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Abstract

Learning is a process of changing behavior so that knowledge and skills are obtained to be better than before.
Factors that influence the quality of an educational program include the quality of students, the availability of
teaching materials, curriculum, facilities/infrastructure, class and school management, and so on. This study aims to
prove that the project based learning model with quizizz media can improve student learning outcomes. This
research is a class action research using a project-based learning model with the help of Quizzz. This research was
conducted through two cycles. Luckily, the students seemed happy to carry out this project based learning and they
started to do it in collaboration. Then collaboration grew the respinsibility from each of them. Therefore it will have
a positive impact on student progress. Moreover, it is true that the result gave an increase in student learning
activities and student learning outcomes. The conclusion of this study is that the project based learning model with
the help of Quizizz has succeeded in increasing student learning outcomes.
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INTRODUCTION

Learning is a process of changing behavior so that knowledge and skills are obtained to be better
than before. Learning is essentially a "change" that occurs within a person after carrying out certain
activities. Although in essence not all changes are included in the learning category and it can be
interpreted that learning is a process of changing behavior as a result of interaction between individuals
and the environment. Factors that influence the quality of an educational program include the quality of
students, the availability of teaching materials, curriculum, facilities/infrastructure, class and school
management, and so on. The selection and use of good teaching materials is an important factor in the
quality of education, teaching materials in various forms are categorized as part of learning media
(Rusmania, 2015; Bahri et al., 2017; Yusuf, 2017) . Based on this description, we can understand that
there are many factors that affect the quality of education. To improve the quality of education in
Indonesia, various efforts need to be made to improve these various factors. One of the factors that
influence the quality of education is teaching materials or learning media and learning models.

Based on the results of observations that researchers made during the Science learning process
there were still many students who obtained low scores in understanding the concept of Science,
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especially in Biotechnology materials. this is because the teacher only delivers science lessons briefly
without being given a learning model that fosters student creativity. One that is considered capable of
improving student learning outcomes is project based learning. Project based learning is a learning model
that involves a project in the learning process. Projects undertaken by students can be in the form of
individual or group projects and carried out within a certain period of time collaboratively, producing a
product, the results of which will then be displayed and presented. Project implementation is carried out
collaboratively and innovatively, uniquely, which focuses on solving problems related to student life
(Jagantara et al., 2014; Kusumaningrum & Djukri, 2016; Sari & Angreni, 2018).

Project based learning is a method that uses contextual learning, in which students play an active
role in solving problems, making decisions, researching, presenting and creating projects. Project-based
learning is designed to be used on complex problems that students need to investigate and understand (
(Jagantara et al., 2014; Fitri et al., 2018; Sinta et al., 2022). Besides that, to increase the interest of
students, it must be accompanied by the use of innovative media. Currently, many developers provide
various applications with advantages, one of which is the Quizizz application which provides an
atmosphere of playing games when answering quiz questions given (Salsabila et al., 2020; Rahmawati,
2021; Supriadi et al., 2021). The Quizizz application is a web game service provider tool for playing
online-based quizzes that can be included in the teaching and learning process because this application
gives full access to making each question (Melissa et al., 2016; Darisman et al., 2020; Rahmawati, 2021).
Quizizz can attract interest in learning and make the class more focused on learning material. Based on
this background, this study aims to prove that the project based learning model with quizizz media can
improve student learning outcomes.

METHOD

The research used was Classroom Action Research where there were 8 classes in the population
and took the research subject as a sample, namely only 1 class with 33 students. The factors studied in
this study were student learning outcomes using the PJBL model in 3 meetings consisting of some model
syntax. At the first meeting, namely basic questions, compiling product planning, compiling production
schedules. The second meeting is to bring together project activities and progress. The third meeting is to
test the results and evaluation of learning experiences. This classroom action research was carried out in
two cycles. Each cycle is carried out with different material coverage but has the same characteristics,
namely the concept of Biotechnology. Data collection was carried out in three ways, namely tests,
observations, and questionnaires. in each cycle students are given a test to determine the level of success
of student learning. The success indicator set in the research is that a student is declared complete in
learning when he has achieved a score of 80. In the first cycle the tests were given conventionally using a
written test, while in the second cycle the tests were given using the help of the Quizizz web
developer.Meanwhile, observation and questionnaires are used to measure student activity.

Each cycle consists of four stages, the first is planning everything related to the PJBL learning
model in the practice of making cassava tape by looking at the cognitive value in student learning
outcomes using data collection techniques and data analysis techniques. Then the teacher gave a pre-test
to the students, before the practicum started the teacher held a demonstration in front of the class to make
it easier for students to do the practicum. Practicum utilizes simple tools and materials in the surrounding
environment according to what is planned in the learning process. Then the teacher observes the
practicum. All data obtained during the process of class action and observation were collected and
analyzed for temporary purposes. The results of this analysis are used by researchers to take pictures of
themselves. Furthermore, the results of this reflection are used as a reference for planning actions in the
next cycle. And so on, these stages are carried out in cycles with different materials until student learning
outcomes increase.

