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Abstract

The ability to think creatively for students is very important in the era of global competition, as the complexity of
problems in all aspects of modern life is increasing. This study aims to analyze the influence of using Quizizz,
digital literacy, and gender on students' creative thinking abilities. Method: quantitative method with multiple
regression analysis. Data collection through tests and questionnaires. Results: (1) The use of Quizizz has a
positive and significant effect on the creative thinking ability of sixth-grade students at SDN Jatipulo 03 Jakarta;
(2) Digital literacy has a positive and significant effect on the creative thinking ability of sixth-grade students at
SDN Jatipulo 03 Jakarta; (3) Gender does not have an effect on the creative thinking ability of sixth-grade
students at SDN Jatipulo 03 Jakarta; (4) The use of Quizizz, digital literacy, and gender simultaneously have a
positive and significant effect on the creative thinking ability of sixth-grade students at SDN Jatipulo 03 Jakarta.

Keywords: The use of Quizizz, Digital Literacy, Gender, Creative Thinking Skills.

Pengaruh Penggunaan Quizizz, Literasi Digital, dan Gender
terhadap Kemampuan Berpikir Kreatif Peserta didik
Sekolah Dasar Negeri Jatipulo 03 Jakarta

Abstrak

Kemampuan berpikir kreatif bagi siswa merupakan hal yang sangat penting dalam era persaingan global, sebab
tingkat kompleksitas permasalahan dalam segala aspek kehidupan modern semakin tinggi. Penelitian ini
bertujuan untuk menganalisis pengaruh penggunaan quizizz, literasi digital, dan gender terhadap kemampuan
berpikir kreatif siswa. Metode: metode kuantitatif dengan analisis regresi berganda. Pengumpulan data melalui
tes dan kuesioner. Hasil: (1) Penggunaan quizizz memiliki pengaruh positif dan signifikan terhadap kemampuan
berpikir kreatif peserta didik kelas VI SDN Jatipulo 03 Jakarta; (2) Literasi digital memiliki pengaruh positif dan
signifikan terhadap kemampuan berpikir kreatif peserta didik kelas VI SDN Jatipulo 03 Jakarta; (3) Gender tidak
memberikan pengaruh terhadap kemampuan berpikir kreatif peserta didik kelas VI SDN Jatipulo 03 Jakarta; (4)
Penggunaan quizizz, literasi digital, dan gender memiliki pengaruh positif dan signifikan secara simultan terhadap
kemampuan berpikir kreatif peserta didik kelas VI SDN Jatipulo 03 Jakarta.

Kata kunci: Penggunaan Quizizz, Literasi Digital, Gender, Kemampuan Berpikir Kreatif.
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INTRODUCTION

As time progresses and the development of science and technology, future challenges
will continue to change and competition will become increasingly fierce. Now Indonesia is
entering 21st century education and industrial revolution 4.0 and will even move towards
society 5.0. This condition is characterized by rapid developments in the field of internet
technology. To respond to these conditions, it needs to be balanced with competent
competencies and skills, one of which is creative thinking.

Creative thinking is a whole series of cognitive activities used by individuals according
to objects, certain conditions and problems as a solution effort based on individual capacity
(Birgirli, 2015). (Guilford, 1973) sees creative thinking as a type of divergent thinking.
(Guilford, 1973) further put forward two ways of thinking, namely convergent and
divergent thinking. Convergent thinking is an individual's way of thinking about something
with the view that there is only one right answer. Meanwhile, divergent thinking is an
individual's ability to look for various alternative answers to problems.

Increasing creative thinking has now become a priority in learning. In the era of global
competition, the ability to think creatively becomes important for students as problems
become increasingly complex in every aspect of modern life. In addition, creative thinking
is classified as a higher level competency and can be considered a continuation of basic
learning skills (Mursidik et al., 2015).

