
 

 

 

25 

 
 

 
 

 
Analysis of Quizizz-Assisted Natural and Social Sciences (IPAS) Learning 

in Relation to Learning-Style Preference Categories of Fifth-Grade 

Students at SD Inpres Perumnas Palu 

Muslih Rifandani1*, Nasrullah2, Muslim AR3, Arif Firmansyah4,  

Ryan Andhika Pratama5 
1,2,3,4,5Universitas Tadulako, Indonesia 

*Corresponding author: muslihrifandani@gmail.com  

 

 
A r t i c l e    I  n f o  A b s t r a c t  
How to cite this article: 

Rifandani, M., Nasrullah, N., AR, 

M., Firmansyah, A., Pratama,  

R.A. (2026). Analysis of Quizizz-

Assisted Natural and Social 

Sciences (IPAS) Learning in 

Relation to Learning-Style 

Preference Categories of Fifth-

Grade Students at SD Inpres 

Perumnas Palu. AL-TARBIYAH: 

Jurnal Pendidikan (The Educational 

Journal), 36(1), 25 - 33. 

https://dx.doi.org/10.24235/ath.v36i

1.24505 

 

 

 

Article history: 

Received: June 23th, 2026 

Accepted: June 30th, 2026 

Published: June, 2026 

 

 

Copyright © 2026 

Al-Tarbiyah: Jurnal 

Pendidikan (The Educational 

Journal), under the Creative 

Commons Attribution 4.0 

International License. 

 

 
 

 
This study explored Quizizz-assisted Natural and Social Sciences (IPAS) 

learning in relation to learning-style preference categories among fifth-grade 

students at SD Inpres Perumnas Palu. A qualitative descriptive design was 

used. Thirty students were invited to complete a learning-style questionnaire, 

and 28 responses were used to identify visual, auditory, and kinesthetic 

categories. One student from each category and the classroom teacher 

participated in classroom observations, semi-structured interviews, and 

documentation. Data were analyzed through data reduction, data display, and 

conclusion drawing. The visual-category participant was particularly engaged 

by images, colors, animations, and the leaderboard. The auditory-category 

participant described Quizizz as enjoyable but still relied on direct teacher 

explanations to understand new material. The kinesthetic-category participant 

was more active during the quiz activity and responded positively to 

competition, although teacher guidance remained important. At the class level, 

Quizizz supported an active formative-assessment atmosphere, but limited 

Chromebook availability and unstable internet connectivity constrained 

implementation. These findings are context-specific descriptions of 

participants’ preferences and experiences; they do not demonstrate that 

matching instruction to learning styles improves learning outcomes.  

Keywords: Quizizz, Natural and Social Sciences (IPAS), Learning-Style 

Preferences, Formative Assessment, Elementary School 

 

 
 

 

INTRODUCTION  

Indonesia’s national education framework emphasizes the development of learners’ 

knowledge, skills, character, and potential (Republic of Indonesia, 2003). In elementary 

education, Natural and Social Sciences (IPAS) learning is expected to connect scientific and 
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social concepts with students’ everyday experiences and active participation. Studies of 

science and social-science learning similarly stress the importance of meaningful, contextual, 

and varied learning activities rather than relying only on verbal exposition (Irrubai, 2023; 

Pahru et al., 2025). 

Digital learning media can support this goal when they are integrated with clear 

instructional purposes. Quizizz is a game-based platform that can present questions, 

immediate feedback, time limits, points, and leaderboards in a shared classroom activity. 

Studies have described Quizizz as a medium that can make quiz-based learning more 

interactive and enjoyable; however, its contribution depends on teacher facilitation, the 

learning objective, and the conditions in which it is used (Hidayatullah & Haifaturrahmah, 

2025; Lim & Yunus, 2021; Rizkullah et al., 2025). 

In Indonesian elementary-school settings, several studies have reported positive 

associations between Quizizz use and students’ engagement or learning outcomes in particular 

classroom contexts (Al Mawaddah et al., 2021; Annisa & Erwin, 2021; Lestari et al., 2024; 

Nirmalasari & Susanti, 2023). These studies provide useful background for the present 

research, but they do not establish that Quizizz has the same effect for every learner or every 

school context. Differences in available devices, internet access, teacher mediation, and the 

purpose of the activity can shape how students experience the platform. 

