DAFTAR PUSTAKA

Abou El-Seoud, M. S., Taj-Eddin, I. A., Seddiek, N., El-Khouly, M. M., & Nosseir, A. (2014).
E-Learning and Students' Motivation: A Research Study on the Effect of E-Learning on
Higher Education. International Journal of Emerging Technologies in Learning (iJET),
9(4), 20-26.

Adhiyah, M. (2023). USE OF QUIZIZZ MEDIA AS AN EVALUATION APPLICATION
ICT BASED LEARNING IN CLASS VI SD NEGERI 1 GLANGGANG PAKISAIJI
MALANG. Jurnal llmiah Didaktika, 23(2). https://doi.org/10.22373/jid.v23i2.14961

Aditiyawarman, M. A., Sondang, M., Hanifah, L., & Kusumayati, L. D. (2022). Penggunaan
Aplikasi Quizizz Sebagai Media Untuk Melaksanakan Evaluasi Pembelajaran. Jurnal
Penelitian Politeknik Penerbangan Surabaya, 7(1), 24-36.
https://doi.org/10.46491/jp.v7i1.840

Anggraini Katili, Y. (2025). Students’ Perception Towards Integrating Quizizz
Application in Basic English Grammar Lesson. Indo-MathEdu Intellectuals
Journal, 6(1), 1142-1149.
https://doi.org/10.54373/imeij.v6i1.2615

Arsyad, A. (2014). Media Pembelajaran. Jakarta: PT Raja Grafindo Persada.

Aulia, R. P., & Warni, S. (2024). Students’ Perceptions Toward Quizizz as An Assessment
Tool in EFL Classroom. International Journal of Research in Education, 4(2), 283—-294.
https://doi.org/10.26877/ijre.v4i2.554

Azhar, A. (2007). Media Pembelajaran. Jakarta: Raja Grafindo Persada. Raja Grafindo
Persada.

Braun, V., & Clarke, V. (2019). Reflecting on reflexive thematic analysis. Qualitative
Research in Sport, Exercise and Health, 11(4), 589-597.
https://doi.org/10.1080/2159676X.2019.1628806

Creswell, J. W., & Clark, V. L. P. (2018). Designing and Conducting Mixed Methods Research.
SAGE Publications. https://books.google.co.id/books?id=eTwmDwAAQBAJ

Djamarah, S. B. (2002). Psikologi Belajar. Jakarta: Rineka Cipta.

Fahada, N., & Asrul, N. (2024). Students Perception of Gamified Learning in EFL Class:
Online Quizizz for Engagement and Motivation. Journal Of Education And Teaching
Learning (JETL), 6(2), 13-22. https://doi.org/10.51178/jetl.v6i2.1828

Febrita, Y., & Ulfah, M. (2019). Peranan Manajeman Media Pembelajaran Untuk
Meningkatkan Motivasi Belajar Siswa. AL-MIKRAJ Jurnal Studi Islam Dan Humaniora
(E-ISSN 2745-4584), 4(1), 981-990. https://doi.org/10.37680/almikraj.v4i1.4273

Fetters, M. D., Curry, L. A., & Creswell, J. W. (2013). Achieving integration in mixed methods
designs - Principles and practices. Health Services Research, 48(6 PART?2), 2134-2156.
https://doi.org/10.1111/1475-6773.12117

Gale, N. K., Heath, G., Cameron, E., Rashid, S., & Redwood, S. (2013). Using the framework
method for the analysis of qualitative data in multi-disciplinary health research. BMC
Medical Research Methodology, 13(1), 117. https://doi.org/10.1186/1471-2288-13-117

Handayani, F., Intes, A., Wibowo, G. A., Cahyono, D., & Mardikawati, B. (2024). Quizzz! As
A Tool For Innovative Educational Gamification In Higher Education. Journal
Neosantara Hybrid Learning, 2(1), 358-378. https://doi.org/10.55849/jnhl.v2i11.922

Handoko, W., Mizkat, E., Nasution, A., Hambali, & Eska, J. (2021). Gamification in Learning
using Quizizz Application as Assessment Tools. Journal of Physics: Conference Series,
1783(1). https://doi.org/10.1088/1742-6596/1783/1/012111

Harandi, S. R. (2015). A study of the effective factors on students' e-learning acceptance by
using technology acceptance model. International Journal of Education and Development
using Information and Communication Technology (IJEDICT), 11(3), 101-115.



https://doi.org/10.1186/1471-2288-13-117

Hasanah, N. (2024). Students > Perception of Using Quizizz Gamification for English learning
in Islamic Education. A/ Mikraj — Jurnal Studi Islam Dan Humaniora, 5(1), 1205-1218.

