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ABSTRAK
Peran guru dalam menciptakan pembelajaran yang interaktif dan menarik sangat
penting di era digital saat ini. Program Pengabdian Kepada Masyarakat (PKM) ini
bertujuan untuk meningkatkan keterampilan guru-guru SMA di Kabupaten Pinrang
dalam menggunakan aplikasi Quizizz sebagai media pembelajaran interaktif berbasis
gamifikasi. Melalui pelatihan dan pendampingan, program ini berupaya mengatasi
kendala keterbatasan keterampilan guru dalam memanfaatkan teknologi
pembelajaran interaktif. Hasil observasi dan wawancara menunjukkan bahwa
sebagian besar guru belum familiar dengan aplikasi Quizizz sehingga berdampak
pada rendahnya motivasi dan hasil belajar siswa. PKM ini dilaksanakan melalui
metode pelatihan dan pendampingan di Dinas Pendidikan Kabupaten Pinrang. Hasil
pelatihan menunjukkan adanya peningkatan yang signifikan terhadap pemahaman
dan keterampilan guru dalam menggunakan aplikasi tersebut, yang secara langsung
meningkatkan kreativitas guru dan motivasi belajar siswa. Program ini diharapkan
dapat meningkatkan kualitas pembelajaran dan memberikan dampak positif terhadap
hasil belajar siswa di Kabupaten Pinrang.
Keywords: pembelajaran interaktif, gamifikasi, Quizizz, pengembangan
keterampilan guru

ABSTRACT
The role of teachers in creating interactive and interesting learning is very important
in today's digital era. This Community Service Program (PKM) aims to improve the
skills of high school teachers in Pinrang Regency in using the Quizizz application as
a gamification-based interactive learning media. Through training and mentoring,
this program seeks to overcome the obstacles of limited teacher skills in utilizing
interactive learning technology. Observations and interviews show that most teachers
are not familiar with the Quizizz application, which has an impact on low student
motivation and learning outcomes. This PKM is implemented through training and
mentoring methods at the Pinrang Regency Education Office. The training results
show a significant increase in teachers' understanding and skills using the application,
which directly improves teacher creativity and student learning motivation. This
program is expected to improve the quality of learning and have a positive impact on
student learning outcomes in Pinrang District.
Keywords: Interactive learning, gamification, Quizizz, teacher skill
improvement
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1. INTRODUCTION

Teachers have an important role in creating an effective and interesting learning process for students. One
essential aspect is the ability of teachers to diagnose students' learning difficulties (Wijaya et al., 2019).
Understanding students' challenges allows teachers to design tailored lessons that address individual needs,
ultimately enhancing the learning experience. The success of the learning process is closely tied to teachers'
pedagogical competence and work spirit, which impact students' motivation and affective learning outcomes
(Naziah et al., 2020; Tabbu, Syarif, et al., 2023). Teacher performance management is crucial for the successful
implementation of student learning processes (Yansyah, 2022). Good teacher performance is defined by the ability
to create a conducive learning environment that promotes student happiness and comfort, leading to enhanced
learning outcomes (Hastuti et al., 2020). In addition to diagnostic practices, the use of audio-visual media can
significantly impact student engagement and understanding, as noted by (Salamuddin & Simamora, 2023). The
proficiency of teachers in utilizing interactive learning media and their overall motivation and performance
significantly impact students' interest, engagement, and motivation in the learning process. Research by
(Mukarromah & Wijayanti, 2021).

In this digital era, the utilization of technology in learning is becoming increasingly important to make the
teaching and learning process more interactive and fun. Technology plays a pivotal role in transforming traditional
educational practice (Tabbu et al., 2024; Tabbu et al., 2022). The impact of the digital era on education is profound,
with technology marking a significant shift in how education is delivered and received due to global digitization.
The rapid advancement of digital technologies has revolutionized educational practices, leading to the emergence
of innovative teaching methods tailored to the characteristics of the digital age (Cabrera et al., 2020; Tabbu et al.,
2023). The utilization of digital tools and platforms in education has transformed traditional teaching approaches,
offering new avenues for interactive and student-centered learning experiences (Naidoo, 2020). Teachers play a
pivotal role in adapting to the digital era by enhancing their digital competencies and incorporating technology
effectively into their teaching practices (Mahmud et al., 2022).

