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Abstracts: This era is full of technology. The use of online learning media is an alternative used by educators to create a
learning atmosphere that is not monotonous by displaying animated images so that students do not feel bored. One of
the online media used during the learning process is the use of the Quiziz platform. This study aims to develop the quiziz
platform as an alternative medium in interactive quiz-based Arabic learning for Madrasah Ibtidaiyah students. Quiziz is
an online based game making platform. The research method uses the development method with the Dick and Carey
model where the aim of this model is to become a systematic learning process. The purpose of this study was to
determine the development of the Quiziz platform as an interactive quiz in learning Arabic at Madrasah Ibtidaiyah. The
conclusion of this study explains that the Quiziz platform can assist teachers in creating online-based interactive quizzes
and student achievement increases after using the Quiziz platform in the teaching and learning process. The limitation of
this research is that the researcher only conducted research on the Quiziz platform as an interactive quiz for Islamic
elementary schools, therefore, the researcher hopes that future researchers will be able to conduct research using the
same platform, but more developed in other educational units so that research becomes interesting.
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1. INTRODUCTION

Technological developments have spread to the world of education, so that the world of education is not left
behind with applications that can be developed and used as learning media (Kim & Kim, 2018). Technology is not
only developing in the industrial world, but also developing in the education world (Alexopoulos et al., 2020).
Technology is evidence of the results of scientific developments encountered in everyday life that can help facilitate
an activity (Cai et al., 2018). Therefore, education should make use of existing technology for the teaching and
learning process, both for facilities and for evaluation in learning (Abba et al., 2020; Herman et al., 2022). Online-
based learning media is proof that technology plays a role in supporting the teaching and learning process (Yaseen
et al.,, 2019; van Thao et al., 2021). Technology also drives the development of knowledge and skills in learning
(Lyndon et al., 2018). Information spread in technology will add to one's insight and knowledge, especially students
who are involved in learning (Ahmed et al., 2021). The development of technology is one clear evidence that
technology is developing rapidly from time to time (Yaseen et al., 2019). Technological developments also have a
positive impact on education (Turan et al., 2018). The reason humans create useful technology is to support all
human activities to be more effective and efficient, especially in the world of education (West et al., 2018).
Technology has become a basic necessity in life that is useful for facilitating internet-based activities (livari et al.,
2020). Technological developments are developing rapidly and sophisticatedly nowadays, triggering the emergence
of various kinds of learning media features to support learning.

Technological developments are developing very quickly and rapidly, especially in communication and
information technology (Cheng et al., 2018). Technology has become an important part of life (Tahsien et al., 2020).
The development of increasingly advanced technology makes people able to use technology as a means and tool in
their activities (Awasthi et al., 2018). Technological developments in the world of learning have a positive impact on
education (Jin et al., 2019). Technological developments present many features of online learning media that
facilitate the teaching and learning process so as to create interesting and not monotonous learning (Melnyk et al.,
2018). The use of learning media that is designed according to students' learning needs, gives a positive attitude
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and creates an attitude of enthusiasm for learning for students (Bashir et al., 2021). Good use of media will help
students understand learning and can even add insight to students.

Technology that is very well developed can help students understand learning material(Al-Maroof & Al-Emran,
2018). Technological developments in this era of globalization spurred the development of online-based learning
(Mansfield & Rudra, 2021). Today's technology provides many interesting features (McGhin et al., 2019). Educators
are required to be able to innovate and make good use of technology for smooth learning(Dick & Yagmur Akbulut,
2020). Educators are required to be able to balance between in-person learning and online-based learning (Bagley
et al., 2021; Herman et al., 2023). Online-based Arabic learning media is one way for educators to improve the
quality of student learning so that learning objectives can be achieved (O’Connor et al., 2018). Learning media that
are presented with interesting features, easy to understand by students, will add insight to students and make
students enthusiastic about learning (Mohamad et al., 2018; Munthe et al., 2021). Learning media that meet good
quality standards, namely being able to add insight to students, will result in achieving learning objectives.