Heriyanto, Cahyadi, A., & Suroso, J. S. (2024). Efektivitas Penggunaan Quizizz dalam
Meningkatkan Motivasi dan Keterlibatan Peserta Didik dalam Pembelajaran The
Effectiveness of Using Quizizz in Improving Learners > Motivation and Engagement in
Learning. Sebatik, 28(2), 581-586. https://doi.org/10.46984/sebatik.v28i2.2526

Hernanz, V., Latorre-Cosculluela, C., Sudrez, C., & Lanchares-Sancho, E. (2024). Revitalising
learning in three university contexts: Unleashing the power of the Quizizz app to increase
self-efficacy, intrinsic motivation, satisfaction and performance. Education and
Information Technologies, 29(17), 23917-23935. https://doi.org/10.1007/s10639-024-
12779-9

Ibad, W., Sabat, Y., Musyarofah, L., & Sulistyaningsih. (2023). Comparing Kahoot, Quizizz,
And Wordwall In EFL Reading Class. Eduvest - Journal of Universal Studies, 3(11),
1984-2000. https://doi.org/10.59188/eduvest.v3il1.954

Ivankova, N. V, Creswell, J. W., & Stick, S. L. (2006). Using mixed-methods sequential
explanatory design: From theory to practice. Field Methods, 18(1), 3-20.
https://doi.org/10.1177/1525822X05282260

Karim, N. A. (2024). Utilization of Quizizz as an Online Learning Media for Early Childhood.
Raudhatul  Athfal: Jurnal Pendidikan Islam Anak Usia Dini, 8(1), 57-69.
https://doi.org/10.19109/ra.v811.23227

Kementerian Riset, Teknologi, dan Pendidikan Tinggi Republik Indonesia. (2015). Peraturan
Menteri Riset, Teknologi, dan Pendidikan Tinggi Nomor 44 Tahun 2015 tentang Standar
Nasional Pendidikan Tinggi. Jakarta: Kementerian Riset, Teknologi, dan Pendidikan
Tinggi.

Khadijah, D. H. (2016). Media Pembelajaran Anak Usia Dini. Medan: Perdana Publishing.

Maraza-Quispe, B., Traverso-Condori, L. C., Torres-Gonzales, S. B., Reyes-Arco, R. E.,
Tinco-Tupac, S. T., Reyes-Villalba, E., & Carpio-Ventura, J. D. R. (2024). Impact of the
Use of Gamified Online Tools: A Study with Kahoot and Quizizz in the Educational
Context. International Journal of Information and Education Technology, 14(1), 132—
140. https://doi.org/10.18178/ijiet.2024.14.1.2033

Maria, U., & Yolanda, F. (2019). Peranan Media Pembelajaran untuk Meningkatkan Motivasi
Belajar Siswa. Jurnal/Prosiding (Misalnya: Universitas Indraprasta PGRI), 1(1), 181—
188.

Mesterjon, Selviani, D., Prima, R., Rulismi, D., & Dali, Z. (2024). The Impact of Using Quizizz
as a Learning Media on Learning Interest of Computer Education Students. IJCER
(International Journal of  Chemistry Education Research), 8(2).
https://doi.org/10.20885/ijcer.vol8.iss2.art6

Mohamad, M., Arif, F. K. M., & Noor, N. M. (2020). Online game-based formative
assessment: Distant learners post graduate students’ challenges towards quizizz.
International Journal of Scientific and Technology Research, 9(4), 994—1000.

