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Abstract 

Classpoint is one of the learning media that can fulfill interesting and fun learning process aspects. This 

study aims to determine students' perceptions of using Classpoint interactive learning media in subject 

activities. The approach used in this study is descriptive quantitative method by questionnaire. A total of 

12 fourth semester students in English Language Education Study Program Universitas PGRI Ronggolawe 

Tuban who took Semantics class were given a questionnaire containing 13 statements representing aspects 

of satisfaction, usefulness, and motivation aspects. Collected data on the students were presented using the 

percentage score criteria from the perception questionnaire. The results showed that 74,23% students felt 

satisfied with the use of classpoint as their interactive learning media. 74,15% students felt the usefulness 

of classpoint in their learning progress, and 75,84% students felt motivated when they used classpoint as 

their learning media. 
 

1. Introduction 

Classpoint is an application integrated with PowerPoint Presentation (PPT). This 

application was developed by INKOE, a technology provider (Classpoint, 2000). This 

application can be obtained by downloading it for free via the Classpoint.io site. After  

downloading this application, it will be directly installed on PPT. Its use is done by 

registering on PPT. Furthermore, users can run various interesting features on Classpoint. 

These various features build interaction between teachers and students. One of the 

language skills that are important for students is reading skill. Having English reading 

skills may facilitate the students to comprehend reading texts in various genres 

(Panggabean et al., 2023). Interaction between the two parties can occur when students 

are connected to the teacher through the Classpoint.app website by using the class code 

contained in the teacher's Classpoint.  (Abdelrady, 2022) found that using Classpoint in 
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the classroom boosted EFL learners' contentment with their education. Various features 

in Classpoint place Classpoint as an interactive learning media so that it can be grouped 

as interesting learning media (Amrina Rosyada & Hanna Sundari, 2021). Interesting 

learning media have interactive characteristics with aspects that prioritize collaboration, 

communication, and interaction such as through games that motivate students in learning 

(Irwan et al., 2019). According to (Hanifah & Adopsi, 2017), gamefication is an approach 

to learning activities by utilizing various elements in games or video games that aim to 

motivate students in learning activities and increase feelings of pleasure and attachment 

to learning activities. Also written by (Sagoro, 2017) that with gamification, learning 

motivation, interest, effectiveness and learning outcomes can be improved. According to 

(Waty, 2023), learning activities that implement interactive classpoint learning, giving an 

impression separately for students. Classpoint has many features, such as anonymous 

feedback, customizable questions, data analysis tools, gamification, live results sharing, 

quizzes, polls/voting, etc. In the class of 2021, mostly students who presented their topic 

of semantics used quizzes and live results sharing, cited in (Triassanti et al., 2022) that 

way learning will not feel boring and students are more enthusiastic in learning. Similarly, 

(Sivapalan & bt Wan Ahmad, 2010) After they presented the material, they gave some 

quizzes and the live results came out after the quizzes ended. To save the result, they used 

real time data collection. The app promotes involvement, allowing students to 

demonstrate what they have learned (Bong & Chatterjee, 2022). (Amrina Rosyada & 

Hanna Sundari, 2021) stated that the use of Classpoint as a presentation media could 

improve the learning outcome of the students by 81% as they got scores above 75 as the 

minimum completeness scores.  It is the same as the results of (Invertebrata, 2022) that 

the use of Classpoint as an interactive learning media in class motivates students. In this 

paper, the researchers will explore students' perceptions on the use of Classpoint 

interactive learning media in semantic class at Unirow Tuban to get a deeper 

understanding. 

2. Research Method 

2.1 Design and Participant 

 This study used descriptive quantitative research to analyze students' perception 

on the use of Classpoint as an interactive learning media, according to (Metcalfe & 

Mischel, 1999), perception is a feeling and thought about something and a process. This 

means that a person can express what is on his mind. The researchers are focused on 

satisfaction, usefulness and motivation of the user from students that use classpoint. The 

data was collected through a questionnaire which consisted of 13 item statements spread 

over three aspects, namely satisfaction aspects, usefulness aspects and motivational 
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aspects. When using classpoint as an interactive media to enhance language skills in EFL 

students.  

