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 ABSTRACT 
The present study analyzes the differences in students' learning interests before and after using quizwhizzer-based learning media. This research was 

carried out at SMAN 1 Mandau in class XI in the economics group. The research uses an experimental method with the One Group Pretest-Posttest 
Design model. The data collection method uses a questionnaire, and the data analysis technique uses descriptive statistical analysis and difference tests 

(t-test). The research results show that there are differences in students' learning interests before and after using quizwhizzer-based learning media. 

This is proven by the pretest results of interest in learning of 67.63, where students were quite interested in participating in learning before using 
quizwhizzer-based learning media. Then, after using quizwhizzer-based learning media there was a change in students' interest in learning, which 

increased to 73.62, which means that learning media quizwhizzer-based can increase students' interest in learning. The results of the different tests (t-

test) show that the tcount value obtained is 6,912 while the ttable value is 1,692, so the tcount > ttable value so it can be concluded that there is a difference in 
students' learning interest before and after using quizwhizzer-based learning media. Thus, teachers are expected to be able to use this media during the 

learning process because quizwhizzer-based learning media can increase students' interest in learning. This research can be a reference for increasing 

students' interest in learning. And future researchers can use premium quizwhizzer-based learning media to obtain features more complete. 
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INTRODUCTION 

Information and communication technology develops along with globalization, so that in the field of 

education, technology makes it possible to carry out innovative teaching and learning processes. Akbar & 

Noviani (2019) stated that technology can have a positive impact that can attract students' interest in the 

learning process so as to create more effective and efficient learning. Learning media makes it easier for 

teachers to convey lesson material, one of which is economics. Economics is an abstract subject, this is what 

makes economic material sound difficult and boring for students to understand, so this requires variations in 

presenting the subject matter.  

Based on the results of an interview with one of the economics teachers at SMAN 1 Mandau, the 

problem with the decline in interest in studying in class teacher and passive. To find out whether students 

have a high interest in learning or not, it can be seen through the indicators of interest in learning themselves. 

Indicators of learning interest are student interest, attention in learning, student involvement in learning 

activities and feelings of happiness Magdalena (2021). Characteristics of the decreasing interest in learning 

in class participate to ask or answer, while other students are busy with their own activities. This is because 

teachers still use ordinary learning media during lessons, so students do not show interest in following 

lessons. According to A. Septiani & Santi (2022), students who are said to be interested in learning are 

characterized by their following the lesson diligently compared to students who are less interested in learning. 

In line with Alam's (2018) opinion, when students have interest and interest in a lesson, they will focus greater 

attention on that lesson. One of the interests in question is the learning media presented, because if the 
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learning media presented is not interesting then students will not participate in the learning as well as possible. 

The use of simple learning media results in low student responses when learning. Maharani et al., (2018). 

As technology develops nowadays, there is a lot of learning media available from various websites 

or applications, a teacher must be able to innovate and choose learning media to make it easier to convey the 

material. So, using learning media that is different from usual can be a support for increasing students' interest 

in learning during the learning process. 

One learning media that can increase students' interest in learning is quizwhizzer-based learning 

media. According to Wahyuningsih et., al (2021), quizwhizzer learning media is an effective game website 

for use in the learning process, such as delivering learning material or as student practice. According to A. 

Septiani & Santi (2022), the quizwhizzer learning media can create fun learning because there are many 

animation features that make students interested in learning. 

Learning media has a very important role in making students understand the subject matter which 

will influence their interest in learning. Interest in learning is very important for students because it has an 

impact on students' attitudes and achievement. This opinion is supported by Alam (2018) in his research that 

interest in learning is very important during learning activities because with interest in learning, students' 

enthusiasm for learning will influence their achievement, because the interest in learning of class XI students 

in the economics group at SMAN 1 Mandau has decreased, so Research is needed on "Using Quizwhizzer-

Based Learning Media to Increase Class XI Students' Interest in Learning in Economics Subjects at SMAN 

1 Mandau". 

 

LITERATURE REVIEW 

Interest in learning is a preferred activity to support the smooth running of learning activities 

Dalimunthe (2021). Interest in learning includes students' feelings of interest, pleasure, attention and 

involvement in the learning process Sati et al., (2022). In line with Siregar et al., (2023), interest in learning 

occurs when the teacher's interest can attract students' attention to the lesson accompanied by a sense of 

curiosity to increase insight in studying a material. Interest in learning is the way a person chooses to think, 

absorb information, process and understand information and remember it as knowledge and skills through 

learning Akrim (2021). 

