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ABSTRACT 
This study was conducted to determine the effect of Zep Quiz-based formative assessment on 

students’ interest in learning history. This study is a quantitative experimental study with a 

quasi-experimental design using a pretest-posttest control group design. The sample was 

selected using random sampling, consisting of 54 students from two classes: Class X.3 as the 

experimental class and Class X.2 as the control class. Data on learning interest were collected 

through a questionnaire and analyzed using an independent samples t-test. The results showed 

that the average posttest score for the experimental class was 45,75, which was higher than 

that of the control class, which was 38,96. The results of the hypothesis test showed a 

calculated t-value of 5,912 with a significance level (2-tailed) of < 0,001, indicating a 

significant difference between the two classes. These findings indicate that the Zep Quiz-

based formative assessment tool is effective in influencing students’ interest in learning 

history compared to conventional assessments. Thus, the Zep Quiz has the potential to serve 

as an alternative digital assessment tool that supports technology-based history learning in 

enhancing students’ interest in learning. 
This is an open access article under the CC–BY-SA license. 

 

 

INTRODUCTION 
 Based on Law No. 20 of 2003, the essence of education is defined as a purposeful, well-organized effort to build a 

learning setting that helps students reach their full potential (Pristiwanti et al., 2022). Education, as the foundation of human 

https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index
mailto:itsbeee04@gmail.com
mailto:totokharip@untag-banyuwangi.ac.id
mailto:riztika.widyasari@untag-banyuwangi.ac.id
mailto:itsbeee04@gmail.com
http://creativecommons.org/licenses/by-sa/4.0/


 
Volume 15 No. 3. September 2026              https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index 

 

 

1100 

 

development, plays an important part in forming a generation that is knowledgeable, critical thinkers, and capable of adapting 

to the changing times to face future challenges. Education is inherently dynamic, meaning it will continue to evolve in tandem 

with changes in the environment and the times (Widyaningrum et al., 2025). 

 In today’s digital age, education is not just the transfer of knowledge, but also about adapting to advances in 

information technology. At the heart of education lies a process known as learning. Learning is defined as a form of 

interaction involving the teacher as the conveyor of information or messages and the students as the recipients (Harifa, 2018). 

In learning activities, teachers are essential in designing learning activities that feel purposeful and engaging through various 

innovations so that the learning process runs effectively and objectives are optimally achieved (Lail et al., 2021).  

 All learning activities can integrate technology, including history education. History is a subject that studies past 

events and deals with historical facts (Sari et al., 2024). In practice, history education can be implemented in various ways 

through the use of digital media, ranging from web-based applications to interactive simulations. The use of digital 

technology can provide opportunities to elevate students’ interest in learning (Firmansyah, 2024). In the Kamus Besar Bahasa 

Indonesia (KBBI), interest is defined as a strong inclination toward something, passion, and desire (KBBI, 2025). According 

to Santoso, the concept of interest is closely related to an individual’s emotions, which are reflected in a sense of liking, 

fascination, and enjoyment toward something (Kanusta, 2021). 

 Interest has a considerable affect on learning activities. According to Marimba, interest in learning is essentially a 

student’s inclination toward something because they find it engaging during the learning process, which is generally 

demonstrated by a sense of enjoyment (Ricardo & Meilani, 2017). According to Safari as cited in Sawitri (2023), students’ 

interest in learning can be measured by four aspects or indicators: perasaan senang, ketertarikan siswa, perhatian siswa, dan 

keterlibatan siswa. Interest in learning serves as the primary driver that fosters motivation, creates a more interactive learning 

environment, and enhances the appeal of the learning experience for students. If learning activities do not conform with 

students’ interests, they tend to be reluctant to engage fully in learning, as there is nothing that captures their interest.  

Students’ interest in learning through the use of digital technology is highly relevant and closely linked to the implementation 

of the Merdeka Curriculum, which is student-centered and places a strong emphasis on students. The Merdeka Curriculum 

facilitates learning by integrating digital technology, enabling the learning process to become more interactive, relevant, and 

flexible, and allowing students to learn independently (Tunas & Pangkey, 2024). Regarding the learning process, one 

important aspect is assessment. The learning process and assessment are interrelated and aim to support student success 

(Kamilina, 2024).  