This research project was carried out at the University of PGRI Ronggolawe 

located in Tuban, it will be done over a week in 2023. The participants were students that 

come from English Language Education, it contains 14 students that participate 

answering questionnaires by google form with a rage age of 19 to 25.  They were given a 

task to create a material about semantics in Powerpoint that contained two people in their 

presentation as a group. After they presented the material in front of the class, they made 

a question by using classpoint that contains semantic material that has been presented to 

see whether their friend understood the material that they had been presented in the class 

using Powerpoint. After that, the other students could see their score on the screen and 

the lecture gave comments about the material that has been presented.  

2.2 Data Collections and Analysis Techniques 

In collecting the data, the researchers used surveys and questionnaires.  On 
May 13, 2023, we conducted a survey by sharing a questionnaire link using google 
form which contains 13 questions on Google Form. 14 students filled it out 
expressing their various answers and perceptions about using Classpoint to 
enhance their language skills and the data was fully collected on 15 may 2023. 

There are 13 statements on the survey. Which is classified into three types of 
perception, in this perception, the researchers take satisfaction, usefulness and 
motivation. They are  (The answer towards the statement is Strongly agree, Agree, 
Neutral, Disagree and Strongly Disagree).  

In analyzing the data, the researchers used descriptive statistics to analyze 
the questionnaire. The assessment given by respondents used a Likert scale as an 
instrument for measuring the data collected. Criteria for answers that strongly 
agreed had a score of 5, answers that agreed had a score of 4, answers that disagreed 
had a score of 3, answers that disagreed had a score of 2 and answers that strongly 
disagree had a score of 1 (Sugiyono, 2018). Translation of the results of the Likert 
scale was carried out using the following formula (Ariyawati et al., 2017): 

𝑃 =
𝐹

𝑁
 x 100 % 

P = Percentage of responses 

F = The number of respondents’ 

N = Total scores 
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3. Result and Discussion 

3.1 Results 

Research that has been done by giving a questionnaire with 13 statement items to 

14 students gave positive results. The fifteen statement items represent several aspects 

assessed from the Classpoint learning media. This part presents the finding of the research 

then classifying the result into three aspects, such as:  Students' Satisfaction 

In this first aspect, the researcher found that students had a positive response. 

Satisfaction is an important aspect. In this aspect the researcher gave four statements 

related to students' satisfaction. The statements that showed satisfaction is number 1,2,12, 

and 13 

 

Fig. 1. Students’ Satisfaction 

The first statement is "I find Classpoint is very enjoyable and engaging during 

semantic class.". It is known that of the 12 students who gave answers, 6 students 

answered strongly agree, 4 students answered agree and 2 students answered neutral. 

From this data, a percentage score of 80% was obtained which indicated that the 

qualifications strongly agreed. This means that the student gave a response that strongly 

agreed to the statement. 

 The second statement is "I find ClassPoint is convenient and easy to access during 

semantic class.". It is known that of the 12 students who gave answers, 4 students 

answered strongly agree, 6 students answered agree and 2 students answered neutral. 

From this data, a percentage score of 76,92% was obtained which indicated that the 

qualifications strongly agreed. This means that the student gave a response that strongly 

agreed to the statement. 

 The third statement is "I feel confident to use classpoint in semantic class". It is 

known that of the 12 students who gave answers, 3 students answered strongly agree, 5 

students answered agree, 3 student answered neutral, and 1 answered disagree. From this 
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data, a percentage score of 70,77% was obtained which indicated that the qualifications 

agreed. This means that the student gave a response that agreed to the statement.  

The fourth statement is “I feel more satisfied about doing my work with classpoint 

than other media”. It is known that of the 12 students who gave answers, 3 students 

answered strongly agree, 3 students answered agree, and 6 answered neutral. From this 

data, a percentage score of 69,23% was obtained which indicated that the qualifications 

agreed. This means that the student gave a response that agreed to the statement. 