Many classroom lessons still emphasize student understanding without involving
creative thinking abilities (Siswono, 2018). This is supported by students who are not given
the opportunity to find answers and methods that are different from those taught by their
teachers. Apart from that, teachers' motivation and ability to foster students' creativity and
creative thinking in the learning process is still lacking.

In the 21st century, social activities have been mediated through digital facilities such
as email, newsgroups, message boards, internet telephony, chat rooms, instant messaging,
and digital video conferencing, making digital-enabled communities a way of life. Not only
is the social community growing, the internet also offers unlimited information. Science and
technology are developing so rapidly that they can influence all aspects of life. With the
rapid development of information and communication technology (ICT) in this digital era,
the competencies required are basically different from previous eras (Delgado et al., 2018).

The use of technology in learning activities at school can help students to further
explore their experiences in solving learning problems quickly, easily and funly. Teachers
facilitate students to use technology in learning through exercises or assessments in a fun
way, namely using media in the form of applications or web tools, one of which is Quizizz.

The Quizizz application is a game-based educational application, which brings
multiplayer activities to the classroom and makes classroom practice interactive and fun
(Eka & Nugraha, 2021). As an assessment medium, Quizizz has advantages and
disadvantages. The advantage of Quizizz is that it can be accessed anytime and anywhere
with adequate internet support. Quiziz has a very attractive appearance and is easy to create
and play as a learning medium, as well as increasing students' attention and focus in
learning (Eddy et al., 2020).

One of the literacies that humans must master is digital literacy. Digital literacy is able
to develop students' creative thinking abilities (Nasrullah et al., 2017). Good digital literacy
is needed not only to take advantage of the digitalization of almost all aspects of life, but also
to reduce exposure to risks and threats in everyday digital environments related to device
protection, personal data protection and privacy, and health and well-being (Reichert et al,,
2021). The current development of digital media and information technology provides
challenges for users in accessing, selecting and utilizing information and the ability to search
for this information requires the accuracy and quality of the information obtained by the
user. The importance of digital literacy needs to be instilled in students from an early age.
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METHODS

The design used in this research is a quantitative research design with multiple linear
regression analysis. Multiple linear regression analysis in this research was carried out to
analyze the influence of the independent variable on the dependent variable either partially
or simultaneously. The form of this research is quantitative research with a survey method,
where data collection is carried out using tests and questionnaires.

FINDINGS AND DISCUSSION

The data in this study were obtained from the results of tests and surveys conducted
by 60 sixth grade students of SDN Jatipulo 03 West Jakarta. Data were collected directly at
the research location. The test was conducted via Quizizz, while the survey was conducted
via Google Form. Data collection was conducted from November 6-10, 2023. After checking
the results of the survey and test, all respondents filled in completely. This means that the
data collected for analysis was 60 data.
1. Respondent Characteristics

Respondents in this study were dominated by male respondents, namely 31 people
(52%). While female respondents were 29 people (48%).
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Figure 1. Respondents’ Knowledge of Digital Devices
Source: (Data Processing Results, 2024)

Based on the image above, it can be seen that on average students have good
knowledge about digital devices. More than 88% of respondents know about technology
and digital devices and their use.

2. Descriptive Statistics
a. Creative Thinking Ability
The creative thinking ability test conducted on 60 students consisted of 15 items
summarized in 4 dimensions. The average results of the creative thinking ability test
of students are as follows.

Table 1. Average Score of Students' Creative Thinking Skills

Dimensi Skor Rata-Rata Kriteria
Berpikir Luwes 61.67 Cukup Kreatif
Berpikir Merinci 49.58 Kurang Kreatif

Berpikir Lancar 61.67 Cukup Kreatif
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Berpikir Asli 51.04 Cukup Kreatif
Rata-Rata Kemampuan Bepikir 55.99 Cukup Kreatif
Kreatif