 Assessment is an activity carried out comprehensively throughout the learning process Assessment functions as a 

tool to evaluate and determine the level of learning achievement and providing information to teachers and students that can 

be used as feedback (Rahmawati et al., 2023). Based on their categories, assessments in the Merdeka Curriculum are split 

into three types: diagnostic, formative, and summative assessments. Among these types of assessment, formative assessment 

is a fundamental and crucial form of evaluation. Formative assessment serves as feedback for both educators and students to 

improve the learning process (Kamilina, 2024).  

 Based on preliminary pre-research observations at SMA Negeri Srono, it appears that the history learning process 

tends to lack variety and is not very engaging. One of the causes is the limited variety of interactive media used in both 

learning activities and the assessment process. History teachers at the school still rely on conventional assessment tools such 

as student worksheets, oral tests, and written paper-and-pencil tests as forms of formative assessment for students. These 

findings show that the assessment process, which is still dominated by conventional methods, has not been able to invent an 

engaging learning environment, resulting in students’ low interest in history. Furthermore, this also indicates that the potential 

of digital technology has not been optimally utilized in history instruction at this school.  

 Given these challenges, there is a need for innovation in assessment tools that are designed to be more engaging and 

interactive, thereby boosting students’ interest in learning. This is especially true given that today’s students are highly tech-

savvy. Moreover, according to the Central Statistics Agency (BPS), high school students constitute the generation with the 

highest rate of internet usage in Indonesia, with the highest figure reaching 33.13% (Hakiki, 2025). Digital technology 

provides opportunities to implement more varied and interactive formative assessments through various digital applications 

https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index


 
Volume 15 No. 3. September 2026              https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index 

 

 

1101 

 

(Saekoko et al., 2025). According to Dewi et al. (2021), there are various technologies that can assist teachers in using 

assessment tools. One form of digital technology-based formative assessment is Zep Quiz. 

 As a digital platform, Zep Quiz can be used by teachers to generate interactive quizzes in real time. Using Zep Quiz 

as a formative assessment tool with its engaging, game-based visuals helps create a learning environment that is both 

competitive and enjoyable (Rahayu et al., 2025). With Zep Quiz, teachers can create a variety of question types. Zep Quiz 

also features an automatic leaderboard, as well as various engaging game modes (Widyaningrum et al., 2025). With tools 

like Zep Quiz, formative assessment serves not only as a means of evaluation but also as a way to encourage students to 

become more enthusiastic about the learning process. 

 Previous studies indicate that the interactivity offered by digital quiz apps or platforms is highly effective in 

enhancing the learning process. For instance, a study conducted by Rahmawati et al. (2024) showed that the Kahoot 

assessment tool had a major contribution to improving high school students’ interest in learning history; these results offer a 

solid basis for the effectiveness of game-based quiz tools in history lessons. Another study conducted by Widyaningrum et 

al. (2025) indicated that Zep Quiz successfully created a learning environment that was both enjoyable and competitive, 

which directly led to increased motivation among junior high school students in computer science classes.  

 Although some previous studies have indicated that digital quiz platforms can boost students’ motivation and interest 

in learning, these studies have generally been limited to the use of platforms such as Kahoot or to testing Zep Quiz at various 

school levels for subjects other than history. There are several gaps that have not yet been addressed by previous researchers 

and need to be further explored. No study has specifically examined the effect of Zep Quiz-based formative assessment on 

students’ affective aspects namely, their interest in learning in the context of high school history education. This gap indicates 

that the effectiveness of Zep Quiz in high school history education still requires empirical validation. Therefore, this research 

is urgent and critically important to conduct.  

 By testing Zep Quiz in the context of history classes and focusing on students’ interest in learning, this study 

complements previous research. The novelty of this research is its examination of the use of Zep Quiz as a formative 

assessment tool in high school history classes, as well as its evaluation of its impact on students’ interest in learning. In 

contrast to foregoing studies, which primarily focused on other subjects or different school levels, this research delivers 

concrete proof concerning the use of Zep Quiz in the context of history learning in high school. 

