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Abstract: In the 21st century, students have not utilized technology well. They are used to using cell phones primarily for
entertainment, such as playing online games. They have not fully utilized technology for education, which can develop their digital
literacy. Thus, they lack digital literacy. This study aimed to analyze digital literacy using an educational application named “Quizziz”
in the Civic Education course. The respondents were 106 1st-semester students taking the Civic Education course. The data were
obtained using a questionnaire containing 20 written statements and responses via Google Forms. The average and the AAL
(Average Achievement Level) were calculated and categorized according to the category table for data analysis. This study revealed
that the total average of 4 digital literacy competencies was 4.37 with an AAL of 87.4%, which was categorized as good. This shows
that using Quizizz in the Civic Education course can positively affect the digital literacy of the Elementary School Teacher Education
Study Program of STAHN Mpu Kuturan. This research contributes knowledge about using technology-based learning to improve
students' digital literacy.

Keywords: civic education course; digital literacy; quizizz application

Recommended citation: Dewi, N. P. C. P., Wulandari, G. A. A, Dewi, M. S. A,, Artini, N. P. J., Paragae, I. G. A. P. N. S., & Dikta, P. G. A.
(2025). Analysis of Digital Literacy Through the Quizizz Application in Civic Education Course. Journal of Innovation in Educational and
Cultural Research, 6(1), 164-175.

INTRODUCTION

A country's education quality significantly influences the quality of its human resources (HR) (Igbal et
al., 2023; Amjad et al., 2021). Education is a conscious effort to improve the quality of a person by providing a
specific learning environment that enables the students to develop their character, competencies, and potentials
needed by them as individuals as well as a part of society or nation (Widyanti et al., 2020; Munna & Kalam,
2021). Since 2020, the Ministry of Education, Culture, Research and Technology of Indonesia has released an
independent curriculum, namely the Merdeka Curriculum (Ndari et al., 2023; Syahrir et al., 2024), which has
impacted the quality of education, covering the learning strategies, learning administration, and student learning
processes (Diez et al., 2020). The curriculum encourages Indonesian students to behave and have global
competence following the values of Pancasila, which are elaborated in the Pancasila Student Profile and stated
in the curriculum (Nurjannah, 2024). The Pancasila Student Profile is one of the most prominent components
of its implementation to make the students have noble morals, think critically, become autonomous, become
imaginative, become collaborative, and become famous throughout the world (Zakso et al., 2022; Widana et
al., 2023; Hamdi et al., 2024; Vebrianto et al., 2024). Those six things indicate the Pancasila Student Profile
(Rusmini et al., 2021). The Pancasila Student Profile is not only applied to national education policies but is also
intended as a guideline for learning in smaller learning environments (Jaya, 2023; Sobirin et al., 2023; Zuriah
et al., 2024). It provides autonomy in learning based on preferences and areas of interest while maintaining a
focus on character education (Zuhroh, 2023; Dewi et al., 2024; Wahyuningsih et al., 2024).

The 2018 Programme for International Student Assessment (PISA) study report released in March 2019
revealed that Indonesian education has led to the low ability of students in reading skills, science, and
mathematics. Indonesia scored relatively low, placed 74th out of a total of 79 countries assessed. Meanwhile,
based on the United Nations Educational, Scientific and Cultural Organization (UNESCO) report in 2016, from
61 countries, Indonesia was placed in the 60th rank (Solihin, 2020). Based on the survey conducted by the
Ministry of Communication and Digital Republic of Indonesia (Ririen & Daryanes, 2022). Indonesia's digital
literacy skills received a moderate score of 3.47. If viewed more specifically for each sub-index, information and
data literacy, communication and collaboration, security, and technological capabilities are still below 4 (good
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category). The research results of Ririen and Heriasman (2021) revealed that technology, especially
smartphones, has been used for non-educational purposes, such as playing games or browsing social media,
for an average time of more than 5 hours a day. They also use social media irresponsibly by sharing their
personal information, sharing and receiving hate speech, as well as getting hoax news. In addition, it is also
difficult for them to manage the information on social media. In addition, Nahdi and Jatisunda (2020) found
that sources from the internet were used as references for academic assignments without paying attention to
the sources. Several studies also have been conducted on students' digital literacy, who studied prospective
biology teachers’ digital literacy, found that it was classified as moderate, while the level of student ability was
low for the indicator of utilizing technology in distinguishing valid or invalid sources. Nahdi and Jatisunda (2020),
through their study, showed that students’ internet skills were categorized as basic. Although they can search,
retrieve, and use information from the internet effectively, they still cannot identify the information types. Some
research also reported that as internet users, students do not possess good abilities in processing and sorting
the information they get. These data show that Indonesia has a low level of literacy awareness. Technology in
the 21st century has not been utilized well by the students. They are used to using cell phones primarily for
entertainment, such as playing online games. They have not fully utilized technology for education, which can
develop their digital literacy. Thus, they lack digital literacy. Nowadays, much information is available online,
especially regarding science information. However, due to the low ability of students to learn digital literacy,
they cannot utilize the technology optimally. Using digital platforms is essential for them to develop their skills
and abilities regarding digital literacy. Technological developments make students think creatively and critically
and access learning content to support the learning process so that the learning goals can be achieved.

