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Abstract. The technology was intentionally made to make human work more 

manageable. Which also prevails in education. For example, the usage of 

Quizizz application to make an evaluation of students’ learning easier. This 

application brings together animation, audio, visuals, and various types of 

questions to measure student learning abilities. One of the advantages that 

Quizizz offers is, the questions can be accessed flexibly by students, even 

outside of the school hours. This feature becomes important, considering the 

pandemic caused by the Coronavirus outbreak (Covid-19). It makes learning has 

to be done online, which causes so many aspects that need to be adjusted so that 

learning can be carried out properly. This study aims to determine the influence 

of science learning outcomes by using the learning model TGT assistant 

application “Quizizz” on the fourth-grade students of SDN Cakung Barat 07, 

East Jakarta. The research method used is a quantitative research method with a 

Quasi-Experimental design, with purposive random sampling using IV-A as an 

experimental class and IV-B as a control class. Students’ outcomes were 

measured by 20 multiple-choice questions, which had previously been tested for 

validity and reliability. This study’s requirement test includes the normality test 

using the Chi-Square test formula and the normality test using Fisher’s test 

formula. Meanwhile, the hypothesis test is using the t-test formula. The result 

stated that there is no significant influence on students’ outcomes by using the 

learning model TGT-assistant application “Quizizz” on the fourth-grade 

students of SDN Cakung Barat 07, East Jakarta. 

 

 

1 Introduction 

 

Indonesia is continuously developing its education to prepare a higher quality for their next 

generation. Many things have been done, such as carrying out the curriculum changes. 

However, many factors affect educational success. Study shows that Indonesia’s education 

system still needs to deal with many struggles [1]. One of the causing problems is the 

teacher’s hesitation by choosing the learning models and the lack of technology involved in 

the learning process. 
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Learning models run a crucial role in the learning process [2]. Learning models can be 

concluded as conceptual frameworks that embody any materials related to the learning process 

to maximize its final results, such as steps, methods, classroom management techniques, 

etc.[3]. There are many types of learning models, such as Cooperative Learning. 

Teams Games Tournament (TGT) is suitable to be applied in elementary school. This can 

be stated because TGT combines learning, games, and tournament within this learning model. 

Hence, TGT is convenient with fourth-grader general characteristics students. TGT requires 

all students’ involvement during the learning process to cooperate with their teammates and 

achieve their final goals [6]. TGT learning stages started with the material concept delivered 

by the teacher, and then the students were divided into several heterogeneous groups. After 

that, the teacher provides a game that aimed to determine the student’s ability to comprehend 

the learning material. The crucial part of this learning model is the tournament. As their team 

representative, every student’s role is to compete against the other team members whose 

academically equivalent to theirs, which was previously known by the game results [7]. 

Nevertheless, the pandemic that occurred all across the world also affected education in 

Indonesia. The Ministry of Education and Cultural Sciences decided to implement online 

schools, which raises a new challenge for schools that had never previously implemented an 

online school service. This policy aims to prevent the high number of students who are at risk 

of being exposed to Covid-19 [8]. The enforcement of this online school policy makes a 

learning model that previously planned hardly implemented. The high number of schools that 

have never had experience with distance-learning has chosen by learning media only limited, 

such as WhatsApp Group, Zoom, or Google Meet. However, if you consider the several 

applications offered, the most choice fell on WhatsApp as an application that is free, easy, and 

most commonly owned by students' parents. The use of Google Meet and Zoom is considered 

expensive because it spent a lot of internet quota. Moreover, Zoom Meetings application 

requires complicated procedural rules that are considered very burdensome for both students 

and parents [9]. However, a helpful application such as Quizizz, which can provide 

convenience in student learning, is beneficial during this Coronavirus outbreak.  

Quizizz is a unique game-based educational application. This application offers several 

features, just like a game. Such as avatars, music, and interesting animations which can bring a 

new atmosphere to the student learning evaluation process [10]. The Quizizz application can 

be accessed through the gadget, with many players simultaneously. This feature simplifies the 

distance learning process, which indirectly helps online learning. Virtually, the Quizizz 

application is similar to Kahoot. However, Quizizz can provide more conveniences and 

advantages. The Quizizz application does not require a big screen, so it is accessible through 

smartphones. The question in Quizizz application can also be given to students as homework 

[11]. This is in line with the advantages that are felt to be the most beneficial of this 

application. That is, the process can be done anywhere, anytime, even outside of student class 

hours. So that learning can be carried out flexibly, considering the different conditions of 

students during this pandemic [12]. 

The main objective of this research is to find out the influence of an assistant application, 

namely “Quizizz” for Teams Games Tournament toward students learning outcomes on the 

subject of energy sources in Indonesia. 

 

 

2 Methodology 

 

2.1 Participant 



This study involves 60 students from two classes that have been designated as research 

sites in the second year with fourth-grader elementary schoolers at SDN Cakung Barat 07, 

East Jakarta.  

 

2.2 Instrument and Procedure 

 

The type of instrument used in collecting the primary data in this study was the test 

method. The test method is used to obtain data on students’ science learning outcomes. The 

test used is an objective multiple-choice test. This test was given to both sample classes after 

treatment with the learning model Team Games Tournament (TGT) and conventional 

learning. Before being used and given to the two-sample classes, this instrument was first 

tested to determine its validity (validity test) and how reliable the instrument was (reliability 

test). A total of 20 questions have been tested for validity and reliability. 