 Based on the background that has been shown above, this research seeks to ascertain the influence of Zep Quiz-

based formative assessment media on the interest in learning history of class X students SMA Negeri Srono. The findings of 

this research are anticipated to provide valuable insights into the effect of Zep Quiz-based assessment media on students’ 

interest in learning, particularly in history classes. Likewise, it is hoped that this study will contribute to history teachers’ 

efforts to develop innovative and creative formative assessment strategies, as well as provide schools with a basis for create 

policy determination as to the utilization and facilitation of learning in the digital age. 

 

METHOD 
 The approach used in this study is a quantitative experimental design with a quasi-experimental design. The 

quasi-experimental design was selected due to the impracticality of randomly assigning individual participants to either 

the experimental or control groups. Therefore, this study utilized pre-existing classes as the research groups. This study 

involved two groups of subjects: the treatment (experimental) group and the comparison (control) group. A pretest-posttest 

control group design was employed. According to Sugiyono (2013), a pretest-posttest control group design involves 

measurements taken before and after the intervention. 

Table 1. Research Design 

 Pretest Treatment Posttest 

Experimental Class O1 X O2 

Control Class O1 - O2 
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Source: Sugiyono (2013) 

Description: 

X = Treatment (Zep Quiz media) 

O1 = Pretest (measurement before treatment) 

O2 = Posttest (measurement after treatment) 

 This study was conducted at SMA Negeri Srono, involving all X class students divided into nine classes as the study 

population. Using random sampling, two classes were randomly selected for this study. Random sampling was used because 

all X classes share relatively homogeneous characteristics based on the school’s class division system. Classes were selected 

at random to minimize potential bias in determining the experimental and control groups. Meanwhile, data collection in this 

study utilized a questionnaire as the primary instrument or measurement tool. The questionnaire in this research was designed 

using a 4-point Likert scale for each statement. The development of this questionnaire was based on indicators of learning 

interest, which included both positive and negative statement items. Data collection for this research was carried out utilizing 

observation, questionnaires, and documentation. The data processing stages after all data were collected included descriptive 

statistics and several tests, such as the homogeneity test, normality test, and hypothesis testing. 

 

RESULT AND DISCUSSION 
Result 

 This research was carried out at SMA Negeri Srono and aims to determining the effect of Zep Quiz-based formative 

assessment media on students’ interest in learning history. The study involved 54 students as the sample, drawn from two 

different classes: Class X.3 (28 students) as the treatment (experimental) group, and Class X.2 (26 students) as the comparison 

(control) group. Both the experimental and control classes had two sessions each during the study period. In the experimental 

class, students received an intervention utilizing a Zep Quiz-based formative assessment tool. In contrast, the control class 

continued without any specific intervention, using conventional paper-based assessment tools. During the core learning 

phase, both classes were taught the same subject matter: “The Era of Islamic Kingdoms in Indonesia.” To ensure the natural 

flow of the teaching and learning environment, the material in both classes was delivered directly by their own subject 

teachers, not by the researchers. This was designed to avoid the Hawthorne Effect a condition in which students alter their 

behavior or performance simply because they are aware they are being observed by a stranger (Syarif et al., 2025). In this 

case, the researcher’s role was limited solely to administering the intervention during the formative assessment activities. 

 In the experimental class, students were provided with the Zep Quiz platform. Students were given individual 

assignments as part of their formative assessment, consisting of questions in the form of an interactive quiz using the Zep 

Quiz platform. During the implementation, the researcher distributed access codes in the form of barcodes to the students, 

which were displayed via a projector; the students then accessed the quiz using their own devices. Students could change 

their names and avatars as they wished, then answered the questions. After completing the quiz, their scores were displayed, 

along with a real-time leaderboard. In the control class, the assessment was conducted conventionally using paper-based 

materials. Students were given individual assignments as their formative assessment, consisting of written test questions on 

paper. In practice, the researcher distributed the paper-based test to the students, who then worked on the questions. After the 

students finished all the questions, their work was collected for grading by the researcher and the teacher, and their scores 

were not given to them immediately. 