Media is the main component in the learning process (Sederholm et al., 2022). Online-based alternative learning
media is very appropriate to help the learning process such as Quiziz learning media (Sulistyo et al., 2019; Silalahi
et al., 2022). Quiziz learning media is made so that learning is not monotonous, interesting and easily understood
by students. Quiziz learning media is made so that learning is not monotonous, interesting and easily understood by
students (Britzolakis et al., 2020). One of the urgency of this learning media is that it can increase students' learning
concentration so that learning objectives can be achieved (Jalil Piran et al., 2020). This quiziz learning media is a
benchmark for students' ability to understand learning (Shen et al., 2021). The development of online learning
media such as the Quiziz Platform is a hew challenge for educators to be able to create learning media that is liked
and interesting for students (Rohmani & Andriani, 2021). The development of online learning media such as the
Quiziz Platform is a new challenge for educators to be able to create learning media that is liked and interesting for
students his Quiziz application is an application with a teaching method through interactive quizzes (Bai et al.,
2019). Students are required to be able to understand and answer the questions independently displayed in the
quiz (Laranjo et al., 2018). The purpose of making questions in the form of games is so that students can repeat
lessons that have been delivered by educators at school.

The Quiziz application is evidence of technological developments in learning (Follana-Berna et al., 2020). This
quiziz application can motivate students by presenting an attractive and easy-to-understand display (Song et al.,
2019). The Quiziz application can be used to create interactive quizzes that are easily accessible on all devices
such as smartphones, computers and other devices to complete quizzes that have been created by educators
(Balapour et al., 2019). This online-based application is suitable for measuring students' understanding of Arabic
learning material (Ritonga et al., 2020). This application is equipped with statistical data that can describe the
extent to which students are able to understand the material presented by educators (Ahmad et al., 2018). This
application is effective for creating positive interactions between educators and students (Arghashi & Yuksel, 2022).
The Quiziz application can invite students to compete in a healthy manner while at the same time motivating
students' learning so as to improve learning outcomes which can be seen from the final score of this game.

Evidence of the development of technology into the world of education is marked by the increasing number of
online-based learning media found such as the Quiziz Platform (Li et al., 2020). This quiz platform is often also
referred to as learning media in the form of educational games which aim as a means of conveying material and as
a medium for measuring abilities (Chen et al., 2021). The advantage of the quiziz application itself is that material
can be accessed anytime, anywhere and by anyone (Jammalamadaka & Tappa, 2018). The quiziz platform also
provides a variety of interesting features, so students don't feel bored (Hwang & Choi, 2020). The interesting Quiziz
platform makes students excited to answer questions posed by educators (Eiter et al., 2018). The Quiziz platform
can also conclude how well students understand learning.

The same research was conducted by (Fuad & Khusna, 2022) stated in his research entitled 'Development
Quiziz Media for Online Learning for Class IV English Subject at Madrasah Ibtidaiyah' stated that Quizizz-based
online learning media for English subjects at Ml Darul Huda Deyeng worth using. Then, according to (Salsabila et
al., 2020) also conducted the same research on the quiziz application stating in his research entitled 'Utilization of
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the Quizizz Application as Learning Media in the Middle of a Pandemic for High School Students' stated that online-
based learning is a form of government policy. The use of the Quiziz application aims to make students learn
innovatively and convey material through the application. Online-based learning media such as Quiziz is quite
effective as a distance learning media because it can be accessed anywhere and anytime. Student Cognitive”
states that online-based applications such as Quiziz are effectively used in the learning process to measure how
much ability students have. The difference between this research and previous research is that previous research is
on the effectiveness or like the quiziz application used in online-based learning media. Previous research has not
used many attractive features in learning media so that the learning media is quite monotonous due to the
limitations of an educator's innovation because there is still a lack of knowledge about this online-based learning
media, namely the Quiziz application. Meanwhile, this research will be used more effectively because the quiziz
application that is displayed now uses many interesting learning features, so that learning is not monotonous and
the material is easily accepted by students. Educators are increasingly issuing innovations to make interesting
Arabic learning media so that students don't feel bored in learning.

The reason for conducting this research is to attempt to re-examine the development of the quiziz platform as an
interactive quiz-based learning media for Arabic at Madrasah Ibtidaiyah. It is hoped that students can take
advantage of this Arabic language learning media as well as possible, in order to achieve learning objectives. The
development of the Quiziz platform is appropriate for use and can be considered for its existence to assist the
process of learning Arabic in Madrasah Ibtidaiyah, because the learning media for the Quiziz platform are presented
with interesting features, and are not monotonous so that students can understand learning. Based on the
explanation above, it is necessary to carry out an action or improvement regarding problems in learning, so the
researchers are trying to develop a platform in the form of a quiz as a medium to help learning Arabic at Madrasah
Ibtidaiyah.