Based on Table 1, the average creative thinking ability of grade VI students at SDN
Jatipulo Jakarta is 55.99 with a fairly creative category. This shows that students’
ability to reason or imagine to solve problems is quite creative and needs
improvement. The detailed thinking dimension has the lowest average in creative
thinking ability, which is 49.58 with a less creative category. This shows that students’
capacity to grow or expand ideas in more detail needs to be developed. The highest
average creative thinking ability is the flexible thinking dimension, which is 61.67
with a fairly creative criterion. This shows that students' ability to be able to think of
more than one answer in solving problems is quite high.

b. Use of Quizizz
The use of quizizz consists of three dimensions, namely ease of use, peer coaching,
and technology engagement. The description of the variables of use of quizizz is
explained as follows:

Table 2. Description of Average Answers for Using Quizizz

Dimensi No Item Rata-rata

1 4.43
2 3.97

easy of use 3 437 4,12
4 4.08
> 3.75
6 4.02
7 4.20

peer coaching 8 407 4,07
9 4.23
10 3.83
11 4.22
12 3.77

technology engagement 13 355 3.83
14 3.47

15

4.15
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Dimensi No Item Rata-rata

Rata-Rata 401
Source: (Data Processing Results, 2024)

The average answer of respondents on the variable Use of Quizizz is 3.29. The
highest average is the easy of use dimension of 4.12 and the lowest average is the
technology engagement dimension of 3.82. The easy of use dimension consists of 5
indicators, with the highest average being indicator item number 1, namely the
statement "I understand how to use the quizizz application for learning assessment".
This means that the average respondent has an understanding that quizizz is an
application for conducting evaluations in learning. The lowest average is indicator
item number 5, namely the statement "I always work on the assessments given by the
teacher using Quizizz". This shows that there are still respondents who do not work
on assessments through quizizz. The peer coaching dimension consists of 5
indicators. Indicator with item number 9 has the highest average of 4.23, namely the
statement "I usually discuss learning using the Quiziz application” this shows that
respondents use quizizz to discuss learning. The lowest average is indicator item
number 10 of 3.83, namely the statement "I enjoy using the quizizz application for
learning assessment". This shows that not all respondents are happy to use quizizz
for assessment.

The technology engagement dimension consists of 5 indicators. Indicator with
item number 11 has the highest average of 4.22, namely the statement "Assessment
is more effective when wusing the quizizz application compared to
conventional /written" this shows that the average respondent agrees that quizizz can
be more effective than conventional. The lowest average is indicator item number 14
of 3.47, namely the statement "Questions presented through the quizizz application
are easy to read". This shows that not all respondents understand the questions
presented in the application.

c. Digital Literacy
Digital literacy consists of dimensions of access, ability, practice, and attitude. The

description of the digital literacy variables is explained as follows.

Table 3. Description of Average Digital Literacy Answers

Dimensi No Item Rata-rata
1 2.65
2 3.33
Menemukan dan 3 3.38
mengonsumsi konten 4 3.38 3.26
digital 5 3.30
6 3.33
7 3.43
8 3.07
9 3.23
Membuat konten digital 10 3.22 3.25
11 3.25
12 3.30
13 3.30 3.34
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Dimensi No Item Rata-rata
14 3.35
Berkomunikasi atau 15 3.43
berbagi konten digital 16 3.33
17 3.28
Rata-Rata 3.27

Source: (Data Processing Results, 2024)

The average respondent’s answer to the digital literacy variable was 3.27. The
highest average was the Communicating or sharing digital content dimension of 3.34
and the lowest average was the Creating digital content dimension of 3.25.