Digital literacy is the understanding and ability to utilize digital media and networks, create information,
evaluate, find, and utilize it appropriately (Nasrullah et al., 2017; Intaniasari & Utami, 2022). Digital literacy is
using and understanding the information presented in digital sources and utilizing digital media information
technology effectively and efficiently in academics and everyday life (Saputra & Siddig, 2020). Digital literacy is
the ability possessed by individuals to use technology or access information through electronic devices, as well
as write clear information on digital platforms (Syah et al., 2019; Rina et al., 2020). It can increase individual
knowledge and skills to write, read, count, speak, or solve problems at school or in their daily lives by utilizing
available technology (Rizal et al., 2019; Santoso et al., 2019). It is crucial in 21st-century education (Hufad et
al., 2019) and needs to be possessed by students (Putra et al., 2023). To enhance digital literacy, students must
be critical in consuming digital information concerning the rapid development of information on the internet
(Syah et al., 2019; Anggini & Rodliyah, 2020). Digital literacy is crucial to counteracting fake news and supporting
positive changes in beliefs, actions, and thoughts regarding social media use (Rusydiyah et al., 2020;
Nurfauziyah et al., 2023).

The mastery of digital literacy is also required in the Civic Education course. Since this subject prepares
the students to comprehend the rights and obligations of citizens of the nation and global citizens by presenting
knowledge of global issues, culture, institutions, and international systems, technology is crucially needed in
presenting information on this subject. Technology provides various platforms and tools, such as social media,
educational applications, and other online resources, to make civic education materials more interactive and
engaging (Saputra, 2022; Khairunisa et al., 2024). Using digital technology, students can access information
quickly and easily and engage in broad civic discussion. However, the use of technology in civic education also
brings challenges. According to Ahyati and Dewi (2021), the digital divide can hinder students' access to quality
learning resources, while the abundant online information is often inaccurate or misleading. Therefore,
citizenship education must integrate digital literacy and critical thinking skills into its curriculum. Students must
be trained to analyze information critically and understand internet ethics to participate actively and responsibly
in the digital society (Fadilah et al., 2024; Wulandari et al., 2023; Fahmi et al., 2024).

Observations and interviews with students of the Elementary Teacher Education Study Program at
STAHN Mpu Kuturan found that they often search for information when there are assignments from lecturers.
Through digital media, they often obtain information whose truth is not yet known and hoax information that is
considered to be able to destroy the sense of unity and integrity of the Indonesian nation. So, a challenge must
be faced, namely having to be careful in seeking and obtaining information, and it is hoped that it can minimize
the spread of hoax news. The sophistication of technology has caused many PGSD students to prefer foreign
cultures over local Balinese culture. The trend of foreign cultures that are currently viral on social media tends
to be followed by students, while local Balinese culture is less prevalent. This shows the decreasing sense of
love for the homeland. Thus, digital literacy can be used in civic education to enhance students’ love for the
homeland and responsibility for their obligations as good citizens. There are several factors influencing the low
level of digital literacy possed by students, such as limited access to technology, lack of formal education in
digital literacy, and minimal awareness of the importance of digital literacy in everyday life (Erdem et al., 2023;
Awalyah et al. 2024). Various parties, such as government, educational institutions, and society, must
collaborate to overcome this problem. Educational institutions are also crucial in developing students’ digital
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literacy (Nasar et al., 2024; Latuheru et al., 2024). By integrating digital literacy learning into the curriculum,
students must understand and use information and communication technology responsibly (Yassen & Danani,
2023; Sari et al., 2024). One way to instill digital literacy in education is to implement technology-based
applications. This study will apply the Quizizz application in the Civic Education course to students of the
Elementary School Teacher Education Study Program, STAH Negeri Mpu Kuturan Singaraja. Quizizz is a game-
based software that provides interactive learning, which leads to an enjoyable learning experience for students
(Zhao, 2019; Rahimah & Amatillah, 2024). Integrating technology, information technology, science, and games
creates an engaging situation for the students (Asyifa et al., 2024; Elsani & Fahriany, 2024). Using this
application, the students can have exercises on the material they learned in a quiz format. This application
provides a leaderboard to present students’ ranks lively, which makes the game more fun for the students. It
also presents a picture indicating the correctness of students’ answers at the end of the game to give the
students’ reflection of their learning (Purba, 2019; Mohamad, 2020). On the other hand, it also enables the
teacher to track students’ progress during the game and download the final result to evaluate students’ learning
results (Fadhilawati, 2021; Nashar et al., 2021).