Validity and Reliability Test 

 Before the instrument was used, it was necessary to conduct a pilot study to determine its suitability through validity 

(content and item) and reliability tests. The content validity test was based on expert judgment by two experts regarding the 

research instrument, yielding a validity score of 0.64. With this score, the content validity of the instrument met the criteria 

for high validity. Next were the item validity and reliability tests, conducted using SPSS 30. The outcomes of the validity 

test, performed via Pearson’s Product-Moment correlation, showed that out of the 20 statements tested, 14 were valid 

(calculated r > table r) and 6 were invalid. Consequently, these 14 statements were used in the study. Meanwhile, the outcomes 
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of the reliability test with Cronbach’s Alpha for these 14 statements showed a value of 0.882, indicating high reliability and 

falling into the “good” category. Based on these findings, the instrument met the criteria for suitability as a research data 

collection tool. 

Descriptive Statistical Analysis 

 Through this analysis, a detailed description of the collected data is presented. The data presented includes the mean, 

the minimum value, the maximum value, and the standard deviation. 

Table 2. Descriptive Statistics Results 

Variable Statistic Value 

Pretest Experiment Mean 42.25 

 Minimum 33 

 Maximum 54 

 Std. Deviation 5.104 

Posttest Experiment Mean 45.75 

 Minimum 38 

 Maximum 54 

 Std. Deviation 4.385 

Pretest Control Mean 42.38 

 Minimum 32 

 Maximum 53 

 Std. Deviation 5.216 

Posttest Control Mean 38.96 

 Minimum 32 

 Maximum 48 

 Std. Deviation 4.025 

Source: Output SPSS version 30 

 The descriptive statistics data in Table 2 demonstrates that, the experimental class scored an average of 42.25 on the 

pretest, while the average on the posttest was 45.75. The minimum score on the pretest was 33, while the maximum score 

was 54. Meanwhile, on the posttest, the minimum score was 38 and the maximum score was 54. The standard deviation was 

5.104 on the pretest and 4.385 on the posttest. Meanwhile, the mean score for the control class on the pretest was 42.38, 

whereas the mean score on the posttest was 38.96. The minimum score on the pretest was 32, while the maximum score was 

53. On the posttest, the minimum score was 32 and the maximum score was 48. The standard deviation was 5.216 on the 

pretest and 4.025 on the posttest. 

Homogeneity Test 

 The homogeneity test aims to guarantee and ensure that the two groups have equivalent or comparable characteristics 

(Machali, 2018). According to the outcomes of the homogeneity test, it will be determined which group will serve as the 

experimental class and which as the control class. The data used for this homogeneity test consists of pretest questionnaire 

data on students’ learning interest. The homogeneity test was conducted with Levene’s test with the assistance of SPSS 30. 

The basic criterion for this homogeneity test is that if the significance level is higher than 0.05, the groups are considered 

equal or homogeneous. Conversely, if the significance level is lower than 0.05, the groups are considered different or not 

homogeneous. 

Table 3. Homogeneity Test Results 

Variable Basis / Measure Levene Statistic df1 df2 Sig. 
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 Based on Mean  0.014 1 52 .905 

Student Learning Interest Based on Median 0.017 1 52 .896 

 Based on Median 

and with adjusted df 0.017 1 51.490 .896 

 Based on trimmed mean 0.012 1 52 .913 

Source: Output SPSS version 30 

 The findings of the homogeneity test in Table 3 demonstrate that, the significance value for “Based on Mean” was 

0.905. As this value surpasses 0.05, it can be inferred that the two groups selected as the sample are similar or homogeneous. 

This conclusion suggests that the two groups represent the same population and share comparable characteristics concerning 

of their interest in learning prior to receiving the treatment. 

Normality Test 

 A normality test was carried out to guarantee that the research data followed a normal distribution (Machali, 2018). 

The Shapiro-Wilk test was used via SPSS version 30 software. The data used for this normality test consisted of the posttest 

questionnaire data on students’ interest in learning. The basic criterion for this normality test is that if the p-value is above 

0.05, the data can be categorized as normally distributed. Conversely, if the p-value is below 0.05, the data is categorized as 

not normally distributed. 