2. RESEARCH METHODS

Learning media Quiziz Platfrom which was developed according to the procedure using references developed by
Gall, Gall & Borg which was then simplified by Dick and carey, in research by applying the Dick and Carey model
developed by Walter Dick and Lou Carrey in 1985. Dick and Carey model is a model developed on the use of the
System Approach to the basic components of the learning system which includes analysis, design, development,
implementation and evaluation (Chiou et al., 2021). This model is one of today's rapidly growing learning media that
supports the learning process (Matarazzo et al., 2021). The method that researchers use to analyze this research
using qualitative methods. This model is suitable for use in research because the data obtained is detailed,
comprehensive and accurate according to what happened in the field (Nguyen et al., 2019). The quiziz platform
learning media is used to convey learning as well as to assess students' abilities after the learning process is
carried out (Cacheda et al., 2019). The advantage of the Dick and Carey model is that the flow of the model
development is carried out in stages, the steps taken are critical, and trials of this development are carried out.

This research model is accurate by using several components as well as steps (Javaid & Haleem, 2018),
namely: 1. Identifying General Learning Objectives, 2. Conducting Learning Analysis, 3. Identifying Student
Behavior and Characteristics, 4. Formulating specific Learning Objectives, 5. Developing Research Instruments, 6.
Developing Learning Strategies, 7. Developing and Selecting Learning Materials , 8. Designing and implementing
formative evaluations, 9. Revision of learning programs, 10. Designing and developing summative evaluations. This
type of research is development research (Development) with the aim of testing the correctness of the data. The
main aim of research and development is not to formulate or test a theory, but to develop effective results for use in
schools.

Researchers use the Dick and Carey Model which has 10 components as well as steps which are briefly
described in the table below.
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Table 1. The stages and steps in this research are.

level Steps activity
Identifying Common Learning 1 Analyze and know the competencies that students must
Objectives have
Conducting Learning Analysis 2 Know the skills and knowledge that students have

Knowing the skills that students already have before and
after learning

Identify Student Behavior and 3 Knowing the skills that students already have before and

Characteristics after learning

Formulating Specific Learning 4 Knowing about the knowledge, skills, and factors that

Objectives can determine the success of students after studying so
that learning objectives can be achieved

Develop Learning Instruments 5 Knowing about the knowledge, skills, and factors that

can determine the success of students after studying so
that learning objectives can be achieved

Develop Learning Strategies 6 Knowing the components that support the achievement
of learning objectives

Developing and Selecting Learning 7 Dick and Carey suggest 5 components:

Materials »  The author analyzes pre-learning activities

»  The author pays attention to the presentation
of information obtained by students

» The author analyzes the participation of
learners

» The author conducts testing and testing of

students
» _ Learners design follow-up activities in learning
Designing and Implementing 8 Dick and Crey offers 3 components of formative
Formative Evaluations evaluation:

»  Individual evaluation

»  Small group evaluation

»  Field trials

Revision of the Learning Program 9 Know the difficulties and mistakes in learning

Designing and Developing a 10 Knowing the intelligence abilities possessed by students
Summative Evaluation

Time and place of research conducted at Madrasah Ibtidaiyah Al-Falah Payakumbuh. This research was
conducted in October 2022. The subjects and objects of this research were material validators, media, language,
teachers and students. The object of this study focuses on the feasibility of the Quiziz Platfrom learning media to
measure students' abilities in learning Arabic. Data Collection Techniques in this study used Observation techniques
(performed non-participantly, researchers were not in the location to observe students and researchers observed
students in a structured manner while studying at Madrasas or at home by analyzing conditions before or after the
Development of the Quiziz Platform), and Questionnaires Material, Media and Language feasibility test (conducted
by distributing questionnaires to students, with the aim of knowing student responses to the media being
developed).