RESULT AND DISCUSSION

Based on the results of research on student activity can be seen in table 1.
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Tabel 1. The result of observations of student activity

Description Cycle | Cycle 11
Observation Value 70.00 80.00

Based on table 1 the results of observations of student activity in the learning process cycle 1 get a
value of 70.00. In this cycle the cooperation and interaction between students is low, students play more
alone and are not focused during practicum, they do not dare to ask questions to the teacher, besides that
students do not understand practicum instructions properly. Whereas in cycle Il there was an increase in
the results of student activity with the value obtained at 80.00. In this cycle students have started to
interact with their friends, there is collaboration between students, focus on carrying out practicums and
actively ask the teacher about things that are not clear in the learning process. These active students show
a positive interest and a penchant for good results. Especially after collaboration with fellow students, this
can hone soft skills as a student.

Collaboration skills are essential for students when facing the working world in 21st-century
society. Collaboration enables groups to make better decisions than individually. A learning process in
planning and working in groups, dealing with differences of opinions in discussions, and participating in
discussions, such as giving suggestions, listening to other people talk, and supporting other people's
opinions, are included in collaboration skills. Collaboration skills are also related to working effectively,
an attitude of responsibility, and commitment to achieve common goals. Responsibility, which is the
sense of responsibility that each member of the group has in carrying out their role to achieve common
goals.Respecting others, i.e.,mutual respect and respect for opinions, decisions, and roles that group
members have carried out. Contribution, i.e.,member participation in achieving group goals. Organize
work, i.e.,the division of member roles, and determine clear policies inteamwork. Working as a whole
team, all members work together and perform their roles as part of the team, not working individually
(Hairida et al., 2021; Sugiharto & Hidayati, 2022).

Meanwhile the level of student learning outcomes can be seen in table 2.

Tabel 2. The result student learning outcomes

Description Cycle | Cycle 11
Pretest 81,51 95,15
Posttest 78,78 100

From the results of the final test the average score of students in cycle | was 81.51%, an increase
from the post-test in cycle | which was 70.00%. Students who passed the final exam totaled 26 students
or as much as 86.00% of the total number of students while in cycle Il the average value was 95.15%.
This figure shows an increase from the post-test results in cycle I, which was 13.64%. Students who
complete learning on the final test cycle Il totaled 30 students which is the total number of students. This
increase occurred because with the project based learning learning model the learning process that
occurred was centered on students and the teacher only acted as a facilitator so that students played a
more active role in solving problems, making decisions, conducting research, drawing conclusions,
making reports, and presenting the results of their research (Rezeki et al.,, 2015; Anis, 2020;
Simangunsong et al., 2022). In addition, the increase in results in cycle 1l also occurred due to the use of
the Quizizz web developer as a medium for measuring student learning outcomes. Quizizz has been
proven to be able to attract students' interest in learning by providing an atmosphere like playing games
when answering questions related to learning materials (Darisman et al., 2020; Salsabila et al., 2020;
Hidayati, 2021).

Based on the results above, it can be said that Quizizz is an interesting learning media. Learning
media can be an alternative for experiencing material when field study can not be done. Field study as we
know can gain a good result and experience for students. Like going to beach (Triacha et al., 2021; Ratih
et al., 2021; Fatonah et al., 2023; Mufida et al., 2023) or even both field study and experiment in
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laboratorium (Pertiwi & Saputri, 2020; Saputri & Pertiwi, 2021). Learning media that is utilized
appropriately in the learning process will become a more effective and efficient support tool in achieving
the learning objectives. In addition learning media will also increase student’s learning motivation.
Through Quizizz, students not only listen to the material description from the instructor but also actively
observe, analyze, perform, and demonstrate. The current technological dynamics have achieved
tremendous acceleration. In the digital era teachers are required to plan and create learning that is suitable
for the needs of students as generation natives. Quizizz provides opportunities for students to be creative
in understanding learning material. Students are motivated to experiment and even carry out unique steps
by the stimulus generated from the e-learning media used. The combination of learning using e-learning
media that is practiced in the classroom will strengthen the creative elements that students have found
(Ariesta, 2019; Puspitarini et al., 2019; Eliana et al., 2022; Nurfitri et al., 2022).

Project based learning is a teaching and learning strategy involving students in completing a project
that has benefit for them to solve the problem in the middle of the community or environment.
Combining project based learning by using instructional media, the learning process becomes more
varied and students are doing more learning activities. Through practice activities, science educators can
direct students towards scientific work. Moreover, teachers give the opportunity to understand and to
recognize the environment, doing observation and establishment of a causal relationship, and also
learning with hands-on activity. In addition, teachers can also improve the self-confidence and motivation
of students, help them learn about themselves; develop their ability to solve problems, develop
psychomotor and mental abilities; provide meaningful learning; improve the ability to think analytically;
and supports the relationship between science and everyday life (Sumarni et al., 2016; Sari, 2018; Gultom
et al., 2022).

CONCLUSION

Based on the research results, there was an increase in activity from cycle | with a value of 70.00 to
80.00 in cycle two. This is because the interaction cycle of two students has increased. Then for student
learning outcomes there was an increase of 13.64%, this proves that the project based learning model can
improve student learning outcomes. Besides that, the increase in student learning outcomes is due to the
use of Quizizz. So that the project based learning learning model with the help of Quizizz has succeeded
in increasing student learning outcomes.
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