Table 4. Normality Test Results 

Tests of Normality 

 

Kolmogorov-Smirnova Shapiro-Wilk 

Statistic df Sig. Statistic df Sig. 

Student 

Learning 

Interest 

Posttest Experiment 0,094 28 .200
* 

0,970 28 0,59

2 

Posttest Control 0,136 26 .200
* 

0,959 26 0,36

3 

Source: Output SPSS version 30 

 The findings of the normality test in Table 4 demonstrate that, the significance value (Sig.) obtained using the 

Shapiro-Wilk test for the experimental class’s posttest was 0.592, whereas for the control class’s posttest it was 0.363. These 

values are above 0.05, indicating that the posttest scores suggest the data from both classes are normally distributed. 

Therefore, since the assumption of normal distribution is met, the hypothesis testing can proceed. 

Hypothesis Test 

 After conducting a series of prerequisite tests, which showed that both groups were homogeneous and the data 

followed a normal distribution, the analysis then moved forward with hypothesis testing. Hypothesis testing is a stage that 

allows for a decision to be made namely, whether to reject or accept the hypothesis being tested (Machali, 2018). This test 

employs the Independent Sample t-Test. This test aimed to determine if there were any variations in learning interest among 

students across both classes after the treatment was administered. This hypothesis testing was conducted using SPSS 30. The 

decision rule for this test is that if the significance level is below 0.05, H0 is rejected and H1 is accepted. Conversely, if the 

significance level is greater than 0.05, H0 is accepted and H1 is rejected. The hypotheses formulated for this research are as 

follows:  

(H1): There is an influence of Zep Quiz based formative assessment media on the interest in learning history of class X 

students SMA Negeri Srono. 

(H0): There is no influence of Zep Quiz based formative assessment media on the interest in learning history of class X 

students SMA Negeri Srono. 
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Table 5. Independent Sample t-Test Results 

Variable Assumption 

Levene's Test for 

Equality 

of Variances 

Significance 

t-test for 

Equality of 

Means 

95% Confidence 

Interval of the 

Difference 

  F Sig. t df 

One-

Sided 

p 

Two-

Sided p 

Mean 

Diff. 

Std. 

Error 

Diff. 

Lower Upper 

Student 

Learning 

Interest 

Equal variances 

assumed 
0.438 0.511 5.912 52 < .001 < .001 6.788 1.148 4.484 9.092 

Equal variances 

not assumed 
  

5.931 51.995 < .001 < .001 6.788 1.144 4.492 9.085 

Source: Output SPSS version 30 

 According to the outcomes of the Independent Samples t-Test presented in Table 5, the obtained significance value 

(Sig., 2-tailed) of <0.001. as the results is below 0.05 (<0.001 < 0.05), H0 is rejected and H1 is accepted. Based on the above 

calculations, the calculated t-value was found to be 5.912 with (df) = 52. Meanwhile, the t-table value was recorded at 2.006 

at a significance level of 0.05. This comparison demonstrates that the obtained t-value is higher than the critical t-value (5.912 

> 2.006). Therefore, the hypothesis states that the Zep Quiz-based formative assessment media has an influence on students’ 

interest in learning. These findings confirm that the Zep Quiz media, as a form of treatment, has a substantially influence on 

students’ interest in learning history.  

Discussion 

 This research seeks to investigate and find out the influence of Zep Quiz based formative assessment tools on 

students' interest in learning history. After the experimental class was taught using Zep Quiz, both classes were given a 

posttest questionnaire. The posttest results indicated a change in students’ interest. The control class recorded an average 

score of 38,96, while the experimental class recorded a higher average of 45,75. In the experimental class, students 

demonstrated noticeably higher levels of interest and engagement during the assessment process. According to Rahayu et al. 

(2025), the use of Zep Quiz as a formative assessment tool with engaging, game-based visuals helps create a competitive and 

enjoyable learning environment. 