3. RESULTS AND DISCUSSIONS

3.1. Results

The results that the researchers obtained from the Development of the Quizizz Platform as an Interactive Quiz-
Based Learning Media for Arabic Language Lessons at Madrasah Ibtidaiyah for Arabic language learning media
courses were analyzed from the beginning to the end of the study. The development of learning media is carried out
by analyzing learning material through filling out a questionnaire and continuing with the collection of learning
material. Furthermore, the analysis of learning media is carried out by making learning quizzes as a medium for
learning, which is also equipped with animated images so that the learning media for Quiz Platform learning is not
boring and also not monotonous, because it is adapted to the needs of students in Madrasah Ibtidaiyah. The quiziz
platform produces learning media in the form of interactive quizzes and then the media is assessed or validated by

375



International Journal of Membrane Science and Technology, 2023, Vol. 10, No. 2, pp. 372-384

media, material and language experts. The results of an assessment of the feasibility of material, language and
quiziz platform learning materials in Arabic learning media courses are:

3.2. Media Feasibility Validation Sheet

The results obtained after the media feasibility trials conducted by media experts concluded that the learning
media made were feasible to use. Purpose Media validation aims to see the shortcomings of the quiziz platform
media. The learning media in the form of a quiziz platform, the researchers aim to use as Arabic language learning
media in Madrasah Ibtidaiyah. The validation assessment carried out by students was in the form of filling out a
guestionnaire. Filling out the questionnaire aimed at assessing the appropriateness of a learning media to use. This
study aims to obtain data that learning media using the quiziz platform are appropriate for use in the learning
system, and make it easier for students to understand learning, because this application is in the form of an
educational game as an evaluation of students' abilities. Research data for the quiziz platform learning media on the
eligibility validation sheet of a media can be seen in the table below.

Table 2. Media Feasibility Validation Sheet.

No Assessment Aspects Strongly agree Don't agree Strongly
agree (S) (TS) Disagree criteria
(SS) (STS)
1 This quiziz platform is equipped 50% 36,7% 13,3% - Strongly agree
with interesting pictures (SS)
2 Quiziz Platform is an 46,7% 33,3% 10% 10% Strongly agree
educational game application (SS)
3 The quiziz platform is suitable 33,3% 43,3% 10% 13,3% agree (S)

for use as a medium for
learning Arabic

4 | This platform is equipped with 43.3% 46,7% 10% - agree (S)
two languages namely Arabic
and Indonesian

5 The function of the quiziz 26,7% 66,7% 3,3% 3,3% agree (S)
platform is as a medium for
measuring students' ability to
understand learning

6 The quiziz platform is a 23,3% 53,3% 13,3% 10% agree u (S)
distance learning medium

7 Learning media with a quiz 40% 36,7% 20% 3,3% Strongly agree
platform is needed in learning (S)
Arabic

8 The suitability of the material 36,7% 35,7% 22,7 % 4,9% Strongly agree
with learning Arabic (SS)

9 Color compatibility with text 23.3% 36,7% 33,3% 6,7% agree (S)

10 | The time for doing the quiz is 46,7% 36,7% 13,3% 3,3% Strongly agree
very flexible (Ss)

Note: S = agree; TS = Don't agree; STS = Strongly disagree.

Data from the results of the media feasibility trials can be described as follows: Describes that 30 students who
served as testers or assessors in this study, the results of the students' highest assessment of the validation of the
feasibility of learning media material for the development of the Quiziz Platform to measure students' abilities in
learning language Arabic gets the highest presentation of 50%, based on the presentation of achievement of
validation of the eligibility of the media, it is included in the strongly agree (SS) category. The results of the second
highest assessment of the feasibility validation of learning media material for the development of the Quiziz Platform
to measure students' abilities in learning Arabic obtained the highest presentation of 43.3%, based on the
presentation of validation achievement on media eligibility, included in the agree category (S). The results of the
third highest assessment of students on the validation of the feasibility of learning material for the development of
the Quiziz Platform to measure students' abilities in learning Arabic obtained a presentation of 33.3%, based on the
presentation of validation achievement on media eligibility, included in the disagree category (TS). And the results of
students' research on validating the feasibility of learning media material for the development of the Quiziz Platform
to measure students' abilities in learning Arabic obtained a presentation of 0%, based on the presentation of
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validation achievement on media eligibility, included in the strongly disagree category (STS).
3.3. Material Feasibility Validation Sheet

The results obtained after the material feasibility trial concluded that the learning media made were feasible to
use. Purpose Material validation aims to see the shortcomings of the quiziz platform media. The learning media in
the form of a quiziz platform, the researchers aim to use as Arabic language learning media in Madrasah Ibtidaiyah.
The validation assessment carried out by students was in the form of filling out a questionnaire. Filling out the
guestionnaire aimed at assessing the appropriateness of a learning media to use. This study aims to obtain data
that learning media using the quiziz platform are appropriate for use in the learning system, and make it easier for
students to understand learning, because this application is in the form of an educational game as an evaluation of
students' abilities. Research data for the quiziz platform learning media on the eligibility validation sheet of a
material can be seen in the table below:

Table 3. Material Feasibility Validation Sheet.