3. Hypothesis Testing
a. Multiple Linear Regression Equation
Multiple regression analysis in this study was conducted to prove the effect of
digital literacy and gender variables on creative thinking skills partially or
simultaneously. The multiple linear regression equation in this study is as follows:

Y=a+blX1 +b2X2 + b3X3

Description:

Y= Creative Thinking Skills
a = Constant value

b =regression coefficient
X1 = Use of Quizizz

X2 = Digital Literacy

X3 = Gender

Table 4. Regression Coefficient Test Results

Coefficients2
Unstandardized Standardized
Coefficients Coefficients
Model B Std. Error Beta t Sig.
1 (Constant) 14.614 1.695 8.622 .000
Penggunaan 146 072 263 2.043 046
Quizizz
Literasi Digital .363 126 .369 2.883 .006
Gender 421 498 .105 .846 401

a. Dependent Variable: Berpikir Kreatif

Based on the results of Table 4, the form of the multiple regression equation is as
follows:

Y =14.614 + 0.146X1 + 0.363X2 + 0.421X3

The explanation of the multiple linear regression equation above is as follows:

1. The constant value (a) is 14.614 which is a constant value which means that if there
is no use of quizizz, digital literacy and gender or if X1, X2 and X3 are 0, then the
creative thinking ability of students is worth 14.614.
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2. The regression coefficient of the use of quizizz (X1) is 0.146, meaning that if the use
of quizizz (X1) increases by one unit, the creative thinking ability of students (Y)
will increase by 0.146 units assuming that other independent variables have a
fixed value. The coefficient is positive, meaning that there is a positive relationship.
The higher the use of quizizz, the greater the creative thinking ability of students.

3. The regression coefficient of digital literacy (X2) is 0.363, meaning that if digital
literacy (X2) increases by one unit, students' creative thinking ability (Y) will
increase by 0.363 units assuming other independent variables remain constant.
The coefficient is positive, meaning that there is a positive relationship. The higher
the digital literacy, the greater the students' creative thinking ability.

b. Correlation and Determination Test

To measure the magnitude of the relationship between the independent variable
(X) and the dependent variable (Y), a correlation test is carried out, which is indicated
by the magnitude of the correlation coefficient (R). To measure the magnitude of the
influence of the independent variable (X) on the dependent variable (Y), a
determination test is carried out, which is indicated by the magnitude of the Adjuster
R Square (R2) value. The results of the correlation and determination tests are shown
in the following table.

Table 5. Results of Correlation and Determination Tests
Model Summary

Adjusted R Std. Error of the
Model R R Square Square Estimate
1 493 154 109 1.77969
a. Predictors: (Constant), Gender, Literasi Digital, Penggunaan Quizizz

Source: (Processed Data SPSS Output, 2024)

Based on Table 5, the correlation coefficient (R) is 0.493 or 49.3%, which means
that there is a moderate relationship (because it is in the interval 0.400-0.599)
between the independent variables consisting of the use of quizizz, digital literacy and
gender with students' creative thinking skills. And the R Square value is 0.154 or
15.4%, which means that the independent variables consisting of the use of quizizz,
digital literacy and gender contribute 15.4% to the variable of students' creative
thinking skills. While the rest (100% -15.4% = 84.6%) is explained by other variables
outside this study.

The Effect of Quizizz Use on Creative Thinking Skills

The results of the study indicate that the use of quizizz has a positive and significant
effect on creative thinking skills. This is evidenced by the t-test value of 2.043 which is
greater than the t-table of 1.67 with a significance level of 0.046 which is smaller than 0.05.
The regression coefficient of the use of quizizz is 0.146, meaning that if the use of quizizz
increases by one unit, the creative thinking skills of students will increase by 0.146 units
with the assumption that other independent variables have a fixed value. The coefficient is
positive, meaning that there is a positive relationship. The higher the use of quizizz, the
greater the creative thinking skills of students.

The Effect of Digital Literacy on Creative Thinking Skills
The results of the study indicate that digital literacy has a positive and significant effect
on creative thinking skills. This is evidenced by the t-test value of 2.883 which is greater
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than the t-table of 1.67 with a significance level of 0.006 which is smaller than 0.05. The
digital literacy regression coefficient is 0.363, meaning that if digital literacy (X2) increases
by one unit, students' creative thinking skills (Y) will increase by 0.363 units assuming that
other independent variables remain constant. The coefficient is positive, meaning that there
is a positive relationship. The higher the digital literacy, the greater the students' creative
thinking skills.

