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ABSTRAK 

MITRA DEWI. Strategi Implementasi Media Pembelajaran Berbasis Game 

Quizizz dalam Memberikan Motivasi Belajar Peserta Didik Kelas V SD Negeri 1 

Jelapat. Tesis Program Studi Magister Pendidikan Dasar Program Pascasarjana 

Universitas Palangka Raya. Pembimbing: (1) Dr. Abdul Rahman Azahari, M.Pd (2) 

Dr. Nyoto, M.Pd 

Penelitian ini dilatarbelakangi oleh rendahnya motivasi belajar peserta didik 

akibat penggunaan metode pembelajaran konvensional yang kurang variatif. 

Perkembangan teknologi digital menuntut guru untuk menerapkan media 

pembelajaran yang inovatif dan sesuai dengan karakteristik peserta didik sekolah 

dasar. Salah satu media pembelajaran berbasis game yang dapat digunakan adalah 

aplikasi Quizizz. Penelitian ini bertujuan untuk mendeskripsikan strategi 

implementasi media pembelajaran berbasis game Quizizz dalam memberikan 

motivasi belajar peserta didik kelas V SD Negeri 1 Jelapat. 

Metode yang digunakan dalam penelitian ini adalah metode deskriptif 

kualitatif dengan desain studi kasus. Teknik pengumpulan data yang digunakan 

meliputi observasi, wawancara, dan dokumentasi. Analisis data menggunakan 

model interaktif Miles dan Huberman melalui tahapan reduksi data, penyajian data, 

dan penarikan kesimpulan. Subjek penelitian terdiri atas guru dan peserta didik 

kelas V SD Negeri 1 Jelapat. 

Hasil penelitian menunjukkan bahwa strategi implementasi media 

pembelajaran berbasis game Quizizz dilakukan melalui tahap perencanaan, 

pelaksanaan, dan evaluasi pembelajaran yang terstruktur. Pada tahap perencanaan, 

guru menyiapkan perangkat pembelajaran, materi, serta soal-soal yang disesuaikan 

dengan karakteristik peserta didik. Pada tahap pelaksanaan, guru mengarahkan 

peserta didik menggunakan aplikasi Quizizz melalui kegiatan kuis interaktif 

berbasis game yang memanfaatkan fitur poin, peringkat, batas waktu, dan umpan 

balik langsung. Sementara pada tahap evaluasi, guru menggunakan hasil pengerjaan 

Quizizz untuk mengetahui tingkat pemahaman peserta didik terhadap materi 

pembelajaran. Pada tahap pelaksanaan, guru memanfaatkan fitur-fitur Quizizz 

untuk menciptakan suasana belajar yang interaktif, kompetitif, dan menyenangkan. 

Penggunaan Quizizz mampu meningkatkan motivasi belajar peserta didik yang 

ditunjukkan melalui meningkatnya antusiasme, keterlibatan, dan keaktifan peserta 

didik selama proses pembelajaran berlangsung. Selain itu, peserta didik menjadi 

lebih fokus dan tertarik dalam mengikuti kegiatan pembelajaran. Meskipun terdapat 

beberapa kendala, seperti keterbatasan perangkat dan jaringan internet yang kurang 

stabil, guru mampu mengatasinya melalui pengaturan penggunaan perangkat serta 

pendampingan kepada peserta didik. 

Kata kunci: Quizizz, media pembelajaran berbasis game, motivasi belajar, 

sekolah dasar. 



       

 

 

 

 

   

 

ABSTRACT 

MITRA DEWI. The Implementation Strategy of Quizizz-Based Learning Media in 

Enhancing the Learning Motivation of Fifth Grade Students at SD Negeri 1 Jelapat. 

Thesis of Elementary Education Master Program, Postgraduate Program, 

University of Palangka Raya. Advisors: (1) Dr. Abdul Rahman Azhari, M.Pd (2) 

Dr. Nyoto, M.Pd 

This research was motivated by the low learning motivation of students due 

to the use of conventional teaching methods that were less varied. The development 

of digital technology requires teachers to implement innovative learning media that 

are suitable for the characteristics of elementary school students. One of the game-

based learning media that can be utilized is the Quizizz application. This study 

aimed to describe the implementation strategy of Quizizz-based learning media in 

enhancing the learning motivation of fifth grade students at SD Negeri 1 Jelapat. 

This study employed a qualitative descriptive method with a case study 

design. The data collection techniques used in this study included observation, 

interviews, and documentation. Data analysis used the interactive model of Miles 

and Huberman through the stages of data reduction, data display, and conclusion 

drawing. The subjects of this study were the teacher and fifth grade students of SD 

Negeri 1 Jelapat. 

The results showed that the implementation strategy of Quizizz-based 

learning media was carried out through structured stages of planning, 

implementation, and evaluation of learning activities. In the planning stage, the 

teacher prepared learning tools, materials, and questions adjusted to the 

characteristics of the students. During the implementation stage, the teacher guided 

students in using the Quizizz application through interactive game-based quizzes 

utilizing features such as points, rankings, time limits, and direct feedback. In the 

evaluation stage, the teacher used the Quizizz results to identify students’ 

understanding of the learning materials. During the implementation stage, the 

teacher utilized Quizizz features to create an interactive, competitive, and enjoyable 

learning atmosphere. The use of Quizizz was able to improve students’ learning 

motivation, as indicated by the increase in students’ enthusiasm, participation, and 

activeness during the learning process. In addition, students became more focused 

and interested in participating in learning activities. Although there were several 

obstacles, such as limited devices and unstable internet networks, the teacher was 

able to overcome them through device management and student assistance. 

Keywords: Quizizz, game-based learning media, learning motivation, elementary 

school. 
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