The research method used is a quantitative research method that involves a numeric or 

statistical approach to research design [13]. The quasi-experimental design method is a 

research design with a control group, but cannot fully function in controlling external 

variables that affect the experiment [14]. A quasi-experimental design identifies a comparison 

group that is as similar as possible to the treatment group in terms of baseline characteristics 

[15]. One type of research design in the quasi-experimental design is the non-equivalent 

control group posttest-only design. This type of research design only gives treatment to one 

sample class, while the other class role as a control class and the data collection is obtained 

through the treatment's final results [16]. In this study, the class designated as the experimental 

class is class IV-A. Class IV-A is the class to be treated with the TGT learning model. 

Meanwhile, class IV-B is defined as the control class, which is treated with conventional 

learning models. 

The sample used in this study is a purposive sampling obtained from two classes. 

Purposive sampling is the sample selection technique based on specific considerations and 

criteria that have been previously determined by the researcher and is deliberately intended to 

be used as a sample in the study [17]. This study’s prerequisite test used the normality test 

using a Chi-Squared formula, and the homogeneity test using Fisher’s test formula. After 

obtaining the results of the two prerequisite tests of the analysis and the results that the data 

from the two sample classes are declared normally distributed and have the same variance, the 

hypothesis test can be carried out with the t-test formula. 

 

 

3 Result and Discussion 

 

Based on the research that has been done, the result data were obtained from the post-test 

that was previously given to two sample groups, namely the experimental class and the control 

class. The experimental and the control classes’ data post-test were calculated, and their values 

were determined as mean, median, and mode to proceed with further calculation. 

 

3.1 Post-test results for the experimental and control classes 

 

After the two samples were given the different treatments, the data calculation results were 

obtained post-test from the experimental and control classes. The data is presented in table 

form to facilitate reading the learning outcome data from the two sample classes. The 



following is a comparison of the science learning outcomes obtained from the two sample 

classes of this study: 

 
Table 1. Post-test Results of Science Learning Outcomes 

Aspect Experimental class Control class 

Highest score 100 100 

Lowest score 60 60 

Mean 85,633 83,067 

Median 86,227 84,000 

Mode 85,750 84,700 

Standard deviation 8,416 9,169 

 

3.2 Comparison of the experimental and control class  

 

Here is presented the comparison data of students’ science learning outcomes between the 

experimental and control classes in graphical form to facilitate the statistical reading.  

 

 
Fig. 1. Comparison of The Experimental and Control Classes 

 

The graph above shows only a slight difference in the students' science learning outcomes 

of the experimental class and the control class. The data from the students' science learning 

outcomes are then calculated and their values were determined as mean, median, and mode to 

proceed with further calculation. 

 

3.3 Normality test results for the experimental and control classes 

 

The first step to analyse the data on students’ science learning outcomes is to determine 

whether the data distribution from the two sample classes used in this study is normal or not. 



So, in this study, the normality test was carried out with the Chi-squared formula. The sample 

can be said to be normally distributed if: �ℎ� − ����	
����� < �ℎ� − ����	
������ . 

 
Table 2. Normality Test Results 

Category ������
�  ������

�  Criteria Annotation 

Experimental 5,502 7,815 
 ����

!  <  �����
!  NORMAL 

Control 3,947 7,815 

 

The table above shows that the data from the two samples used in this study are normally 

distributed. So, the second analysis prerequisite test can be done—namely, the homogeneity 

test. 

 

3.4 Homogeneity test results for the experimental and control classes 

 

After testing the sample data's normality, the second step is to determine the two samples' 

homogeneity in this study. The aim is to find out whether the two samples have the same 

variance or not. In this study, the homogeneity test was carried out using the Fisher test 

formula. The sample data can be said to be homogeneous if: "���� ≤ "�����. 

 
Table 3. Homogeneity Test Results 

Category Variances #����� #����� Criteria Annotation 

Experimental 70,832 
1,186 1,861 "���� ≤ "�����. HOMOGENY 

Control 84,062 

 

The table above shows that the data from the two samples used in this study have the 

homogenous variances. 

 

3.5 Hypothesis test results for the experimental and control classes 

 

The hypothesis test can be carried out after the data from the two sample classes have been 

declared normally distributed with homogeneous variances. The hypothesis test in this study 

uses the t-test formula. The hypothesis test was carried out to see the influence of using the 

TGT learning model assisted by the Quizizz application on the fourth-grade students’ learning 

outcomes at SDN Cakung Barat 07, East Jakarta. 

 
Table 4. Hypothesis Test Results 

Category N Mean ������ �$,$& (&)) Conclusion 

Experimental 30 85,663 
1,139 2,002 Does Not Significant 

Control 30 83,067 

 

Based on the data in table above, it can be concluded that there is no significant influence 

on the fourth-grade students’ learning outcomes of SDN Cakung Barat 07, East Jakarta using 

the TGT learning model assisted by the Quizizz application. 

 

 

4 Conclusion 

 



It can be concluded, based on the findings and discussion of this study, that the TGT 

learning model assisted by the Quizizz application in fourth-grade elementary school students 

does not show significant results. However, different results can be found in other previous 

studies with the same topic that discuss TGT and the Quizizz application on student learning 

outcomes. Such as the results by Maulidina (2018), which concluded that there was a positive 

influence on the fifth-grade students' science learning outcomes at SDN Tegalgede 01 Jember, 

using the TGT learning model [18]. Wibawa (2019) also stated positive results on using the 

Quizizz application on student learning outcomes in his study [19]. Therefore, using the 

Teams Games Tournament assisted by the Quizizz application as a learning model must still 

be considered due to an intention to provide a variety in the learning process. 
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