Interest in learning is really needed in the learning process so that students can participate in learning 

optimally Reski (2021). To increase students' interest, teachers must be able to innovate in each learning 

process, so that students can absorb the material presented by the teacher with a happy heart. Prayuda et al., 

(2022); Ole & Makausi, (2022). One of the tools used to create interest in learning is using the quizwhizzer 

learning media Faijah Marhaeni et al., (2022). Based on this opinion, interest in learning in this research is an 

activity that supports the smooth running of learning activities. Interest in learning is really needed in the 

learning process so that students can participate in learning optimally. 

According to Husna & Rowin (2023) factors that influence interest in learning consist of internal and 

external factors. Internal factors, namely interest in learning that originates from within students, such as 

psychological factors which have a role in learning, because when the teaching materials used are not 

interesting, students will not participate in learning seriously, this is because there is no interest for them, while 

factors external according to Sulistiyani et al., (2023), namely what happens from outside the student, such as 

the influence of the appearance of the learning media, if the appearance of the material being studied cannot 

attract the student's attention, then the student will not participate in learning optimally. According to Bahij & 

Santi (2017: 151) learning media can clarify the presentation of material that is not verbal (in oral or written 

form) and overcome the limitations of time, space and students' sensory abilities. In this research, the indicators 

of interest in learning are: 

1) Interest, students who are interested in a lesson will follow the lesson without being asked. 

2) Attention, students who are attentive in lessons will pay attention and listen to every explanation from 

the teacher. 
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3) Involvement, students will immediately involve themselves during the learning process if the student has 

an interest in learning. 

4) Feelings of joy and high enthusiasm for following lessons. 

According to Feranti (2023), one of the efforts that can be made to increase students' interest in 

learning is using learning media. One of the media that can be used in learning is quizwhizzer, which displays 

game features that make students interested in seeing it. Students' attention is focused on the learning media 

displayed in the game. If it is made as attractive as possible, their interest in learning will also increase. 

According to Supriyono (2018) learning media has an influential role in increasing students' interest in 

learning. According to the research results of Shofiya Launin et al., (2022), a teacher has innovation in 

choosing learning media to make it easier to convey the material, so it is hoped that using learning media that 

is different from usual can be a support for increasing students' interest in learning during the learning process.  

Quizwhizzer-based learning media is an online platform that teachers use as a learning medium to 

increase students' interest in learning material. Quizwhizzer is used to stimulate thoughts, convey material, 

content, feelings, abilities and desires of students in learning Iskandar et al., (2023), so that this learning media 

can help teachers to create interesting and not boring learning Faijah, Marhaeni, et al ., (2022). Research by 

A. Septiani & Santi (2022) shows that quizwhizzer provides a solution as a flexible and narrative learning 

media because this media can convey learning material. The advantage of quizwhizzer is that teachers can 

display learning material in the form of questions that provide a way to understand questions and answer these 

questions, so that students have an understanding of the learning material. The features on quizwhizzer are 

expected to make students more interested in understanding the learning material. 

According to Wulandari et al., (2023) there are three functions of learning media, first as a tool used 

by teachers to clarify the material to be delivered, because without learning media the teacher's explanation of 

the material is abstract, secondly learning media as a means of interaction between participants students with 

this media, thirdly providing knowledge and stimulating student participation. In line with Anggraini's (2018) 

opinion, the function of learning media also makes it easier for teachers to receive and deliver material. 

According to Aghni (2018), there are two functions of learning media, the first is the communicative function 

where the learning media used can make it easier for teachers to communicate with students, the second is the 

individuality function, namely the use of learning media to meet the needs of each student who has different 

interests and learning styles. So, the main function of learning media, apart from being a teacher's aid, can also 

influence the learning atmosphere to attract students' interest in learning. The use of learning media provides 

students with a better understanding, because learning that is only monotonous will have a different 

understanding from students who learn by hearing and seeing. 

According to Alfansyur & Mariyani (2019) the criteria for selecting learning media include: 

1) Advanced technology by utilizing online platforms. 

2) Ease of access. 

3) Financing. 

4) Interactive. 

5) The newest learning media. 

6) Facilities and Infrastructure. 

Therefore, the use of learning media has the effect of helping teachers and students convey material 

or concepts effectively Dewi & Manuaba (2021). When a teacher determines a learning media, it must meet 

these criteria in order to attract students' interest and attention. Ahmad Fadillah & Bilda (2019). According to 

Susanto & Ismaya (2022), through the use of learning media, quizwhizzer-based learning media can be used 

to convey material. Because this learning media is able to support interaction in learning, especially between 

teachers and students so that students can learn and play at the same time A. Septiani & Santi (2022). 

