajar bahasa Inggris. Penelitian ini
menggunakan metode kuantitatif dengan desain Pre-Experimental (One Group
Pretest-Posttest). Penelitian ini dilakukan di SMK Miftahul Huda Kadungrejo
dengan sampel sebanyak 31 siswa kelas X Tata Busana. Pengumpulan data
dilakukan dengan menggunakan instrumen angket Motivasi Belajar dan soal
Pretest-Posttest. Hasil penelitian ini menunjukkan bahwa: a) Terdapat pengaruh
yang signifikan antara penggunaan Quizizz terhadap motivasi belajar siswa, dengan
hasil uji Paired Samples T-Test menunjukkan nilai thitung = 17,444 > ttabel = 2,042
dan nilai signifikansi p-value (0,000) < a (0,05), maka Ha diterima dan Ho ditolak.
b) Implementasi Quizizz pada pembelajaran bahasa Inggris dilakukan melalui
beberapa tahap yaitu analisis, desain, pengembangan, implementasi, dan evaluasi.
Berdasarkan hasil analisis pedoman observasi, implementasi Quizizz dalam
pembelajaran bahasa Inggris mendapatkan kategori "Sangat Baik" dengan
persentase skor 100%. Hasil ini menunjukkan bahwa penggunaan Quizizz sebagai
pembelajaran berbasis permainan dapat meningkatkan motivasi belajar siswa

secara signifikan.

Kata kunci: Quizizz game-based learning, motivasi belajar siswa, kelas bahasa
Inggris.
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