Usefulness 

This is the second aspect, the researcher found that students had a positive 

response. Usefulness is an important aspect. In this aspect the researcher gave five 

statements related to students' usefulness toward classpoint. The statements that showed 

usefulness are number 3,7,8,9, and 10. 

 

Fig. 2. Students’ Usefulness 

The first statement is "Classpoint has a variety of formats and options for learning 

semantics". It is known that of the 12 students who gave answers, 4 students 

answered strongly agree, 6 students answered agree and 2 students answered neutral. 

From this data, a percentage score of 76,92% was obtained which indicated that the 

qualifications strongly agreed. This means that the student gave a response that 

strongly agreed to the statement. 

The second statement is "Classpoint is saving my time by providing pre-made 

lesson plans, quizzes, and assessments that can be easily accessed and graded". It is 

known that of the 12 students who gave answers, 3 students answered strongly agree, 

7 students answered agree and 2 students answered neutral. From this data, a 

percentage score of 70,77% was obtained which indicated that the qualifications 

agree. This means that the student gave a response agree to the statement. 

The third statement is “I find classpoint very flexible by allowing me to access 

any content from anywhere and anytime”. It is known that of the 12 students who 
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gave answers, 3 students answered strongly agree, 6 students answered agree and 3 

student answered neutral. From this data, a percentage score of 73,84% was obtained 

which indicated that the qualifications agree. This means that the student who gave 

a response agrees with the statement. 

The fourth statement is “Classpoint is useful in personalizing my learning 

experience by providing content that caters to my needs and my learning styles”. It 

is known that of the 12 students who gave answers, 3 students answered strongly 

agree, 7 students answered agree, 2 students answered neutral. From this data, a 

percentage score of 70,77% was obtained which indicated that the qualifications were 

agree. This means that the student gave a response that was agree with the statement. 

The fifth statement is “Classpoints' tools make my learning outcomes better and 

help me retain information better”. It is know that of the 12 students who gave 

answers, 5 students answered strongly agree, 5 students answered agree, and 2 

students answered neutral. From this data, a percentage  score of 78,46% was 

obtained which indicated that the qualifications were strongly agree. This means that 

the students gave a response that strongly agree with the statement. 

Motivation 

This is the third aspect, the researcher found that students had a positive 

response. Motivation is an important aspect. In this aspect the researcher gave four 

statements related to students' motivation toward classpoint. The statement that 

showed students’ motivation towards classpoint are number 4,5,6, and 11. 

 

Fig. 3. Students’ Motivation 

The first statement is "I receive feedback on my progress and performance 

while using classpoint in the semantics class". It is known that of the 12 students who 

gave answers, 2 students answered strongly agree, 7 students answered agree, 2 

student answered neutral, and 1 student answered disagree. From this data, a 



2nd International Conference on Emerging Trends in AI and 

Computational Technologies Technology 

 
 

 

141 

 

percentage score of 70,77% was obtained which indicated that the qualifications are 

agreed. This means that the student gave a response that agrees with the statement. 

The second statement is "I am challenged to analyze questions quickly when 

questions are given using Classpoints". It is known that of the 12 students who gave 

answers, 6 students answered strongly agree, 4 students answered agree and 2 student 

answered neutral. From this data, a percentage score of 76,92% was obtained which 

indicated that the qualifications strongly agree. This means that the student gave a 

response strongly agreeing with the statement. 

         The third statement is “Learning evaluation with Classpoint media increases 

my competitiveness so that I can compete healthily with other colleagues”. It is 

known that of the 12 students who gave answers, 4 students answered strongly agree, 

5 students answered agree, 2 student answered neutral and 1 student answered 

disagree.  

From this data, a percentage score of 73,84% was obtained which indicated 

that the qualifications are agree. This means that the student gave an agree response 

to the statement. 