When using quizwhizzer, there are steps that must be taken to use the website. The steps for using 

quizwhizzer according to Wahyuningsih et al., (2021) are: 

http://dx.doi.org/10.33578/pjr.v8i6.9725
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1. If the teacher doesn't have a quizwhizzer account, the teacher can register their account first on the 

following page: https://quizwhizzer.com/.  

2. Then click Try it for free on the left side of the page. 

3. Then a page appears that displays two options, namely: 1) want to play a game or 2) I want to create or 

host a game. Then the teacher chooses the second option, namely I want to creator host a game. 

4. After that a new page will appear, if the teacher doesn't have an account, the teacher must enter some 

information in the form of username, email, password and confirm password, or the teacher can also use 

a Gmail account that is connected to Chrome, so if you already use that Gmail account teachers do not 

need to register by entering the information mentioned at the beginning. 

5. If an account has been created, the quizwhizzer dashboard display will appear. 

6. Then the teacher can create material or game-based questions on Quizzwhizzer. To create questions the 

teacher can press the Make a game button, then select the template that will be used and use the features 

as desired on the right side of the page such as board, questions, settings, and quality scores. 

7. If the teacher has finished creating a learning game according to what is needed in the lesson, the teacher 

can click the finish button, then the game will appear in the your games section, in this section the teacher 

can start by pressing start. 

8. Next a new page will appear, the teacher can determine the learning game that he wants to use directly. 

9. After the teacher determines one of the game options, the teacher can press the go button. 

10. Next, the game page will appear along with the link and game code. Here the teacher can copy the 

link/code available on Quizzwhizzer and share it with students. 

11. After students receive the Quizwhizzer learning link/code from the teacher, they will go to the page: 

https://app.Quizwhizzer.com/play. Then students enter the five-digit code that the teacher has distributed. 

Next, students write their names, then click start and wait until the teacher presses the start button. After 

that, students can answer all the questions listed in the Quizzwhizzer application. If students have finished 

answering all the questions or time has run out, students can then see the scores and rankings obtained, 

and the teacher also gets the assessment results automatically in Excel Quizwhizzer and then provides the 

material results to students. 

12. Teachers can see students' wrong answers via the QuizWhizzer Excel display. So, these questions can be 

used as evaluation material. 

13. The teacher has full control in the ongoing quizwhizzer game. The teacher can pause or stop the game at 

any time if necessary, such as when a student cheats, the teacher can also remove or kick the student's 

account from the game. 

 

METHOD 

This research was conducted at SMAN 1 Mandau for the 2023/2024 academic year. This research 

uses an experimental method with the One Group Pretest-Posttest Design model. This research design only 

involved one class, namely the experimental class, by comparing the sample before the pretest treatment with 

the results of the sample after being given the posttest treatment. The data collection method used in this 

research is a questionnaire. The questionnaire in this study used a Likert scale. The analysis techniques used 

are descriptive statistical analysis and difference test analysis (t-test). 

 

RESULTS AND DISCUSSION  

The results of the pretest descriptive analysis were carried out to describe students' interest in learning 

economics before being treated using quizwhizzer-based learning media. Data was obtained by distributing 

questionnaires to the sample. Based on the results of the descriptive analysis pretest that has been carried out, 

it shows that the position of students' interest in learning before using quizwhizzer-based learning media is in 

position 67.63, namely quite interested. This is due to the low interest and enthusiasm of students during the 

learning process in class using conventional learning media. The position of each student's interest in learning 

http://dx.doi.org/10.33578/pjr.v8i6.9725
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before using quizwhizzer-based learning media can be seen in Table 1.  

Table 1. Student Learning Interest Scale 
Score Student Interest Categories Percentage 

20 ≤ × ≤ 36 Not Interested - 

37 ≤ × ≤ 52 Less Interested 6% 

53 ≤ × ≤ 68 Interested Enough 53% 

69 ≤ × ≤ 80 Interested 29% 

85 ≤ × ≤ 100 Very Interest 12% 

TOTAL 100% 

 

Based on Table 1, there are 34 students in class XI economics at SMAN 1 Mandau. There are 2 

students (6%) who are not interested, 18 students (53%) are in the moderately interested category, 10 students 

(29%) are in the interested category, and 4 (12%) students are in the very interested category. The results of 

students' learning interest can be seen in Figure 1 below 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 1.   Graph Of Pretest Results Of Student Interest In Learning 

 

During the research, there were differences in students' interest in learning after being given 

quizwhizzer-based learning media. These differences can be seen based on the results of the posttest 

questionnaire analysis that has been given. Based on the results of the posttest questionnaire, there was a 

difference in students' interest in learning, namely an increase in interest in learning for class The results of 

the posttest analysis of the percentage and the average score of the percentage of interest in learning, it is 

evident that the interest in learning of class are in the interested category. This means that quizwhizzer-based 

learning media can increase students' interest in learning during the learning process. The position of each 

student's interest in learning before using quizwhizzer-based learning media can be seen in Table 2. 