The present study therefore does not position Quizizz as a stand-alone solution. Broader 

research on technology-supported personalized learning suggests that digital tools are most 

useful when their design and implementation respond to learners’ actual needs and classroom 

conditions, rather than merely adding technology to an existing lesson (Major et al., 2021). In 

social-science education, meaningful learning is likewise associated with active engagement, 

contextual relevance, and opportunities to construct understanding through varied learning 

activities (Irrubai, 2023). 

This study examines students’ reported preferences during Quizizz-assisted learning 

through visual, auditory, and kinesthetic categories. These categories have long been 

discussed in educational literature and are frequently used in Indonesian studies to describe 

variation in how learners prefer to engage with information (Barbe et al., 1979; DePorter & 

Hernacki, 2000; Wahyuni, 2017). Recent Indonesian studies also describe the use of these 

categories to map learner variation and inform differentiated classroom planning (Andriani & 

Nugraheni, 2024; Himmah & Nugraheni, 2023; Muslihin, 2024; Qondias, 2025). 

Nevertheless, the categories are used here only as a descriptive basis for participant selection 

and interpretation. They are not treated as fixed cognitive profiles, and the study does not test 

whether instruction should be matched to a particular learning style. Reviews of adaptive e-

learning and learning-style evidence indicate that such matching claims require caution 

(Katsaris & Vidakis, 2021; Pashler et al., 2008). 

Preliminary observations at SD Inpres Perumnas Palu suggested that students did not 

respond to Quizizz-assisted activities in identical ways. Some appeared especially interested 

in visual and competitive features, whereas others emphasized the importance of direct 

teacher explanations. Accordingly, this study aimed to describe how selected fifth-grade 

students representing visual, auditory, and kinesthetic questionnaire categories experienced 

Quizizz-assisted IPAS learning and to identify the practical constraints encountered during 

implementation. The study asks: (1) How did the selected participants respond to Quizizz-
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assisted IPAS learning? and (2) What implementation challenges were identified by the 

participants and the classroom teacher?. 

RESEARCH METHOD  

This study employed a qualitative descriptive design to explore students’ experiences 

during Quizizz-assisted IPAS learning. A qualitative approach was selected because the study 

sought to describe participants’ perceptions, observable responses, and classroom conditions 

rather than to test a causal effect or compare learning outcomes statistically (Sugiyono, 2015). 

The study was conducted in one fifth-grade class at SD Inpres Perumnas Palu, Palu, 

Central Sulawesi, Indonesia. Thirty students were enrolled in the class; however, 28 students 

completed the learning-style questionnaire because two students were absent during data 

collection. The questionnaire was used only to support participant classification and selection; 

it was not treated as the primary source of findings. 

The questionnaire results identified eight students in the visual category, twelve in the 

auditory category, and eight in the kinesthetic category. One student from each category was 

selected purposively according to two criteria: the highest score in the relevant questionnaire 

category and willingness to participate in observation and interview activities. The three 

selected student participants and the fifth-grade classroom teacher constituted the primary 

sources of qualitative data. Because the participant group was small and purposively selected, 

the findings are not intended to be generalized to all fifth-grade students. 

Four instruments were used: (1) a learning-style questionnaire, (2) an observation guide, 

(3) a semi-structured interview guide, and (4) documentation. The questionnaire was adapted 

from Barbe et al. (1979) and was reviewed by subject-matter experts before use. Its role was 

limited to identifying the participants’ dominant visual, auditory, or kinesthetic questionnaire 

category. The observation guide recorded students’ attention, participation, interaction with 

Quizizz, responses to the leaderboard, and technical constraints. The interview guide explored 

the students’ and teacher’s perceptions of the learning process. Documentation included 

classroom photographs and supporting learning materials. 

Data collection proceeded in four stages. First, the questionnaire was administered to 

identify potential participants. Second, one student from each learning-style category was 

selected purposively. Third, classroom observations were conducted during IPAS learning. 