This application is very applicable to students and teachers. Quizizz is a useful and entertaining
application for students to manage self-access learning. In self-access learning, the students assess their
progress and define a suitable way to follow their learning styles. It can provide feedback for the students to
reflect on their learning. In addition, using technology such as Quizziz can also develop students’ communication
skills (Darmawan et al., 2020; Karim et al., 2023). For the teachers, it can be adapted to any material. They can
use the quiz developed by other teachers or the quiz they develop themselves. Thus, sharing material happens
among teachers, that decreases teachers’ workload. It also provides some types of questions, including multiple-
choice, fill-in-the-blanks, and open-ended that can be adjusted to the need of the teachers and students
(Degirmenci, 2021; Wang et al., 2024). Using this application as an educational application can encourage
lecturers to be sensitive to technology (Rahmad et al., 2019; Otlu et al., 2023). Some research has been
conducted on Quizziz and revealed that the use of Quizizz with paper mode has been proven to increase
students' learning motivation in the Pancasila Education Subject (Khasanah et al., 2023; Miller et al., 2021).
The results of other studies also state that using Quizizz can be a solution for providing fun evaluations to
students because the evaluation is carried out in a fun way without pressure (Abadi et al., 2023; Lim & Yunus,
2021). The use of Quizizz has also been proven to improve students' language skills because learning is designed
based on technology rather than using boring traditional methods (Lim & Yunus, 2021; Mohamad, 2020). Using
Quizizz also has many advantages over just using PowerPoint as usual, such as students can compare their
abilities with other students so that motivation to compete arises (Yong & Rudolph, 2022; Widyanti et al., 2020).

METHODS

This study used a quantitative descriptive research method. According to (Arikunto, 2014), descriptive
research is used to observe a condition, situation, or activity. The descriptive research method aims to describe
the object being studied according to what is happening in the field without making general conclusions.
Furthermore, the quantitative approach applies the process of transferring numerical data, especially those
concerning the attributes and qualities of the subject. Data collection was carried out by distributing
questionnaires using Google Forms. It consisted of 20 statements, which were responded to with a Likert scale
of 1-5. The digital literacy competencies measured were 1) Access, 2) Selection, 3) Comprehension, and 4)
Distribution. These competencies were divided into 11 digital literacy indicators presented in Table 1.

Table 1. Digital Literacy Competence
Competencies Indicators
Access Using digital media devices
Using search engines
Using various applications
Selection Selecting information according to needs

Ignoring information that does not meet the needs
Deleting information that does not meet the needs

Comprehension Understanding written information according to the language
Understanding the symbols used
Understanding videos

Distribution Disseminating information according to the message target

Adjusting the message to the media application

Before the instrument was distributed, a validity and reliability test was conducted first. The validity test
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result showed that all statements had r count > r table. The r table was 0.2072. Then, the results of the reliability
test showed that r1.1 = 0.77, which indicated a reliable instrument with a high category. This shows that all
statements were suitable for use as instruments to measure the students' digital literacy. Data analysis was
carried out qualitatively and quantitatively. The qualitative analysis was conducted by explaining the use of
Quizizz in the Civic Education course and interpreting the average results of the digital literacy scores of
Elementary School Teacher Education students. The quantitative analysis was carried out by calculating the
average, finding the AAL (Average Achievement Level) presentation, and categorizing it according to the
category table. After obtaining the AAL, the results are categorized according to the respondents' achievement
level. Average achievement levels can be categorized as follows: 90%-100% very good, 80%-89% good, 65%-
79% enough, 55%-65% poor, 0%-54% very poor.