Table 2. Student Learning Interest Scale 

Score Student Interest Categories Percentage 

20 ≤ × ≤ 36 Not Interested - 

37 ≤ × ≤ 52 Less Interested 3% 

53 ≤ × ≤ 68 Interested Enough 38% 

69 ≤ × ≤ 84 Interested 41% 

85 ≤ × ≤ 100 Very Interest 18% 

TOTAL 100% 

 

Based on Table 2, there are 34 students in class XI economics at SMAN 1 Mandau. There is 1 student 

(3%) who is not interested, 13 students (38%) who are quite interested, 14 students (41%) who are in the 
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interested category and 6 students (18%) who are in the very interested category using quizwhizzer-based 

learning media during the learning process. After carrying out the posttest, students' interest in learning 

economics can be categorized in Figure 2. 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 2. Graph of Posttest Results of Student Interest In Learning 

 

The results of the analysis of the sudent interest quiestionnaire sample showed that the average 

percentage of the student interest questionnaire after using quizwhizzer-based learning media was 80%, which 

is in the hight category. Then the percentage indicators of student interest in learning include the student 

interest indicator which obtained. Percentage result of 82%, the attention indicator with a percentage result of 

77%, the student involvement indicator 82%, and the feeling of happiness indicator with a percentage result 

of 79%. The results of student interest in learning obtained can be seen in Table 3. 

 

Tabel 3. Results of Analysis of Class XI Economics Students' Learning Interest Questionnaire 
N

o 
Indicator 

Categ

ory 
Percentage 

1 Student Interest 82% High 

2 Attention 77% High 

3 Student Engagement 82% High 

4 Feeling happy 79% High 

 Average 80% High 

 

The hypothesis in this research is "there is a difference in students' learning interest before and after 

using quizwhizzer-based learning media". The technique used to test the hypothesis uses different test 

analysis, it is known that the pretest average is 67.63 while the posttest average is 73.61. This means that there 

is an increase in students' interest in learning before and after using quizwhizzer-based learning media. The 

average difference between pretest and posttest (Gain d) is 5.98, which is in the high category. The lowest 

pretest result obtained before using quizwhizzer-based learning media was 48.00, and the highest pretest result 

obtained was 91.33. Then the lowest posttest result after using quizwhizzer-based learning media was 50.67 

and the highest posttest result was 100.00.  

The results of data analysis using the difference test (t-test), show that the tcount value is 6,126 at the 

level (0.05) with dk = N-1, the ttable is 1,692, so it is known that tcount > ttable. This shows that H0 is rejected 

and H1 is accepted, meaning that there is a difference in students' learning interest before and after using 

quizwhizzer-based learning media. It can be concluded that the use of quizwhizzer-based learning media is 

able to increase the learning interest of class XI economics group 3 students in economics subjects. 
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CONCLUSIONS AND RECOMMENDATION 

There are differences in students' learning interest before and after using quizwhizzer-based learning 

media. This is proven by the results of the pretest questionnaire of 67.63, where students were quite interested 

in participating in learning before using quizwhizzer-based learning media, then after using quizwhizzer-

based learning media there was a change in students' interest in learning, increasing to 73.61, which means 

that quizwhizzer-based learning media was able to increase interest in learning. The results of the different 

test (t-test) show that the tcount value obtained is 6.912 while the ttable value is 1.692, so the tcount > ttable 

value so that H0 is accepted and H1 is rejected which can be concluded that there is a difference in students' 

learning interest before and after using quizwhizzer-based learning media. 

The results of this research provide recommendations for learning media that students like. One of 

them is quizwhizzer-based learning media which can help students understand learning material. Therefore, 

suggestions that can be given are as follows: 

1) Teachers can use quizwhizzer-based learning media as one of the media that can be used in the 

subsequent learning process according to the material and needs of students. 

2) It is hoped that the results of this research can be used as one of the many pieces of information in 

increasing students' interest in learning. 

3) Researchers experience limited costs in this research so it is hoped that future researchers will use 

premium quizwhizzer-based learning media, because the features obtained are more complete than 

regular quizwhizzer. 
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