No | Assessment Aspects Strongly agree Don't agree | Strongly Criteria
agree (S) (TS) Disagree
(SS) (STS)

1 The quiziz application helps 65,5% 31% 3,4% - Strongly agree
students to understand learning (SS)
Arabic

2 Quiziz application as a medium 37,9 62,1 - - agree
to measure students' ability to S)
understand learning material

3 The quiziz application is a form 46,7% 53,3% - - agree
of technological development in S)
the world of education

4 The advantage of this quiziz 40% 56,7% 3,3% - agree
application is that it is very easy (S)

to access anywhere, anytime,
and by anyone

5 Quiziz application as a medium 55% 45% - - Strongly agree
for student learning motivation (SS)

6 The quiziz application is very 46,7% 42, 7% 10,6% - Strongly agree
suitable for use in Arabic (SS)
learning media

7 The quiziz application is 40% 56,7% 3,3% - agree
effective for increasing student (S)
learning outcomes

8 The images displayed in this 43,3 53,3 3,3 - agree
application are very interesting (S)

9 The language used in this 40% 60% - - agree
application is easy for students (S)
to understand

10 | The quiziz application is a 60% 40% - - Strongly agree
learning medium in the form of (SS)
an educational game

Information :

SS = Strongly agree

S = agree

TS = Don't agree

STS = Strongly disagree

Data on the results of the material feasibility trials can be described as follows: Describes that the 30 students
who were used as testers or assessors in this study, the results of the students' highest assessment of validating
the feasibility of the material for learning development Quiziz Platform to measure students' abilities in learning
Arabic obtained the highest presentation of 65.5%, based on the presentation of achievement of validation of the
feasibility of the material, included in the strongly agree (SS) category. The results of the second highest
assessment of the validation of the feasibility of learning media material for the development of the Quiziz Platform
to measure students' abilities in learning Arabic obtained the highest presentation of 62.1%, based on the
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presentation of validation achievement on material eligibility, included in the agree category (S). The results of the
third highest assessment of students on the validation of the feasibility of learning material for the development of
the Quiziz Platform to measure students' abilities in learning Arabic obtained a presentation of 10.6%, based on the
presentation of validation achievement on the eligibility of the material, included in the disagree category (TS). And
the lowest research results of students regarding the validation of the feasibility of learning media material for the
development of the Quiziz Platform to measure students' abilities in learning Arabic obtained a presentation of 0%,
based on the presentation of achievement validation of the eligibility of the material, included in the strongly
disagree category (STS).

3.4. Language Eligibility Validation Sheet

The results obtained after the language feasibility trials carried out concluded that the learning media made were
feasible to use. The purpose of language validation is to see the shortcomings of the quiziz platform media. The
learning media in the form of a quiziz platform, the researchers aim to use as Arabic language learning media in
Madrasah Ibtidaiyah. The validation assessment carried out by students was in the form of filing out a
guestionnaire. Filling out the questionnaire aimed at assessing the appropriateness of a learning media to use. This
study aims to obtain data that learning media using the quiziz platform are appropriate for use in the learning
system, and make it easier for students to understand learning, because this application is in the form of an
educational game as an evaluation of students' abilities. Research data for the quiziz platform learning media on the
eligibility validation sheet of a media can be seen in the table below:

Table 4. Language Feasibility Validation Sheet.