RESULT AND DISCUSSION

The result of this research was that the Quizizz application was used to evaluate the Civics Education
course for 1st-semester students of the Elementary School Teacher Education study program. Students formed
several groups to create papers and power points to be presented, then continued with a discussion, and ended
with giving questions about the material presented by the presenter group to friends in class through the Quizizz
application. The students who answered correctly and quickly were at the top. The following is documentation
of the implementation of Civic Education instruction and the Quizizz application at the end of learning. The
students got a code to enter the Quizizz application to be able to answer the questions. The presenter group
that creates questions on Quizizz waited for all students to join. After all the students joined, the operator clicked
the start button on the Quizizz application to start the game. After that, the students started answering questions
on the Quizizz application. The students could use cell phones or laptops to open the application. After students
answered the questions, a scoreboard appeared to monitor student rankings. The student rankings on the
Quizizz scoreboard followed each other. Purple or green indicates the level of correct answers to questions that
have been answered, while red indicates the level of incorrect answers to questions that have been answered.
Students obtained the top 3 rankings after answering questions through the Quizizz application. The evaluation
activities at the end of each Civic Education instruction using Quizizz reveal that the activities are also related
to students' Digital Literacy. The results of distributing the Digital Literacy questionnaire to 106 first-semester
students are presented in the following table.

Table 3. Students' Digital Literacy Results Using The Quizizz Application

Competencies Indicators Mean AAL Note
Access Using digital media devices 4,25 85% Good
Using search engines 4,6 92% Very Good
Using various applications 4,3 86% Good
Total 4,38 87,7% Good
Selection Selecting information according to needs 454 90,8%  Very Good
Ignoring information that does not meet the needs 4,13  82,6% Good
Deleting information that does not meet the needs 4,07 81,4% Good
Total 4,25 84,9 Good
Comprehension  Understanding written information according to the language 457 91,4%  Very Good
Understanding the symbols used 4,23  84,6% Good
Understanding videos 4,7 94% Very Good
Total 4,5 90% Very Good
Distribution Disseminating information according to the message target 456 91,2%  Very Good
Adjusting the message to the media application 4,15 83% Good
Total 4,36 87,1% Good
Total Average of 4 Digital Literacy Competencies 437 87,4% Good

Based on Table 3, it can be seen that there are three indicators of access competence. Firstly, the
indicator of using digital media devices has an average of 4.25 and an AAL of 85%, which is categorized as
good. This indicator was obtained from a questionnaire about students' ability to operate the Quizizz application.
The second indicator uses a search engine with an average of 4.6 and an AAL of 92%, categorized as very
good. This was obtained from a questionnaire about students' ability to search for information on Google
applications and other similar types of applications regarding how to use Quizizz. This very good result indicates
that almost all students were very good at using search engines to search for information regarding Quizizz.
Using various applications, the third indicator obtained an average of 4.3 with an AAL of 86%, categorized as
good. This indicator was obtained from a questionnaire about using various applications that support using
Quizizz, such as sharing Quizizz links on WhatsApp groups or sharing Quizizz codes in chat rooms during Zoom
meetings. Students' total average access competence was 4.38, with an AAL of 87.7%, and they were
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categorized as good. This shows that using the Quizizz application improves students' ability to access
information on digital media. The second digital literacy competency is selection, with three indicators: choosing
information according to needs, ignoring information that does not meet needs, and deleting information that
does not meet needs. In the first indicator, the results obtained were an average of 4.54 with an AAL of 90.8%,
which is categorized as very good. This is gained from the questionnaire results about students' ability to choose
appropriate material in the Civic Education course to be used as questions on Quizizz. The result shows that
almost all students were very good at choosing appropriate Civics material. This is because each student in a
group received one material that had to be presented, and Quizizz questions were created based on those
materials. In the second indicator, the results obtained were an average of 4.13 with an AAL of 82.6%,
categorized as good. This result was obtained from the questionnaire distributed to students regarding students'
ability to ignore information unrelated to how to use Quizizz. Most students had been able to ignore information
that was not needed, but there were still some students who did not ignore it. In the third indicator, the average
result was 4.13, with an AAL of 82.6%, categorized as good. This was obtained from the results of the
questionnaire distributed to students regarding students' ability to delete unnecessary information when looking
for the use of the Quizizz application. Most students could delete information, but some students still stored the
information. The total average competency of the student selection was 4.25, with an AAL of 84.9, categorized
as good. This shows that the Quizizz application improved students' ability to select information obtained on
digital media.