The teacher introduced the lesson, provided explanations through direct instruction, question-

and-answer activities, and learning videos, and then used Quizizz as a formative-assessment 

and learning-reflection activity. The teacher also provided technical assistance when students 

encountered difficulties accessing the platform. Finally, semi-structured interviews were 

conducted with the three selected students and the classroom teacher after the learning 

activity. 

Observation notes, interview records, and documentation were organized and analyzed 

using the interactive model of data reduction, data display, and conclusion drawing (Miles et 

al., 2014). Data from the three participants were compared across the visual, auditory, and 

kinesthetic questionnaire categories. Credibility was strengthened through triangulation of 

observation, interview, and documentation data. Questionnaire results were used solely as a 

participant-selection frame and were not analyzed as evidence of learning outcomes. 
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FINDINGS & DISCUSSION  

Findings 

Participant Selection 

The questionnaire was completed by 28 of the 30 enrolled students. Eight students were 

categorized as visual, twelve as auditory, and eight as kinesthetic. One student from each 

category was purposively selected on the basis of the highest score in the relevant category 

and willingness to participate. These categories were used to structure the qualitative 

comparison; they do not indicate that each student possessed only one mode of learning or 

that a specific teaching method was necessarily optimal for that student. 

Classroom Response to Quizizz 

Classroom observations indicated a visible change in the atmosphere after the teacher 

introduced Quizizz as a formative assessment activity. Before the quiz, several students 

appeared distracted during the teacher’s explanation. When the Quizizz activity began, 

students prepared their Chromebooks, attended to the screen, and participated more actively 

in answering questions. The teacher explained that the platform’s colorful display, immediate 

feedback, and leaderboard contributed to students’ enthusiasm. This observation describes 

participation during the observed lesson; it does not demonstrate an improvement in learning 

outcomes. 

 

 

Figure 1. Classroom Learning Process Using Quizizz 

 

Response of the Visual-Category Participant 

The selected visual-category participant appeared highly engaged during the Quizizz 

activity. Observation and interview data indicated that the participant was attracted by the 

colorful graphics, animations, and leaderboard. The participant reported that these features 

made the questions more enjoyable and encouraged an effort to improve the ranking. In this 

case, Quizizz appeared to support participation by providing visual stimuli and a visible 

progress indicator. 



AL-TARBIYAH, Vol. 36 No.1, June 2026, pp. 25-33 

 

29 

 

Figure 2. Interview with the Visual-Category Participant 

 

Response of the Auditory-Category Participant 

The selected auditory-category participant also described Quizizz as enjoyable. 

However, the participant reported that direct verbal explanations from the teacher were more 

helpful for understanding new material. The participant viewed Quizizz as useful for 

reviewing material and participating in a classroom quiz, but not as a replacement for teacher 

explanation. This suggests that, for this participant, Quizizz functioned as a complementary 

activity within a lesson that still required explicit instruction. 

 

 

Figure 3. Interview with the Auditory-Category Participant 

 

Response of the Kinesthetic-Category Participant 

The selected kinesthetic-category participant appeared more focused and competitive 

during Quizizz than during the preceding teacher explanation. The participant paid attention 

to the leaderboard and reported feeling motivated to answer questions quickly. Nevertheless, 

the interview also indicated a preference for detailed teacher explanations before completing 
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the quiz. Thus, the interactive and competitive elements appeared to encourage engagement, 

while teacher guidance remained important for understanding the lesson content. 

 

Figure 4. Interview with the Kinesthetic-Category Participant 

 

Challenges in Implementing Quizizz 

The teacher identified three main implementation challenges. First, the class had fifteen 

Chromebooks for thirty students, so the activity had to be conducted in multiple sessions. 

Second, unstable internet connectivity occasionally prevented images from loading, which 

made some questions difficult to answer. Third, the teacher emphasized that Quizizz was used 

primarily for formative assessment and learning reflection rather than as the main 

instructional method. Despite these constraints, the observed activity created an active 

classroom atmosphere. The practical limitations, however, reduced the efficiency and 

accessibility of implementation. 