Muhammad, M., Muchyidin, M. S., Asyar, W. L., & Nafa€™ihima, F. A.- rizqi. (2024).
Exploring Studentsa€™ Perceptions and Motivation in Using Quizizz for Grammar
Program: A Study in Kampung Inggris Pare Kediri. Jo-ELT (Journal of English Language
Teaching) Fakultas Pendidikan Bahasa & Seni Prodi Pendidikan Bahasa Inggris IKIP,
11(2), 246-257. https://doi.org/10.33394/jo-elt.v11i2.13337

Munirah, & Sahriani. (2024). Transformation of Student Motivation Through the Use of
Quizizz in Language Learning: A Longitudinal Approach in Secondary Education.
International Journal for Multidisciplinary Research (IJFMR), 6(6), 1-8.

Mustikasari, L., & Yugopuspito, P. (2024). THE EFFECT OF GAMIFICATION
IMPLEMENTATION ON COLLABORATION SKILLS , ENGAGEMENT , AND



LEARNING ACHIEVEMENT OF STUDENTS IN CLASS X. Eduvest — Journal of
Universal Studies, 4(10), 9286-9297.

Narawati, A. Y., Supriadi, D., & Mulyanto, R. (2025). Using Quizizz as an Interactive Learning
Media to Improve Cognitive Values in Elementary School Students. International Journal
of Engineering, Science and Information Technology, 5(1), 71-76.

Nazar, N. S., & Ismai, H. H. (2025). Assessing Teachers ° Readiness for Integrating
Gamification in ESL Instruction Using Quizizz in Teaching Vocabulary Skills.
INTERNATIONAL JOURNAL OF ACADEMIC RESEARCH IN BUSINESS AND SOCIAL
SCIENCES, 15(2), 1028—-1042. https://doi.org/10.6007/ITJARBSS/v15-i2/24510

Nashar, H. (2004). Peranan Motivasi dan Kemampuan Awal dalam Kegiatan Pembelajaran.
Jakarta: Delia Press.

Notoatmodjo, S. (2012). Promosi Kesehatan dan Perilaku Kesehatan. Jakarta: Rineka Cipta.

Noordin, Z. M., Adnan, N. N. S., Usir, E., & Loganathan, M. (2023). Quizizz for Teaching and
Learning About Adherence to Antipsychotics: A Pilot Study of Students’ Perception and
Their Level of Knowledge. Journal of Higher Education Theory and Practice, 23(3),
120-135. https://doi.org/10.33423/jhetp.v23i3.5843

Nowell, L. S., Norris, J. M., White, D. E., & Moules, N. J. (2017). Thematic Analysis: Striving
to Meet the Trustworthiness Criteria. International Journal of Qualitative Methods, 16(1),
1-13. https://doi.org/10.1177/1609406917733847

Nuary, M. G., Abidin, J., Pranatha, A., Martiningsih, T. W., & Rusdiani, 1. (2024). The Impact
of Quizizz Learning Media in Increasing Interest and Motivation for Learning in Early
Childhood Education Students. Journal International of Lingua and Technology, 3(2),
329-344. https://doi.org/10.55849/jiltech.v3i1.600

Ohn, M. H., Ohn, K. M., Souza, U. D., Yusof, S., & Ariffin, Z. (2019). Effectiveness of
innovative gamified learning among undergraduate medical students. Journal of Physics:
Conference Series, 1358(1). https://doi.org/10.1088/1742-6596/1358/1/012060

Palinkas, L.A., et al. (2015) Purposeful Sampling for Qualitative Data Collection and Analysis
in Mixed Method Implementation Research. Administration and Policy in Mental Health
and Mental Health Services Research, 42, 533-544. https://doi.org/10.1007/s10488-013-
0528-y

Pangestu, R. S., & Fahruddin, F. (2024). Quizzz Media As an Assessment for History Learning
in the Digital Era. Progres Pendidikan, 5(1), 39-43.
https://doi.org/10.29303/prospek.v5il.434

Permana, P., Permatawati, I., & Khoerudin, E. (2023). Quizizz: A Systematic Review Based
on Students’. Eralingua: Jurnal Pendidikan Bahasa Asing Dan Sastra, 7(2), 233-249.