The fourth statement is “The scoring system in classpoint makes me want to 

become a top scorer”. It is known that of the 12 students who gave answers, 6 students 

answered strongly agree, 5 students answered agree and 1 students answered neutral. 

From this data, a percentage score of 81,84% was obtained which indicated that the 

qualifications are strongly agreed. This means that the student gave a strongly 

agreeing response to the statement. 

3.2 Discussion 

 In addition, the researcher will also show comparisons with previous studies. The 

results of this study have similarities with the previous studies. The result shows that the 

average scores of students satisfaction is about 74,23%. It means that students felt 

satisfied to use classpoint as their interactive learning media in semantic class. It is also 

in line with the (Abdelrady, 2022) found that using Classpoint in the classroom boosted 

EFL learners' contentment with their education. 

Various tools available in Classpoint support learning activities in class both in 

implementing the learning process and implementing learning evaluation so that 

Classpoint has the right function as a learning media. Through a study of useful aspects, 

it can be seen that Classpoint is a media that has benefits for the learning process in the 

classroom. Because of its various features, Classpoint qualifies as a more interactive and 

accessible learning tool categorized as a more interesting learning tool (Amrina Rosyada 

& Hanna Sundari, 2021). It is in line with researchers’ results as the 74,15% students 

agree that that classpoint has features or tools that made them satisfied. Classpoint 

learning resources really make it easier for students to understand a variety of instructions 

given by lecturers and other teaching staff, thereby increasing effectiveness and 
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enjoyment of the learning process. This is meant to be written about teaching staff that 

can be displayed using various tools in Classpoint learning media (Setiyanto, 2023). 

 (Invertebrata, 2022) states that the use of Classpoint as an interactive learning 

media in class motivates students. The overall answers given by students show that by 

using Classpoint students are highly motivated to learn both from the motivation to 

analyze the questions given, solve the questions, and grow a competitive spirit to increase 

interest in learning. It is in line with this study that 75,84% of students gave a positive 

response. It means students feel motivated as they use classpoint as their interactive 

learning media. According to (Hanifah & Adopsi, 2017), gamefication is an approach to 

learning activities by utilizing various elements in games or video games that aim to 

motivate students in learning activities and increase feelings of pleasure and attachment 

to learning activities. Also written by (Sagoro, 2017) that with gamification, learning 

motivation, interest, effectiveness and learning outcomes can be improved. According to 

Awaludin (2021), learning activities that implement interactive classpoint learning, 

giving an impression separately for students. Besides being able to interact during video 

conferences, students are given the opportunity to interact after the activity, even 

recording activities can be used to be reviewed again when there is an explanation of 

uncomprehended material. It has the same results as this study. The features of classpoint 

are also interesting, from aspect, appearance, sound, color or presentation. 

4. Conclusion 

 Based on the research that has been done by giving a questionnaire with 15 

statement items to 14 students gave positive results. The fifteen statement items represent 

several aspects assessed from the Classpoint learning media.  

 Regarding interventions, the use of interactive technology in teaching-learning 

practice has been suggested by some researchers to improve the learning satisfaction of 

EFL students. The present study also investigated the role of an interactive digital 

application, i.e. the ClassPoint tool, in enhancing the academic satisfaction of EFL 

students. The results indicate that the level of academic satisfaction of EFL learners 

engaged with ClassPoint is significantly higher than the level of academic satisfaction of 

EFL learners who do not participate with ClassPoint, supporting usefulness. the benefits 

of the ClassPoint tool in improving student satisfaction in learning.  

 The use of Classpoint learning media in Semantic courses got positive responses 

from students as seen from each student's responses to the three aspects measured, that is, 

aspects of satisfaction, aspects of usefulness, and aspects of motivation with a response 

percentage range of 74,15% to 75,84%. The positive response to Classpoint media is due 

to a number of interesting features that support Classpoint's function as an interactive 

learning medium making it suitable for use in learning activities.  
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