 This is because the Zep Quiz platform is a gamification-based platform equipped with an automatic leaderboard 

feature, as well as various engaging game modes (Widyaningrum et al., 2025). With a tool like Zep Quiz, formative 

assessment is not only useful as part of evaluation or grading but also as a means to motivate students to learn with greater 

enthusiasm. This aligns with Putri’s view, as cited in Saekoko et al. (2025), that the application of game-based formative 

assessment can increase student participation and significantly reduce student boredom during learning. 

 This contrasts with the control class, which used conventional media, where students were less active and 

enthusiastic while taking the assessment. As noted by Qudsiy (2021), learning activities particularly during the assessment 

process that still rely on conventional media such as written tests are considered less engaging and less memorable for 

students. This is supported by the findings of Rahmawati et al. (2024), who noted that the execution of media in the learning 

and ment processes that is incompatible with students’ needs can easily erode their interest in learning. Therefore, varied and 

innovative media are needed to foster their curiosity and spark new interests. 

 Interest in learning can be demonstrated by students showing a greater inclination or fondness for a particular 

subject, as reflected in their active engagement in teaching and learning activities. This aligns with Kanusta (2021) view that 

students who are interested in a particular subject typically exhibit a high level of engagement with that subject. Conversely, 
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when students are not interested in learning, they will not learn optimally because there is nothing interesting to motivate 

them. 

 The findings of this research are consistent with Safari’s theory of learning interest as cited in Sawitri (2023), which 

states that learning interest can be observed through four indicators: perasaan senang, ketertarikan siswa, perhatian siswa, 

dan keterlibatan siswa. The increase in these four indicators suggests that the use of Zep Quiz not only influences students’ 

cognitive development but also fosters and strengthens the affective aspect specifically, learning interest due to a more 

engaging learning experience. 

Figure 1. Bar Chart Average of Learning Interest Indicators 

 
Source: Personal Document 

 Based on the averages for each learning interest indicator presented in Figure 1, the results clearly show that the 

experimental class performed better on all learning interest indicators used. For indicator 1) Sense of enjoyment, the 

experimental class achieved an average of 13.39, whereas the control class scored 10.88; 2) Student interest, the experimental 

class scored 6.79, while the control class scored 5.62; 3) Student attention: 8.32 for the experimental class and 7.92 for the 

control class; and 4) Student engagement: 17.25 for the experimental class and 14.54 for the control class.  

 On the indicator of perasaan senang, the average score in the experimental class recorded a higher than in the control 

class. This denotes that the Zep Quiz-based formative assessment tool can provide a more enjoyable assessment experience 

compared to conventional assessments. This is because Zep Quiz incorporates gamification elements such as attractive 

visuals, a game-like atmosphere, and a leaderboard feature, which offer a different experience compared to paper-based tests. 

As a result, students no longer view assessments as a stressful experience, but rather as an pleasant learning process. 

This aligns with Safari’s theory of learning interest, which states that feelings of joy are one indicator of learning interest. 

When students experience positive emotions during the learning process or assessments, they tend to enjoy the learning 

process more and show greater interest in the subject matter in this case, history. In addition, Zep Quiz also provides 

immediate feedback, allowing students to feel a sense of satisfaction from seeing the results of their work right away. This 

differs from conventional assessments, where feedback is typically provided only after the teacher has completed the grading 

process. 

 In terms of ketertarikan siswa, the experimental class also recorded a greater average score than the control class. 

This improvement is due to the characteristics of Zep Quiz, which presents assessments in the form of interactive quizzes, 

thereby capturing students’ attention from the beginning to the end of the assessment activity. The variety of features such 

as avatars, game mode options, engaging visuals, and leaderboards makes the assessment activity feel more varied compared 

to the use of conventional worksheets. 

 According to Safari’s theory of learning interest, interest is a motivator that makes a person feel drawn to an object, 

activity, or experience that leaves a positive impression. This interest arises because students have an assessment experience 
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that differs from the usual one. As a generation accustomed to using technology, they tend to be more easily drawn to learning 

activities that utilize interactive media rather than conventional media. Therefore, the utilization of Zep Quiz serves not only 

as an assessment tool but also as a catalyst that can foster students’ interest in learning history. 