Pradnyadewi, D. A. M., & Kristiani, P. E. (2021). Use of Quizizz In Improving Students’
Reading Skill. The Art of Teaching English as a Foreign Language, 2(1), 1-6.
https://doi.org/10.36663/tatefl.v2i1.93

Rahma, F. A., Harjono, H. S., & Sulistyo, U. (2023). Problematika Pemanfaatan Media
Pembelajaran Berbasis Digital. Jurnal  Basicedu, 7(1), 603-611.
https://doi.org/10.31004/basicedu.v7i1.4653

Rakhmat, J. (2012). Psikologi Komunikasi. Bandung: PT Remaja Rosdakarya.

Rahman, N. D. (2023). THE USE OF QUIZIZZ AS A GAME-BASED LEARNING TOOL
IN IMPROVING THE MASTERY OF GRAMMAR: LOW-PROFICIENT L2
LEARNERS’ PERCEPTIONS. [International Journal of Modern Education.
https://api.semanticscholar.org/CorpusID:260146259

Ridhwan, M. (2023). Transformation of Assessment in Teaching English at Higher Education:
Leveraging Quizizz to Enhance Student Participation and Motivation. Edukasi, 11(1), 44—
51. https://doi.org/10.61672/judek.v11i1.2603



Sari, D. R., Anggraeni, V., & Suharyati, H. (2024). International Journal of Sustainable
Development & Future Society The Effect of Quizizz Media Usage on the Learning
Interest of Grade Students in Biology. International Journal of Sustainable Development
& Future Society, 2(2), 46-53.

Sarkar, P., Kadam, K., & Pillai, J. S. (2020). Learners’ approaches, motivation and patterns of
problem-solving on lines and angles in geometry using augmented reality. Smart Learning
Environments, 7(1). https://doi.org/10.1186/s40561-020-00124-9

Senthil Kumaran, V., Shri M., N., & Harini, A. (2023). Review on Gamification in e-learning:
Effects and Challenges. Jurnal/Prosiding Konferensi.

Setiawati, H. 1., Tamara, L. fatul, Ni’mah, U., Hidriana, P. T., Fakhriyah, F., & Ismaya, E. A.
(2024). Systematic Literature Review (Slr): the Influence of Quizzz Learning Media on
Students’ Learning Outcomes in Elementary School. International Journal of
Educational and  Psychological Sciences (ILJEPS), 2(2), 105-118.
https://doi.org/10.59890/ijeps.v2i2.87

Slameto. (2010). Belajar dan faktor-faktor yang mempengaruhinya. Rineka Cipta.

Surya, M. (2004). Psikologi Pembelajaran dan Pengajaran. Bandung: Pustaka Bani Quraisy.

Syamsudin Makmun, A. (1996). Psikologi Kependidikan: Perangkat Sistem Pengajaran
Modul. Bandung: PT Remaja Rosda Karya.

Wibawa, R. P., Astuti, R. 1., & Pangestu, B. A. (2019). Smartphone-Based Application
a€ceequizizza€ll as a Learning Media. Dinamika Pendidikan, 14(2), 244-253.
https://doi.org/10.15294/dp.v14i2.23359

Wilodkowski, R. J., & Jaynes, J. H. (2004). Hasrat untuk Belajar: Bagaimana Mengajar Orang
Dewasa Belajar (The Desire to Learn: How to Teach Adults to Learn). (Terjemahan).
Yogyakarta: Pustaka Pelajar.

Walgito, B. (2010). Pengantar Psikologi Imum. Andi Offset.

Yani, Vidia, R. M., Tiirtheshvara, D., Dantes, G. R., & Indrawan, G. (2024). The Impact of the
Quizizz Application on Students * Self- Efficacy. Jurnal Penelitian Pendidikan IPA
(JPPIPA) Suggests, 10(12), 11249—-11256. https://doi.org/10.29303/jppipa.v10i12.9456

Febrita, Y., & Ulfah, M. (2019). Peranan Media Pembelajaran untuk Meningkatkan Motivasi
Belajar Siswa. Prosiding Diskusi Panel Nasional Pendidikan Matematika, 5(1), 181-188.

Zainuddin, Z., Shujahat, M., Haruna, H., & Chu, S. K. W. (2020). The role of gamified e-
quizzes on student learning and engagement: An interactive gamification solution for a
formative assessment system. Computers & Education, 145.
https://doi.org/https://doi.org/10.1016/j.compedu.2019.103729



