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ABSTRAK   

Ratnawati, Eka Nikmah. 2024. Pengembangan Media Pembelajaran Live Quiz 

  Quizizz Dalam Meningkatkan Pembelajaran Matematika di Sekolah 

Dasar.  Skripsi. FKIP Universitas Muhammadiyah Malang. Pembimbing: (1) 

Setiya  Yunus Saputra, M.Pd, (2) Nawang Sulistiyani, M.Pd 

Kata Kunci : Media Live Quiz Quizizz, Sekolah Dasar 

Penelitian pengembangan media Live Quiz Quizizz ini berdasarkan 

masalah yang terdapat di SDN Dukuhklopo pada kelas V yaitu media 

pembelajaran masih terbatas, masih menggunakan media seadanya saja, sehingga 

proses belajar mengajar kurang aktif. Penelitian ini bertujuan untuk : 1) 

Mengembangkan Media Live Quiz Quizizz pada kelas V SD. 2)Mengetahui 

kemenarikan Media Live quiz quizzizz pada materi keliling bangun datar kelas V 

sekolah dasar 

Penelitian dilakukan dengan menggunakan jenis penelitian (RnD) Research and 

Development dengan model pengembangan O’Malley and Pierce yang terdiri dari 

lima tahapan yaitu tujuan pengembangan digunakan untuk mengumpulkan 

permasalahan yang ada dilapangan. Menyusun spesifikasi produk dilakukan untuk 

mendesain produk untuk memcahkan permasalahan. Revisi digunakan untuk 

memperbaiki yang apa yang kurang dari media live quiz quizizz agar media dapat 

digunakan secara maksimal. Uji coba dilakukan untuk menerapkan produk yang 

telah dibuat. Metode pengumpulan data menggunakan observasi, wawancara dan 

angket. 

 Hasil pengembangan media live quiz quizizz mendapatkan prsentase nilai 

validasi materi pembelajaran 75 % dan validasi media 75% dengan kriteria sangat 

baik sesuai dengan saran. Respon siswa terhadap media live quiz quizizz sangat 

menarik dibuktikan dengan perolehan hasil rata – rata angket respon siswa 91,1 

%. Guru kelas juga mendapatkan respon positif terhadap media live quiz quizizz 

pada pembelajaran matematika materi keliling bangun datar hal ini dibuktikan 

dengan perolehan angket respon guru dengan memperoleh nilai 93%. Saran 

produk yang telah dikembangkan bagi guru untuk mengajar pada materi keliling 

bangun datar. 1. Hasil pengembangan ini diharapkan dapat memudahkan proses 

penyampaian materi kepada siswa, 2. dapat dengan mudah memahami materi, 

termotivasi untuk belajar dan memudahkan siswa dalam memahami mata 

pelajaran matematika materi keliling bangun datar kelas V sekolah dasar, 3. 

Background dapat diubah agar lebih bervariasi dan tidak terlihat gelap 
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ABSTRACT 

Ratnawati, Eka Nikmah. 2024. Development of Live Quiz Quizizz Learning Media 

 in Improving Mathematics Learning in Elementary Schools. Thesis. FKIP 

 Muhammadiyah University of Malang. Supervisors: (1) Setiya Yunus 

 Saputra, M.Pd, (2) Nawang Sulistiyani, M.Pd 

Keywords: Media Live Quiz Quizizz, Elementary School 

 This research into the development of Live Quiz Quizizz media is based 

on the problems found at SDN Dukuhklopo in class V, namely that learning 

media is still limited, they still only use minimal media, so the teaching and 

learning process is less active. This research aims to: 1) Develop Live Quiz 

Quizizz Media in class V elementary school. 2) Knowing the attractiveness of the 

Live quiz quizzizz media in the material on the circumference of flat shapes for 

class V elementary school 

The research was carried out using the Research and Development (RnD) 

type of research with the O'Malley and Pierce development model which consists 

of five stages, namely the development objectives are used to collect problems 

that exist in the field. Developing product specifications is done to design 

products to solve problems. Revisions are used to improve what is lacking in the 

live quiz quizizz media so that the media can be used optimally. Trials are carried 

out to apply the products that have been made. Data collection methods use 

observation, interviews and questionnaires. 

The results of the development of live quiz media Quizzizz obtained a 

percentage of learning material validation scores of 75% and media validation of 

75% with very good criteria in accordance with the recommendations. Student 

responses to the live quiz media Quizzizz were very interesting as evidenced by 

the average student response questionnaire results of 91.1%. The class teacher 

also received a positive response to the live quiz quizizz media in mathematics 

learning about the circumference of flat shapes, this was proven by the teacher's 

response questionnaire obtaining a score of 93%. Product suggestions that have 

been developed for teachers to teach material on the circumference of flat shapes. 

1. It is hoped that the results of this development will facilitate the process of 

delivering material to students, 2. They can easily understand the material, be 
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motivated to learn and make it easier for students to understand the mathematics 

subject material around flat shapes for class V elementary school, 3. The 

background can be changed to make it more varied and it doesn't look dark. 
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