 Regarding the perhatian siswa indicator, the experimental class also achieved a higher average score than the control 

class. This indicates that the use of Zep Quiz can help students maintain their concentration throughout the assessment 

process. Because questions are presented gradually via a digital device, students are better able to focus on answering them, 

and the interactive interface also encourages them to stay focused. Unlike conventional assessments that present a set of 

questions on paper, Zep Quiz creates a more interactive atmosphere, keeping students’ attention engaged until the end of the 

activity. 

 Based on Safari’s theory of learning interest, which states that attention is a person’s focus on an object, and that 

students who are interested in that object tend to devote far greater attention to it. In this context, the use of Zep Quiz creates 

an interactive learning environment, thereby helping to maintain students’ attention throughout the activity. Meanwhile, 

conventional assessments typically lack the visual stimuli and interaction needed to maintain students’ attention. 

In terms of keterlibatan siswa, the experimental class recorded a greater average score than the control class. This indicates 

that the use of Zep Quiz can foster student engagement during the assessment process. Unlike conventional assessments, 

which tend to be individual and passive, Zep Quiz creates a competitive atmosphere through its leaderboard feature and real-

time feedback. These features foster healthy competition, encouraging students to answer questions with greater enthusiasm. 

Additionally, the real-time display of results allows students to track their standing and progress, which can motivate them 

to remain engaged throughout the assessment. 

 Based on Safari’s theory of learning interest, which states that student engagement is a form of active participation 

in activities that interest them. When students are interested in a subject, they tend to be motivated to become directly involved 

in activities related to that subject. If students feel challenged, have an enjoyable learning experience, and receive immediate 

feedback, their tendency to participate will increase. Therefore, using Zep Quiz as a formative assessment tool can foster 

student engagement in history learning more effectively than conventional assessments. 

 Overall, the Zep Quiz-based formative assessment tool has been found to positively influence students' interest in 

learning in a range of aspect. This indicates that the implementation of the Zep Quiz-based formative assessment tool is not 

only useful as a learning evaluation tool but can also invent a more engaging, interactive, and enjoyable learning atmosphere. 

Based on Safari’s theory of learning interest, these four indicators are interrelated: enjoyment of an activity fosters interest, 

which in turn leads students to pay closer attention, thereby increasing their engagement in learning activities.  

 Furthermore, according to the analysis findings, the data evidence that the Zep Quiz-based formative assessment 

tool has a notable effect on students’ interest in learning. The determination of whether or not there is an effect in this research 

is based on the outcome of hypothesis testing (t-test). Based on the outcome of the hypothesis test (t-test) using an Independent 

Samples t-Test, it was found that the calculated t-value was 5.912 with a significance level (Sig., 2-tailed) of < 0.001. This 

indicates that the t-test value is significantly below 0.05 (< 0.001 < 0.05); therefore, H0 is rejected and H1 is accepted. 

Therefore, that outcome suggest a significant dissimilarity among the two groups studied. Consequently, it can be stated that 

the Zep Quiz-based formative assessment media influences students’ interest in learning.  

 These findings align with the results of a research by Widyaningrum et al. (2025), which showed that the 

implementation of Zep Quiz an interactive, game-based learning tool can boost students’ motivation to learn. This increase 

stems from the fact that Zep Quiz fosters an enjoyable and competitive learning environment, resulting in heightened student 

enthusiasm during lessons. Furthermore, its interactive and visually engaging features, combined with a variety of game 

modes, have proven effective in boosting students’ motivation to learn. A key similarity with this study lies in the use of Zep 

Quiz, which incorporates gamification elements such as leaderboards, real-time scoring, and visually appealing, interactive 

displays making it effective in encouraging student participation throughout the learning process.  
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 Nevertheless, there is a fairly fundamental difference between this study and that one. That study focused on efforts 

to improve junior high school students’ motivation to learn in computer science, whereas this study examined high school 

students’ interest in learning history. The differences in the variables tested, educational level, and subject context indicate 

that this research expands the empirical insights into the impact of Zep Quiz not merely as a game-based learning medium 

but also as a formative assessment tool in history lessons. Thus, this study reinforces the findings of Widyaningrum et al. 

