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The results also showed a significant difference before and after using Quizizz.
Further, the experimental and control groups were significantly different in post-test
performance. Those who used Quizizz had a significantly higher score. Thus, it can be
concluded that Quizizz effectively improves mathematical performance. Moreover,
students provided both positive and negative responses in learning using Quizizz. It is

then recommended that Quizizz may be embedded in instruction, especially in modular

modality.
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