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ABSTRAK 

PENERAPAN GAME EDUKASI QUIZIZZ BERMODEL DISCOVERY 

LEARNING UNTUK MENINGKATKAN KETERAMPILAN 

MEMECAHKAN MASALAH PADA SEKOLAH ADIWIYATA 

 

Keterampilan abad 21 mengharuskan setiap manusia memiliki 

keterampilan untuk menghadapi tantangan yang kompleks dimasa mendatang 

sehingga mampu bersaing menjadi latar belakang dalam penelitian ini. 

Keterampilan memecahkan masalah penting dimiliki oleh siswa karena berkaitan 

dengan kehidupan nyata dan permasalahan yang membutuhkan solusi untuk 

menyelesaikan persoalan disekitar. Untuk itu, diperlukan adanya model 

pembelajaran yang mampu menciptakan proses belajar yang menyenangkan, 

aktif, kreatif, dan mampu bekerjasama. Salah satu model pembelajaran yang 

sesuai dengan kriteria tersebut adalah discovery learning yang dipadukan dengan 

aplikasi game edukasi quizizz. Penelitian ini bertujuan untuk: (1) mengetahui 

bagaimana penerapan game edukasi quizizz  bermodel discovery learning, (2) 

mengetahui peningkatan  keterampilan pemecahan masalah pada siswa yang 

menerapkan game edukasi quizizz bermodel discovery learning dan siswa yang 

menerapkan game edukasi quizizz tidak discovery learning, (3) mengetahui 

perbedaan peningkatan keterampilan pemecahan masalah siswa yang menerapkan 

game edukasi quizizz bermodel discovery learning dan siswa yang menerapkan 

game edukasi quizizz tidak discovery learning, (4) mengetahui respon siswa yang 

menerapkan game edukasi quizziz bermodel discovery learning. Penelitian ini 

dilaksanakan di SMAN 1 Jamblang dengan metode eksperimen yang 

menggunakan desain penelitian one-group pretest-posttest design. Berdasarkan 

hasil uji hipotesis pada variabel keterampilan memecahkan masalah memperoleh 

nilai signifikan kurang dari 0,05 sehingga h0 ditolak. Dengan demikian, dapat 

disimpulkan bahwa terdapat perbedaan peningkatan keterampilan memecahkan 

masalah pada kelompok siswa yang menggunakan game edukasi quizizz bermodel 

discovery learning dengan siswa yang menggunakan game edukasi quizizz tidak 

discovery learning. 

Kata Kunci: game edukasi quizizz, discovery learning dan keterampilan 

memecahkan masalah. 

  



ABSTRACT 

 

APPLICATION OF EDUCATIONAL GAME QUIZIZZ WITH 

DISCOVERY LEARNING MODEL TO IMPROVE PROBLEM 

SOLVING SKILLS AT ADIWIYATA SCHOOL 

 

The existence of  21st century skills require that every human being has the skills 

to face complex challenges in the future so that they can compete are the 

background in this research. Problem solving skills are important for students 

because they are related to real life and problems that require solutions to solve 

problems around them. For this reason, it is necessary to have a learning model 

that is able to create a learning process that is fun, active, creative, and able to 

work together. One of the learning models that fit these criteria is discovery 

learning combined with the quizizz educational game application. This study aims 

to: (1) find out how the application of educational games quizizz with discovery 

learning model, (2) find out the improvement of problem solving skills in students 

who apply educational games quizizz with discovery learning model and students 

who apply educational games quizizz not discovery learning, (3) knowing the 

difference in improving the problem solving skills of students who apply the 

educational game quizizz with discovery learning model and students who apply 

the educational game quizizz not discovery learning, (4) knowing the responses of 

students who apply the educational game quizizz with the model of discovery 

learning. This research was conducted at SMAN 1 Jamblang with an experimental 

method using a one-group pretest-posttest research design. Based on the results 

of hypothesis testing on the problem-solving skills variable, it obtained a 

significant value of less than 0.05 so that h0 was rejected. Thus, it can be 

concluded that there are differences in the improvement of problem-solving skills 

in the group of students who use the educational game quizizz with discovery 

learning model and students who use the educational game quizizz not discovery 

learning. 

Keywords: quizizz educational game, discovery learning and problem solving 

skills. 
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