(2025) namely that the integration of gamification elements in Zep Quiz has a positive impact on students’ affective aspects, 

even when applied to different variables, subjects, and educational levels. 

 Furthermore, these findings are also aligned with the results of a research by Rahmawati et al. (2024), which 

demonstrated that the implementation of Kahoot-based assessment tools significantly influences students’ interest in learning 

history. This effect stems from the use of technology-based assessment tools presented in the form of a game specifically, 

Kahoot. As an application, Kahoot can increase student engagement during learning activities. This is because Kahoot’s 

features and its use in the classroom help create an enjoyable learning environment. The similarities between this study and 

the aforementioned study include the fact that both examined high school students and both focused on learning interest. 

Additionally, both studies utilized interactive digital assessment tools to transform the evaluation process into a more 

engaging learning activity.  

 Both Kahoot and Zep Quiz offer assessments that function beyond merely evaluating academic performance but 

also create a learning environment that can boost student enthusiasm during the evaluation process. However, there is a 

difference between this study and that study. That study used Kahoot, whereas this study used Zep Quiz as the evaluation 

medium. This difference in assessment tools indicates that the effectiveness of digital assessments is determined not only by 

the type of platform used but also by its interactivity in providing an enjoyable learning experience. Thus, this study not only 

supports the findings of Rahmawati et al. (2024) but also reinforces the evidence that digital assessment tools serve as viable 

alternative for boosting high school students’ interest in learning history.  

 Thus, the outcomes of this research align with and strengthen several foregoing findings that digital-based formative 

assessment tools, such as Zep Quiz, have an impact and are capable of fostering students’ interest in learning, including in 

history. Assessment activities that incorporate interactive digital technology and integrate gamification elements will generate 

a sense of enjoyment and interest among students, thereby increasing both their attention and engagement. Referring to the 

opinion of Saekoko et al. (2025), digital technology provides opportunities to implement more varied and interactive 

formative assessments through various digital application platforms.  

 Furthermore, these results underscore the importance of utilizing digital technology and encourage teachers to 

implement innovative learning or assessment tools such as Zep Quiz or other similar tools that are relevant to the needs of 

today’s digital-generation students. This study has several limitations. First, the intervention was administered over only two 

sessions, so it cannot yet illustrate the long-term impact of using Zep Quiz. Second, this study measured only the affective 

aspect namely, students’ interest in learning rather than its influence on cognitive or other aspects. Therefore, future research 

is expected to provide a longer intervention period and test other variables to obtain a stronger picture of the effectiveness of 

Zep Quiz as a learning assessment tool. 

 

CONCLUSION 
 According to the outcomes from the data analysis and the discussion presented above, it can be inferred that the Zep 

Quiz-based formative assessment tool has a notable influences on students’ interest in learning history. The use of Zep Quiz 

as a formative assessment tool can create the assessment process more entrancing and pleasing. This fosters increased 

enjoyment, interest, concern, and student engagement in learning. These findings indicate that gamified digital assessments 

are not merely tools for evaluating learning but also support the creation of a more meaningful learning atmosphere and foster 

students’ interest in learning. This study offers practical implications for history teachers by demonstrating that Zep Quiz or 

other similar tools can be utilized as alternative technology-based formative assessment tools. Such use can lead to more 
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innovative and student-centered learning. Furthermore, the outcomes of this research amplify the use of digital technology in 

implementing history instruction in line with the Merdeka Curriculum and the learning needs of the current era. This study 

opens the door for future research that could expand the use of Zep Quiz by examining not only students’ interest in learning 

but also its impact on other aspects such as learning motivation, learning outcomes, and historical thinking skills. Further 

research is also recommended to apply Zep Quiz to different history topics and to involve students from various educational 

levels to gather a more detailed and thorough perspective on how effective Zep Quiz. Thus, Zep Quiz-based formative 

assessment tools have tremendous potential to be developed in various learning contexts to enhance the quality of education 

in today’s era of digital advancement.  
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