One application that can be used to increase interactivity and student learning motivation is the Quizizz
application. Quizizz has been recognized as a valuable e-learning medium that promotes student participation and
motivation through game-based learning (Dhamayanti, 2021). By incorporating Quizizz into English e-
classrooms, students perceive it as a fun and engaging tool that enhances their learning experience. The app, as a
gamified learning medium, offers an engaging method to increase student participation and motivation to learn.
(Hanif et al., 2022; Rahmadani et al., 2022; Setiyani et al., 2020). Furthermore, Quizizz has been instrumental in
supporting learning assessment, critical thinking skills, and student concentration, engagement, and motivation
across various subjects and educational levels (Adriyono et al., 2022; Lestari & Khairuna, 2022; Gusta et al.,
2022). By utilizing Quizizz as an assessment and learning tool, teachers can create effective and enjoyable learning
experiences that cater to students' diverse needs and preferences (Dewi, 2021; Fadhilawati et al., 2022).

However, the use of the Quizizz application is still constrained by the limited skills and knowledge of
teachers, especially in Pinrang District. Teacher skills in using interactive learning media still need to be improved.
This can be seen from the results of observations and interviews conducted on February 16, 2024. Most teachers
admit that they are not familiar with the Quizizz application and have never used it in learning. The lack of teacher
skills in using interactive learning media causes learning in the classroom to be less interesting and fun for
students. This results in low student motivation, ineffective learning, and non-optimal learning outcomes.

Based on the situation analysis above, there are several problems faced by high school teachers in Pinrang
Regency. First, the lack of knowledge and skills in using interactive learning media. Many teachers are not
accustomed to using interactive learning technology, so they often return to traditional methods that are less
interesting. Second, difficulties in creating and implementing learning that is interesting and fun for students. The
lack of creativity and tools in creating interesting teaching materials makes the teaching and learning process less
dynamic. Third, the lack of time to develop learning media. Teachers are often burdened with a high workload,
so they have little time to explore and develop new learning methods. The direct impact of the above problems is
ineffective learning, which not only affects the decline in the quality of student learning outcomes, but also the
low motivation to learn among students.

Based on the situation analysis and partner problems above, it is concluded that high school teachers in
Pinrang Regency need training and assistance in using gamification-based interactive learning media to improve
the quality of learning in the classroom. This PKM program aims to provide solutions to these problems by
providing training and assistance to high school teachers in Pinrang Regency in using the Quizizz application as
a gamification-based interactive learning media. The objectives of this PKM program are 1) increasing the
knowledge and skills of high school teachers in Pinrang Regency in using the Quizizz application as a

Improving the Skills of High School Teachers ... 31



E-1SSN: 2986-0105
P-1SSN : 2985-8402

VOKATEK Volume 02 Nomor 01 Februari 2024

gamification-based interactive learning media, 2) helping high school teachers in Pinrang Regency in creating and
implementing interesting and fun learning for students using the Quizizz application, 3) providing solutions for
high school teachers in Pinrang Regency in developing effective and efficient learning media using the Quizizz
application.

This community partnership program is expected to help high school teachers in Pinrang Regency in
creating more interesting and fun learning for students, so as to improve the quality of learning and student
learning outcomes. In addition, this activity is expected to contribute to the achievement of the Main Performance
Indicators (IKU) of Higher Education, namely 1) students have an off-campus learning experience of at least 6
credits (IKU 2); 2) increasing the percentage of lecturers who carry out tridarma activities in this case working as
practitioners in the industrial world (IKU 3); 3) increasing the number of research outputs per lecturer that receive
international recognition or are used by industry / society/ government (IKU 5).

This community partnership program is one of the efforts to improve the quality of education in Indonesia.
By improving teacher skills in using interactive learning media, it is hoped that it can create a more effective and
enjoyable learning process for students. The focus of this service includes increasing the knowledge and skills of
high school teachers in Pinrang Regency in using the Quizizz application as a gamification-based interactive
learning media, assisting high school teachers in Pinrang Regency in creating and implementing interesting and
fun learning for students using the Quizizz application, and assisting the development of effective and efficient
learning media using the Quizizz application.