The third Digital Literacy Competency is comprehension with three indicators: understanding written
information according to the language, the symbols used, and the videos. The first indicator obtained an average
score of 4.57 with an AAL of 91.4%, categorized as very good. This is obtained from the results of the
questionnaire distributed to students regarding their understanding of information read on Google or the
Internet regarding how to operate the Quizizz application. Almost all students were very good at understanding
the written information read. The second indicator obtained an average score of 4.23 with an AAL of 84.6%,
categorized as good. This indicator was obtained from the results of the questionnaires distributed to students
regarding using symbols in the Quizizz application. This result indicates that most students could understand
the symbols used in the Quizizz application well. The third indicator obtained an average score of 4.7 with an
AAL of 94%, categorized as very good. This is known from distributing questionnaires to students regarding
students' ability to understand videos watched on YouTube about how to operate the Quizizz application. This
result shows that almost all students understood the video watched on YouTube about how to operate Quizizz
very well. The total average competence of students' understanding is 4.5 with an AAL of 90%, categorized as
very good. This shows that the use of the Quizizz application was very good in improving students' understanding
of the use of digital media.

The fourth digital literacy competency is distribution, with two indicators: disseminating information
according to the target message and adjusting the message to the media application. The first indicator's
average score was 4.56, with an AAL of 91.2%, categorized as very good. This was obtained by distributing
questionnaires to students regarding the ability to provide Quizizz questions to friends in class according to the
material obtained. Almost all students have been very good at providing questions on Quizizz based on the
material they have obtained. This is also because the material has been divided evenly among each group so
that no one asks questions outside the material. In the second indicator, the average score was 4.15, with an
AAL of 83%, categorized as good. This was obtained from distributing questionnaires to elementary school
teacher education students regarding the entry of questions about the material on the Quizizz application in the
form of multiple choice questions. Most students could answer multiple-choice questions on Quizizz well, but
some students have not been able to answer good ones on Quizizz. The total average distribution competency
in digital literacy of elementary school teacher education students was 4.36%, with an AAL of 87.1%, and it
was categorized as good. The graph of digital literacy of Elementary School Teacher Education students after
Following the Civic Education Course with the Quizizz Application is presented in Figure 1.
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Figure 1. Digital Literacy of Elementary School Teacher Education Students
after Following the Civic Education Course with the Quizizz Application

Based on the results of the study conducted on 106 first-semester students of the Elementary School
Teacher Education Study Program at STAH Negeri Mpu Kuturan, it was found that students had good digital
literacy competencies with the use of the Quizizz application in the Citizenship Education course. The digital
literacy competencies possessed by these students include the ability to access, select, comprehend, and
distribute. The data obtained shows that students' access competence is categorized as good. This is supported
by students' ability to use digital media devices, search engines, and various applications well. In line with the
results of this study, Batubara et al. (2023) also stated that students' skills in accessing information needed in
learning through social media are in a good category. One of the obstacles for students in accessing information
is finding locked information and using language that is difficult to understand (Sumardin et al., 2022; Svensson
et al., 2022). Students have been able to use digital devices such as laptops and cell phones in the Civic
Education lecture process. Students are also fluent in using Google as an information search engine that helps
them get the information they want. Students have also been able to use various other applications such as
Canva to create presentations, Zoom meetings for online learning discussions, Quizizz for learning evaluations,
and WhatsApp to communicate. Thus, using the Quizizz application can improve students' ability to access
information on digital media.

The data shows that students' competence in selecting is categorized as good. This is supported by
students' ability to select information according to their needs, which is very good, ignore information that does
not suit their needs adequately, and delete information that does not suit them properly. Yuliana et al. (2023)
stated that the ability to select information, store information, and collect relevant quotations has the highest
value. Meanwhile, Kurnia (2021) stated that students' ability to find information from the right sources and
compare the information obtained is still lacking. Students in semester 1 are generally very good at selecting
the information needed according to their needs in Civic Education instructions. Students only choose
information related to the topic of the material they get. Students have also been able to ignore and even delete
information that does not suit their needs. Thus, using the Quizizz application can improve students' ability to
select information obtained on digital media.