No | Assessment Aspects Strongly agree (S) Don't agree Strongly Criteria
agree (TS) Disagree
(SS) (STS)
1 The language used is easy to 56,7% 26,7% 13,3% 3,3% Strongly agree
understand
(SS)
2 Correct use of words in 36,7% 40% 20% 3,3% agree
Arabic (S)
3 Use the correct sentence 40% 36,7% 20% 3,3% Strongly agree
structure
(SS)
4 The sentence structure is 36,7% 35,2% 23,3% 4,8% Strongly agree
standard
(8S)
5 The language used is 30% 46,7% 20% 3,3% agree
effective and efficient for S)
learning Arabic
6 Commonly used language in 30% 46,7% 20% 3,3% agree
everyday life (S)
7 The language used is in 36,7% 46,7% 13,3% 3,3% agree
accordance with the level of S)
students' emotional
development
8 The language used is in 36,7 43,3% 13,3% 6,7% agree
accordance with the S)
intellectual development of
students
9 Accuracy in the use of Arabic 30% 40% 23,3% 6,7% agree
terms (S)
Information :
SS = Strongly agree
S = agree
TS = Don't agree
STS = Strongly disagree

The data from the language feasibility trials can be described as follows: Describes that 30 students were used
as testers or assessors in this study, the results of the students' highest assessment of language feasibility
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validation of learning media for the development of the Quiziz Platform to measure students' abilities in learning
Arabic received the highest presentation of 56.7%, based on the presentation of achievement validation of language
feasibility, included in the strongly agree (SS) category. The results of the second highest assessment of the
validation of language feasibility for learning media for the development of the Quiziz Platform to measure students'
abilities in learning Arabic obtained the highest presentation of 46.7%, based on the presentation of validation
achievement on language eligibility, included in the agree category (S). The results of the third highest assessment
of students on the validation of language eligibility for learning the development of the Quiziz Platform to measure
students' abilities in learning Arabic obtained a presentation of 23.3%, based on the presentation of achievement
validation of language eligibility, included in the disagree category (TS). And the results of students' research on
language feasibility validation of learning media for the development of the Quiziz Platform to measure students'
abilities in learning Arabic obtained a presentation of 0%, based on the presentation of validation achievement on
language feasibility, included in the strongly disagree category (STS).

4. DISCUSSION

The result of this research is the Development of the Quiziz Platform as an interactive quiz-based learning media
for Arabic at Madrasah Ibtidaiyah. The use of the Quiziz Platform is useful for helping the process of learning Arabic
in Madrasah Ibtidaiyah so that students can understand learning, as a medium for measuring students' abilities so
that learning objectives can be achieved. The Quiziz platform is one of the online-based learning media that
supports learning activities at Madrasah Ibtidaiyah. The advantages of this quiziz application are that the material
can be accessed anytime, anywhere and by anyone, and is equipped with a variety of interesting features, so
students don't feel bored, and as a medium for evaluating student learning. The components as well as the steps
contained in the Development of the Quiziz Platform are a reference for the development of the Dick and Crey
model.

The first step that can be used to analyze or identify a research that will be used in the development of the
Quiziz Platform in Arabic learning media later is to identify general learning objectives. This initial step aims to be
able to find out the competencies that students must have after participating in the Arabic language learning
process at Madrasas. Learning objectives are something that students must have after completing the learning
process. The learning objectives themselves can be carried out by paying attention to as well as conducting
research related to the needs of students. The main target in this learning objective is related to the content in the
implementation of the field of study that has been conveyed in the learning process activities. Before this step is
carried out, a literature review on the conversion of the learning curriculum is first carried out. So, it can be
concluded that Identifying General Learning Obijectives is the first step that must be taken when conducting field
research later.

The next thing to do in research is to do a learning analysis. At this stage of the study explained that learning
analysis aims to achieve the objectives of learning, namely to identify the skills and knowledge that students must
have. This learning analysis is carried out to guarantee or strengthen that a development activity carried out is
accurate or does not mix with learning material that is not needed in learning. Identifying skills is done to hone and
train the abilities of students who are latent within themselves. Dick and Carey argue that learning analysis is a
method used for skills as a condition for being able to learn subsequent skills in learning.

After conducting a learning analysis, the next step that must be done is to identify the behavior and
characteristics of students. The analysis carried out is related to the skills that have been possessed by students
before or at the beginning of learning. Skill is a component that functions as a determinant of the success of a
learning. The behavior of students is a determinant of the course of a learning or not, because good behavior will
understand and implement a method that supports the goal of achieving a learning. While the analysis of the
characteristics of students is related to the abilities possessed by students, both in attitudes, learning styles, and
abilities possessed by students. So, the purpose of identifying the behavior and characteristics of students is so that
the skills that already exist in students can be further developed and learning objectives can be achieved.