2. METHODS

This community partnership program will be implemented using training and mentoring methods. The
training will be conducted in one day at the Pinrang District Education Office Hall.
2.1 Preparation Stage
a. Formation of Implementation Team
A community partnership program implementation team was formed consisting of lecturers in the field
of learning media and high school teachers in Pinrang Regency.
b. Development of Community Partnership Program
The implementation team will compile a community partnership program consisting of background,
objectives, outcomes, implementation methods, implementation team, implementation schedule, and
expected impact.
c. Coordination with Partners
The community partnership program implementation team will coordinate with partners, namely high
school teachers in Pinrang Regency, to discuss the community partnership program program and get
input from partners.
d. Preparation of Training Materials
The community partnership program implementation team will prepare training materials that include
training materials, training modules, and teaching aids.
e. Socialization of the Community Partnership Program
The community partnership program implementation team will conduct socialization of the community
partnership program program to high school teachers in Pinrang Regency.
2.2 Implementation Stage
a. Quizizz Application Training
The community partnership program implementation team will carry out Quizizz application training to
high school teachers in Pinrang Regency. The training will be conducted in one day at the Pinrang District
Education Office Hall. The training materials include:
1. Introduction to the Quizizz application
2. How to create and use various types of questions in Quizizz
3. Gamification-based interactive learning strategies using Quizizz
4. Learning evaluation using Quizizz
b. Assistance in Using the Quizizz Application
The community partnership program implementation team will provide assistance to high school teachers
in Pinrang Regency in using the Quizizz application in their respective classes. Mentoring will be carried
out for two months through periodic meetings and online communication.
This will be done among others;
1. Providing examples of interesting and fun learning using Quizizz
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2. Assisting teachers in developing lesson plans that use Quizizz
3. Providing input and advice to teachers in implementing learning using Quizizz
4. Providing tips and tricks in developing learning media using Quizizz
5. Assist teachers in finding learning resources that can be used with Quizizz
¢. Monitoring and Evaluation
The community partnership program implementation team will conduct monitoring and evaluation of the
implementation of the community partnership program program. Monitoring will be carried out
periodically to determine the progress of the community partnership program, and the evaluation will be
carried out at the end of the community partnership program to determine the effectiveness of the
community partnership program.
2.3 Reporting/Evaluation Stage
a. Preparation of the Community Partnership Program Report
The implementation team of the community partnership program will compile a report on the community
partnership program containing background, objectives, outputs, implementation methods,
implementation team, implementation schedule, monitoring and evaluation results, and conclusions.
b. Results Seminar of the Community Partnership Program
The implementation team of the community partnership program will conduct a seminar on the results
of the community partnership program to present the results of the community partnership program
program.
2.4 Partner Participation in Community Partnership Program
Partners in this community partnership program program are high school teachers in Pinrang Regency.
Partner participation is very important for the success of this partnership program. Some forms of partner
participation include participating in initial data collection, providing input on the community partnership program
program, participating in Quizizz application training, applying the Quizizz application in class, participating in
mentoring, and providing input and suggestions. The form of partner participation above is expected to help the
Community partnership program implementation team in achieving the program objectives of the community
partnership program, namely increasing the knowledge and skills of high school teachers in Pinrang Regency in
using the Quizizz application as a gamification-based interactive learning media. With good cooperation between
the community partnership program implementation team and partners, it is hoped that this community partnership
program can run successfully and achieve the expected goals.

3. RESULTS AND DISCUSSION

3.1 Quizizz App Training

Figure 1. Quizizz App Training Figure 2. Group Photo Session

The Quizizz application training was held on March 2, 2024 at the Pinrang District Education Office Hall.
The training was attended by 50 high school teachers in Pinrang District. During the training, the teachers were
introduced to various basic and advanced features of the app, including how to create and use different types of
engaging and interactive questions. They were also taught strategies for integrating the game in their learning
curriculum as well as learning evaluation techniques using the tool. Evaluation of the training sessions showed
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that the majority of participants, 90% of them, claimed to have a very good understanding of the material presented
and felt more competent in using the app in their teaching practice. The training materials include:
a. Introduction to the Quizizz app
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Figure 1. Introduction to the Quizizz app Figure 2. Introduction to the Quizizz app

b. How to create and use different question types in Quizizz
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Figure 3. Platform of Quizizz Figure 4. How to create and use different

question types in Quizizz

c. Gamification-based interactive learning strategy using Quizizz

Figure 5. Gamification-based interactive Figure 6. Gamification-based interactive
learning strategy using Quizizz learning strategy using Quizizz

d. Evaluation of learning using Quizizz
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effectiveness of the training. The results of the training evaluation can be seen in the following table