Discussion 

The findings indicate that the three selected participants did not experience Quizizz in 

identical ways. The visual-category participant was particularly responsive to visual and 

competitive features, whereas the auditory- and kinesthetic-category participants emphasized 

the continuing importance of direct teacher explanations. These results should be read as 

within-case descriptions of classroom experience, not as evidence that Quizizz is universally 

more effective for one learning-style category than another. 

The observed increase in participation is consistent with literature describing 

gamification as a way to make learning activities more interactive and engaging. For example, 

a higher-education study found that gamified active-learning activities can increase students’ 

involvement and satisfaction, although such evidence cannot be transferred uncritically to 

elementary classrooms (Murillo-Zamorano et al., 2021). In the present study, the visual 

display, immediate feedback, time pressure, and leaderboard appeared to create a more active 

formative-assessment atmosphere, but the study did not measure achievement gains. 

Several earlier studies of Quizizz in Indonesian educational settings have reported 

positive outcomes related to motivation, participation, or learning achievement (Al 

Mawaddah et al., 2021; Annisa & Erwin, 2021; Hidayatullah & Haifaturrahmah, 2025; 
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Lestari et al., 2024; Nirmalasari & Susanti, 2023; Rizkullah et al., 2025). However, these 

studies involve different subjects, designs, and classroom conditions. Their findings therefore 

provide contextual support rather than direct proof that Quizizz improved outcomes in the 

present class. The present analysis is limited to how three selected students and their teacher 

described and displayed participation during the observed lesson. 

The visual, auditory, and kinesthetic categories were useful for organizing participants’ 

accounts, but they should not be treated as deterministic instructional prescriptions. 

Indonesian studies have documented that learners may report different preferences or 

tendencies across these categories (Andriani & Nugraheni, 2024; Himmah & Nugraheni, 

2023; Muslihin, 2024; Qondias, 2025; Wahyuni, 2017). The VAK framework also remains 

widely recognizable in practice-oriented education literature (Barbe et al., 1979; DePorter & 

Hernacki, 2000). In this study, the categories are best understood as a lens for describing what 

participants found attractive, useful, or difficult in a particular lesson. 

This caution is important because evidence remains insufficient for the claim that 

students learn better simply because instruction is matched to a purported learning style 

(Pashler et al., 2008). Reviews of adaptive e-learning similarly show that learner 

characteristics can inform digital design, but they do not justify simple modality-matching 

assumptions (Katsaris & Vidakis, 2021). Technology-supported personalized learning may be 

beneficial when it adapts to learning needs or levels, but this is conceptually different from 

matching instruction to a questionnaire label (Major et al., 2021). Teachers should therefore 

combine visual materials, verbal explanation, discussion, practice, and feedback rather than 

relying on a single modality for a particular student. 

The findings also reinforce the importance of pedagogical and technological readiness. 

For the auditory- and kinesthetic-category participants, direct teacher explanation remained 

important before or alongside the quiz. Quizizz should therefore be positioned as a formative-

assessment and learning-reflection tool that complements, rather than replaces, explicit 

teaching. The limited number of Chromebooks and unstable internet connection also affected 

the pace of the activity and the visibility of image-based questions. Similar implementation 

concerns have been reported in studies of Quizizz use in Indonesian elementary contexts 

(Hidayatullah & Haifaturrahmah, 2025; Lestari et al., 2024; Rizkullah et al., 2025). Future 

implementation should consider shared-device arrangements, advance preparation of access 

codes, and question formats that remain usable when images or connections fail. 

CONCLUSION  

In the observed fifth-grade IPAS class, Quizizz supported an active formative-

assessment activity, but the three selected participants described different experiences. The 

visual-category participant was especially attracted to images, colors, animations, and the 

leaderboard. The auditory-category participant valued Quizizz as an enjoyable review activity 

but relied on direct teacher explanations to understand new material. The kinesthetic-category 

participant was engaged by the interactive and competitive features while also emphasizing 

the importance of teacher guidance. The implementation was constrained by limited 

Chromebook availability and unstable internet connectivity. Consequently, Quizizz should be 

used as a complementary tool within a varied instructional design, not as a replacement for 
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direct teaching or as evidence that matching instruction to a learning style will necessarily 

improve learning outcomes. 
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