Specific Learning Objectives are interrelated with general learning objectives, because specific learning
objectives are a continuation of the steps taken in analyzing data. Specific learning objectives are statements that
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must be made by students after completing learning activities. Matters of concern in this particular learning objective
are related to the knowledge and skills possessed by students after participating in the learning process, as well as
the factors that determine the success of students in taking the learning process. So, it can be concluded that
formulating specific learning objectives aims to determine knowledge, skills, and factors that can determine the
success of students after taking learning so that learning objectives can be achieved.

After Formulating Specific Learning Objectives, the appropriate steps are taken afterwards, namely Developing
Learning Instruments. This learning instrument aims to be able to measure the ability of students so that the
learning objectives that have been prepared are achieved. The purpose of this instrument is also to determine the
tips or performance of students to achieve learning goals. There are 4 tests that are used as a benchmark for
developing learning instruments developed by Dick and Carey, namely: a test to measure the skills of students at
the initial level of the learning process, a test that aims to identify the background or profile of learning related to
learning analysis, then the test that carried out when the learning process is in progress, as well as a test that aims
to analyze parts of the prison that have not yet been implemented in the learning process.

If the Specific Learning Objectives have been carried out, then the next step is to Develop a Learning Strategy.
The learning strategy itself is a continuation of specific learning objectives that aim to find out what components
must be made to achieve learning objectives. Learning strategies can be in the form of media that supports the
learning process, for example media that can be used for learning presentations, Educators can use media images
to present learning. Things that must be considered in developing learning strategies in the form of providing
motivation to describe the importance of learning in students, informing learning objectives that must be achieved,
explaining the skills needed in learning activities and educators explaining the scope of learning that must be
achieved during the process learning takes place. The Dick and Carey model suggests 5 components that need to
be carried out in a Learning Strategy namely, (Pre-learning activities in the form of Providing motivation to illustrate
the importance of learning in students), (Presenting Information related to the delivery of learning material as a
learning strategy), (Student participation in a learning activity to achieve learning objectives), (Testing and testing
seeks to measure and hone students' skills both before and after learning), and (Follow-up activities aim to ensure
that all components are carried out well so that learning objectives are achieved).

Developing and Selecting Learning Materials aims to argue that in choosing learning materials must be adapted
to the students themselves, such as choosing learning materials that are interesting, not monotonous, the content is
appropriate and appropriate, learning materials contain elements of information needed by students, there are
guestions and answers to measure students' self-ability and contain instructions that must be carried out by
students for the next stage. Developing and selecting learning materials are concrete steps taken by researchers.
Types, types and models in choosing learning materials are also presented in the learning model sub-section. The
purpose of conveying these reasons is so that students prepare themselves to receive learning material according
to a predetermined model.

If the Learning Strategy Development has been carried out, then the next step that researchers must take is to
Design and Conduct Formative Evaluation. Formative evaluation occurs when the learning process is in progress,
with the aim of being able to support the process of increasing the effectiveness of student learning. Formative
evaluation in development includes 3 phases, namely (Individual Evaluation, Small Group Evaluation and Field
Trials). Researchers carry out formative evaluations using research questionnaires from students and teachers to
find out the changes that occur in learning, whether learning is appropriate to use and find out how to make
changes related to procedures and materials in learning that are felt to be less effective and efficient in learning.
The component of this formative evaluation is also to find out the mistakes that occur in learning and problems that
often occur and are felt by students in learning.

Next, make revisions to the learning process. Revisions are made to the learning process, namely to the
learning model or program applied, the steps taken, as well as other components that support the achievement of
learning objectives. At this step, the researcher found that the revision of the learning process aims to find out the
difficulties felt by students in learning, errors in learning, both material, techniques and others, as well as to identify
deficiencies in learning. Dick and Carey suggested about 2 types of revisions to the learning process, namely
(Revisions related to all components in learning) and (Revisions to the methods or techniques used in learning).
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The last step that the researchers took in developing the Quiziz platform as an interactive quiz-based learning
medium in learning Arabic at madrasah ibtidaiyah using the Dick and carey model is Designing and Developing a
Summative Evaluation. Summative research is the process of determining whether or not a lesson is adequate.
Development of Summative Evaluation aims to determine the progress or learning outcomes of students in learning.
Educators can carry out a Summative Evaluation in the form of questions by paying attention to the level of difficulty
of the questions in learning. Students must pay attention to questions with a moderate level of difficulty that must be
higher than the difficulty level of low and high questions. So, the purpose of the design and development of
summative evaluation is to know the level of progress that has been achieved by students, to know the efforts made
by students in learning and to see how far students use their intelligence abilities in learning.