Figure 7. Rekap Hasil Evaluasi Pembelajaran

The above training evaluation was conducted by giving questionnaires to the trainees to determine the

Table 1. The results of the training evaluation

No. Indicators Very good Good Simply | Less Good
. - . 45 person 5 person 0 person | 0 person
0 0 0 0
1 |Understanding of training materials 90% 10% 0% 0%
- .. 40 person | 10 person | O person 0 person
0 0 0 0
2 | Ability to use the Quizizz app 80% 20% 0% 0%
- Lo . 35 person | 15person | Operson | O person
0 0 0 0
3 | Ability to create questions in Quizizz (70%) (30%) (0%) (0%)
- . . . I 30 person | 20 person | Operson | O person
0 0 0 0
4 | Ability to implement learning using Quizizz 60% 40% 0% 0%
- . . . 25 person | 25person | Operson | O person
0 0 0 0
5 | Ability to evaluate learning using Quizizz (50%) (50%) (0%) (0%)

Based on the results of the training evaluation, it can be concluded that most of the training participants

(90%) understood the training material well and were able to use the Quizizz application to create and implement
interesting and fun learning for students.
3.2 Assistance in Using the Quizizz Application

Assistance in using the Quizizz application was carried out for two months, from March to April 2024.
Assistance is carried out through periodic meetings and online communication. The Community partnership
program implementation team provides guidance and advice to teachers in using the Quizizz application in their
respective classes. The results of the evaluation of assistance in using the Quizizz application can be seen in the

following table.

Table 2. The results of the evaluation of assistance in using the Quizizz application

No. Indicators Very good Good Simply Less Good
. . 40 person 10 person 0 person 0 person
1 |Frequency of use of Quizizz app in class (80%) (20%) (0%) (0%)
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S . Lo - 35 person 15 person 0 person 0 person
2 | Creativity in making questions in Quizizz (70%) (30%) (0%) (0%)
. . . - 30 person 20 person 0 person 0 person
3 |Effectiveness of learning by using Quizizz (60%) (40%) (0%) (0%)
4 Effectiveness of learning evaluation using 25 person 25 person 0 person 0 person
Quizizz (50%) (50%) (0%) (0%)
5 Student motivation in learning using 45 person 5 person 0 person 0 person
Quizizz (90%) (10%) (0%) (0%)

Based on the results of the mentoring evaluation, it can be concluded that most teachers have used the
Quizizz application in their classes well. Teachers have been able to create various types of questions that are
creative and interesting for students, and have used the Quizizz application to evaluate learning effectively. This
has an impact on increasing student learning motivation.

3.3 Monitoring and Evaluation

Monitoring and evaluation of the community partnership program program is carried out periodically to
determine the progress of the community partnership program and the effectiveness of the community partnership
program. Monitoring was conducted through observations and interviews with high school teachers in Pinrang
Regency, while evaluation was conducted through questionnaires to teachers and students.

The monitoring and evaluation results show that the program has achieved its objectives well. High school
teachers in Pinrang Regency have gained new knowledge and skills about using the Quizizz application as a
gamification-based interactive learning media. Teachers have been able to use the Quizizz application to create
and implement learning that is interesting and fun for students. This has an impact on increasing student learning
outcomes and student learning motivation.

4. CONCLUSIONS AND SUGGESTIONS

This Community partnership program has proven to be effective in improving the skills of high school
teachers in Pinrang Regency in utilizing the Quizizz application as a gamification-based interactive learning
media. This can be seen from the results of training, mentoring, and monitoring and evaluation carried out.

The success of this community partnership program program can be attributed to several factors including,
high teacher motivation to learn and apply the Quizizz application, intensive assistance from the implementation
team of the community partnership program, support from the school and the Pinrang Regency Education Office,
and ease of use of the Quizizz application.

This community partnership program provides several benefits for teachers and students, namely
increasing teachers' knowledge and skills in using interactive learning media, assisting teachers in creating and
implementing interesting and enjoyable learning for students, improving student learning outcomes, and
increasing student learning motivation.
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