The data shows that students' comprehension competence is very good. This is supported by students'
ability to understand written information according to their language, understand the symbols used well, and
understand videos well. In line with this study, Bilharits et al. (2020) stated that using the Quizizz application in
the learning process can increase students' desire to learn actively and creatively to improve their ability to
understand reading results. Likewise, Huda et al. (2024) stated that students already have digital literacy skills
in the good or mastery category. Understanding digital literacy is necessary to complete the tasks given in
lectures or students' final assignments (Liu et al., 2020; Yu, 2022). Students understand the information they
find online or reading books (Tejedor et al., 2020; Udeogalanya, 2022). The information they get is poured into
writing in papers, and they convey it verbally in presentations. Students understood the symbols in the Quizizz
application well through the information they had learned with their group members. Students understood the
YouTube video very well, which showed the steps for using the Quizizz application. Thus, the use of the Quizizz
application can be said to be very good in improving students' understanding of the use of digital media.

The data shows that students' competence in distributing is categorized as good. This is supported by
the ability of students to disseminate information according to their message targets very well, adjusting the
message to the media application well. Yanti et al. (2021) stated that students are accustomed to carrying out
daily activities related to their high level of digital literacy. The current learning process must use technology
that is related to their needs in order to be able to develop themselves and increase their insight without being
limited by space and time (Rapanta et al., 2020; Menendez et al., 2020; Archambault et al., 2022; Akbar et al.,
2024). In line with this opinion, Anggraeni and Sari (2022) also stated in their research that Quizizz can be used
as an interactive learning and assessment media because it can be well received by students where it is effective,
feasible, and easy to use and increases their motivation in learning (Aini et al., 2024; Nuary et al., 2024; Balqis
& Andriani, 2024). Students have been able to present papers that are assignments from the Citizenship
Education course to other groups. In addition, the questions created in the Quizizz application have also been
adjusted to the material they get. This shows that students have been able to disseminate the information they
get to their colleagues very well. Students have also been able to create multiple-choice questions according to
the assigned material using Quizizz application. Thus, the use of Quizizz application can be said to be good in
improving students' distribution competencies related to the use of digital media.

Based on the analysis, the results of digital literacy possessed by 1st-semester students of the
Elementary School Teacher Education Study Program at STAH Negeri Mpu Kuturan through the use of the
Quizziz application in the Citizenship Education course can be said to be very good for understanding
competencies and good for access, selection, and distribution competencies. This is in line with the results of
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research conducted by (Ervianti, 2024; Hanif et al., 2023; Hermawansyah et al., 2024), which states that the
use of Quizziz application in the learning process can improve students' digital literacy skills and has a positive
impact on student motivation in solving questions. Digital literacy in learning not only adds technology to the
learning process but can also be utilized in various needs to improve the quality of learning itself (Jiemsak &
Jiemsak, 2020; Forsling, 2023; Ciampa et al., 2023). Digital literacy is very important for students to design,
implement, and evaluate the learning that is carried out (Bakhri et al., 2023; Nguyen & Habdk, 2023; Quraishi
et al., 2024). This is in line with Sujana and Rachmatin (2019), who stated that digital literacy is important for
elementary school teacher education study program students, which can be used when learning and applied in
the implementation of learning in elementary schools. Therefore, this study found that using Quizizz in Civic
Education courses positively affects the digital literacy of Elementary School Teacher Education Study Program
students at STAH Negeri Mpu Kuturan Singaraja. This study implies that the Quizizz application can be applied
in civics courses by lecturers to students to increase students' digital literacy.

CONCLUSION

Based on the results and discussion, it can be concluded that the digital literacy of Elementary School
Teacher Education Study Program students at STAH Negeri Mpu Kuturan after using Quizizz application in Civic
Education course, can be measured from 4 digital literacy competencies, namely access, selection,
understanding, and distribution skills. The ability to access technology obtained an average of 4.38 with an AAL
of 87.7%, which is categorized as very good. The ability to select information obtained an average of 4.25 with
an AAL of 84.9%, which is categorized as good. The ability to understand information obtained an average of
4.5 with an AAL of 90%, which is categorized as very good, and the ability to distribute information obtained
an average of 4.37 with an AAL of 87.4%, which is categorized as good. The total average of 4 digital literacy
competencies is 4.37, with an AAL of 87.4%, categorized as good. Based on these results, the findings in this
study are that the use of Quizizz in Civic Education courses has a positive effect on the digital literacy of
Elementary School Teacher Education Study Program students at STAH Negeri Mpu Kuturan Singaraja. This
study implies that the Quizizz application can be applied in civics courses by lecturers to students to increase
students' digital literacy. Therefore, it is suggested that lecturers implement digital technology-based learning
to improve students' digital literacy. In addition, other researchers are expected to conduct research with other
variables related to using Quizizz to develop knowledge.
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