The results of this study are in line with the research of (Astalini et al., 2022; Kesici,
2022) which stated that digital literacy has a statistically significant and positive effect on
creative thinking. This finding also strengthens the study of (Rizal et al., 2021) which states
that creative thinking skills can be developed through digital literacy.

(Tabieh et al.,, 2021) stated that the application of digital literacy can help students
acquire creative thinking skills consisting of fluency, flexibility, and originality. Based on the
characteristics of respondents regarding knowledge of digital devices, more than 88% of
respondents know about technology and digital devices and their uses. This shows that the
use of digital technology in the environment of SDN Jatipulo 03 Jakarta is already high.
However, the use of digital devices has not been maximized to carry out literacy in learning.

The average creative thinking ability of grade VI students at SDN Jatipulo Jakarta is the
average creative thinking ability of grade VI students at SDN Jatipulo Jakarta is 55.99 with a
fairly creative category. This shows that students' ability to reason or imagine to solve
problems is quite creative and needs improvement. The detailed thinking dimension has
the lowest average in creative thinking ability, which is 49.58 with a less creative category.
This shows that This shows that students' capacity to grow or expand ideas in more detail
needs to be developed. The highest average creative thinking ability is the flexible thinking
dimension, which is 61.67 with a fairly creative criterion. This shows that students' ability
to be able to think of more than one answer in solving problems is quite high. By increasing
students' digital literacy both in the school and home environments, it is hoped that it can
improve students' creative thinking abilities.

Digital literacy is described as more than just mastery of technological skills
(Goodfellow, 2011). It always includes critical and creative thinking, and the use of problem-
solving skills in a technological environment.

The Influence of Gender on Creative Thinking Ability

The results of the study indicate that gender does not have a positive and significant
effect on creative thinking ability. This is evident from the t-value of 0.846 which is smaller
than the t-table of 1.67 with a significance level of 0.401 which is greater than 0.05. The
gender regression coefficient of 0.421 means that if gender increases by one unit, the
creative thinking ability of students (Y) will increase by 0.421 units assuming other
independent variables remain constant.

The results of this study strengthen the research of (Astra et al., 2022; Suprapto et al,,
2018) which show that there is no influence of gender on students' creative thinking ability.
The findings of this study contradict the opinion of (Matud et al., 2007) which states that
there is a statistically significant interaction between gender and creative thinking ability.
(Amir, 2013) also stated that students' creative thinking abilities differ according to gender.
Male students have lower creative thinking skills than female students.

Gender differences in creative thinking are very minimal and depend on education
level; men with primary or secondary education were found to have higher scores than
women with the same level of education (Matud et al., 2007).

The Effect of Simultaneous Use of Quizizz, Digital Literacy, and Gender on Creative
Thinking Skills

The results of the study showed that, simultaneously, the use of quizizz, digital literacy,
and gender had a positive and significant effect on students' creative thinking skills.
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CONCLUSION
Based on the results of the analysis and discussion, the conclusions in this research are
as follows:

1. The use of quizizz has a positive and significant influence on the creative thinking
abilities of class VI students at SDN Jatipulo 03 Jakarta. The higher the level of students'
use of quiziz, the students' creative thinking abilities will also increase.

2. Digital literacy has a positive and significant influence on the creative thinking abilities
of class VI students at SDN Jatipulo 03 Jakarta. The higher the digital literacy, the
students' creative thinking abilities will also increase.

3. Gender has no influence on the creative thinking abilities of class VI students at SDN
Jatipulo 03 Jakarta.

4. The use of quizizz, digital literacy, and gender have a positive and significant influence
simultaneously on the creative thinking abilities of class VI students at SDN Jatipulo 03
Jakarta.
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