The purpose of this study was to increase students' motivation in learning, as well as to evaluate students'
abilities through learning media in the form of the quiziz platform used for Arabic language learning media in Islamic
elementary schools. The steps described above can help students to achieve learning objectives. The purpose of
making learning media is in the form of a quiziz platform so that it can help students understand learning Arabic at
Madrasah Ibtidaiyah Al-Falah Payakumbuh. Another purpose of this quiziz platform learning media is for students to
be more enthusiastic in learning so that learning can be understood by students, and also as a medium for
evaluating students' abilities in learning so that learning objectives are achieved. The model used in the
development of the quiziz platform is the Dick and Carey model, which aims to measure students' abilities in
learning Arabic.

Figure 1. Example of an Image Form Quiziz Platform

The picture above is a form of Platfrom Quiziz learning media, which functions as an Arabic language learning
medium. The Quiziz Platform can be used to create interactive quizzes that are easily accessible on all devices
such as smartphones, computers and other devices to complete quizzes that have been made by the teacher. This
online-based application is suitable for measuring students' understanding of Arabic learning material. This
application is more effective to use, because the quiziz application that is displayed uses many interesting learning
features, so that learning is not monotonous and the material is easily accepted by students. Educators are also
issuing more and more innovations to make Arabic learning media interesting so that students don't feel bored in
understanding learning. This quiz platform is often also referred to as learning media in the form of educational
games which aim as a means of conveying material and as a medium for measuring abilities. The advantage of the
quiziz application itself is that the material can be accessed anytime, anywhere and by anyone, making it easier for
students to understand learning so that learning goals can be achieved.
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Technological developments are developing very rapidly now, making it easier for students to access learning
materials developed by educators, one of the evidences of technological developments in education is the presence
of quiziz platform learning media. This quiziz platform can support the student learning process so that the material
can be understood to create learning objectives. The purpose of making learning media is in the form of a quiziz
platform so that it can help students understand learning Arabic at Madrasah Ibtidaiyah Al-Falah Payakumbuh.
Another purpose of this quiziz platform learning media is for students to be more enthusiastic in learning so that
learning can be understood by students, and also as a medium for evaluating students' abilities in learning so that
learning objectives are achieved. The model used in the development of the quiziz platform is the Dick and Carey
model, which aims to measure students' abilities in learning Arabic. The Dick and Carey model can be an interactive
quiz. The Dick and carey model is a model developed on the use of the System Approach to the basic components
of a learning system which includes analysis, design, development, implementation and evaluation developed by
Walter Dick and Lou Carrey. The time and place of the research was carried out at Madrasah Ibtidaiyah Al-Falah
Payakumbuh, with the research object of developing this quiziz platform to measure the potential abilities of
students as well as a medium for delivering material. The purpose of developing this quiziz platform is to assess the
appropriateness of a learning media used in Madrasah Ibtidaiyah. The model developed by Walter Dick and Lou
carrey has 10 stages as well as steps used in learning media, namely: Identifying general learning objectives,
Conducting learning analysis, Identifying behavior and characteristics of students, Formulating specific learning
objectives, Developing learning instruments, Developing strategies learning, developing and selecting learning
materials, revising learning programs, as well as designing and developing summative evaluations to determine the
suitability of quiziz platform learning media to be used in learning that is carried out with media, material and
language validation. The results of research or data from filling out questionnaires conducted by students can be
concluded that the highest percentage of assessments of learning media is 65.5%. From the learning media
research, it can be concluded that the quiziz platform development media is feasible to be used as a medium for
learning Arabic in Islamic elementary schools.

5. CONCLUSION

Based on the results of the research that has been done, it can be concluded that the Quiziz Platform
Development Learning Media is appropriate for use in learning. The use of this learning media aims to be able to
motivate students as well as a media for evaluating student learning so that learning objectives can be achieved.
From the results of research or filling out questionnaires to 30 students regarding media eligibility validation,
material eligibility validation and language eligibility validation, which obtained the highest percentage of 65.5%
indicating that the learning media for developing the quiziz platform is feasible for use in learning, which aims so
that students are more enthusiastic in learning so that learning can be understood by students, and also as a
medium for evaluating students' abilities in learning so that learning objectives are achieved.
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