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ABSTRACT

Technology in Education has been developing these centuries. Thanks to the evolution of technology and education, there are many method and aproachment of learning methods that are facilitated by technology. The innovation and creativity is needed when it comes to meet the learning goals using technologies. Learners and tutors has used many applications that support learning process, one of them is Quizlet. Quizlet was founded by Andrew Sutherland in 2005. It is well-known application that shifting into modern quiz and flashcards to learn vocabulary. It is completed with four types of quizzes and the interface of the applications had been made easier for beginners. It is known that students utilize applications in their learning process. In this paper, it will discussed on how the implementation of quizlet to learn one specific skill, that is vocabulary and how tutors and teachers engaging the features of quizlet and authorize it. Through the data collected, writers wats to know whether quizlet can be utilize in learning vocabulary.
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Introduction 
When we talk about evolution in education field, it cannot be liberated without technology. One of the significant change in educational field is Instructional Design and Technology (IDT). Ritchie et al. (2010) describe instructional design and technology as the science and art of creating detailed specifications for designing, evaluating, and maintaining conditions that promote learning and performance. Instructional Design are known as phases that used in order to achieve goals in learning or stuff which includes various designs process, it is not only designs with procedural steps but it consists of the combination of many parts in design process.  Instructional Design consists of six domain or authority such as, Learners and Learning Processes; Learning and Performance Contexts; Content Structure and Sequence; Instructional and Non instructional Strategies; Media and Delivery Systems; and Designers and Design Processes (Richey, et al. 2010).  When it comes to Instructional Design (ID), it does not have to relate in educational fields only, but other fields as well since ID are known to be exist in late 1920s and developed in post World War II. Before it named as Instructional Design, it is known as Instructional Technology  that used only as learning media in teaching before it evolve as the Instructional Deisgn until now.  There are some theory base that mostly integrated  in ID context, such as Media Theory; Conditions-Based Theory; Constructivist Design Theory; and Performance Improvement Theory. Robert, in Pearson (2017) mentioned that in IDT, several models are created to maximized the essence of IDT itself, first is The ADDIE (Analyze, Design, Develop, Implement, and Evaluate) which is a process of preparing all that teachers, SAM (Successive Approximation (three-phase Model) is a design and development process that provides maximum opportunities for review, evaluation, and revision of decisions throughout the process required prior to teaching students. Pebble-in-the-Pond is comes from the metaphor where the environmental pond in which instruction is to occur. The pebble is an instance of a problem that learners need to be able to solve in the context of the pond. The problem pebble thrown into the instructional pond is the trigger for the instructional design process. Hannafin and Peck is instructional design model that focused on the design and evolvement of product especially in learning product, and TPACK a framework for describing teachers' knowledge and skills for integrating technology. It is one of the new frameworks that considers both technical and technical pedagogical knowledge of teachers to be equally important and valid concepts (Rahimi and Pourshahbza, 2018). From many theories and concepts of IDT, The concept of IDT is indispensable in the world of education, both in the world and in Indonesia. The development of IDT learning has a variety of models, theories, and steps that make up IDT itself. Judging from the development of technology, especially in the field of education in Indonesia, it can be said that Indonesia has developed quite slowly compared to developed countries, but has experienced rapid technological development among developing countries. The importance of IDT in learning development can be seen in the use of application technology along with pedagogical theory and learning content. IDT is very necessary because IDT includes learning that is relatable to the demands of 21st century learning. Students are required to be able to utilize technology in the development of the learning process. The curriculum has been designed in such a way to maximize student achievement expectations in 21st century learning. Students not only immediately use technology in learning, but are able to integrate learning at school with the use of technology. Not only having an impact on students, teachers must also be able to evolve by utilizing the use of technology in learning. Knowledge that continues to grow encourages teachers to continue to innovate in learning design. For this reason, it is very appropriate to apply IDT in the development of learning designs. The development of knowledge encourage student to make innovation in learning design. For this reason, applying IDT is the way to emphasize in the development of learning designs. 
Instructional Design Technology (IDT) is the abbreviation of Instructional Design Technology, that has been evolve around pas 30 years that start from the high point of Gagne, systems design, and computer-assisted learning where it connected to students, subjects, and a learning environment that supports by the technology. We used this language based on Reiser's (2012) description of IDT, which characterized it as "the analysis of learning and performance problems, as well as the design, development, and implementation of solutions."

"the assessment and management of instructional and non-instructional processes and resources aimed at improving learning and performance" (p. 5). Following that, we analyze attempts to categorize programs and researchers in the field while highlighting some of the limits of their study, which eventually led to the need for the current investigation.When we talk about evolution in education field, it cannot liberated without technology. One of the significant change in educational field is Instructional Design and Technology (IDT). Ritchie et al. (2010) describe instructional design and technology as the science and art of creating detailed specifications for designing, evaluating, and maintaining conditions that promote learning and performance. Instructional Design are known as phases that used in order to achieve goals in learning or stuff which includes various designs process, it is not only designs with procedural steps but it consists of the combination of many parts in design process.  Instructional Design consists of six domain or authority such as, Learners and Learning Processes; Learning and Performance Contexts; Content Structure and Sequence; Instructional and Non instructional Strategies; Media and Delivery Systems; and Designers and Design Processes (Richey, et al. 2010).  When it comes to Instructional Design (ID), it does not have to relate in educational fields only, but other fields as well since ID are known to be exist in late 1920s and developed in post World War II. Before it named as Instructional Design, it is known as Instructional Technology  that used only as learning media in teaching before it evolve as the Instructional Design until now. 
Theoritical Framework 
The Definition of IDT

Richey, et al (2010) ID includes a wide range of activities, from analysis through evaluation. It covers the initial project planning processes and frequently works through the development of procedures to assure the continuing operation of the intervention. Occasionally, design tasks are blurred with development duties. Some designers create resources like trainer's manuals, work sheets, and job aids. They frequently make media selection judgments, but they rarely create the finished piece of mediated instruction. Despite the fact that many people consider evaluation to be a separate activity, designers often construct test items and collect performance data. They also frequently conduct product evaluations. While designers are deeply concerned with instruction delivery, they are not always teachers or trainers.

Instructional Design consists of six domain or authority such as, Learners and Learning Processes; Learning and Performance Contexts; Content Structure and Sequence; Instructional and Non instructional Strategies; Media and Delivery Systems; and Designers and Design Processes (Richey, et al. 2010).  When it comes to Instructional Design (ID), it does not have to relate in educational fields only, but other fields as well since ID are known to be exist in late 1920s and developed in post World War II. Before it named as Instructional Design, it is known as Instructional Technology  that used only as learning media in teaching before it evolve as the Instructional Design until now.
IDT Models

There are some theory base that mostly integrated  in ID context, such as Media Theory; Conditions-Based Theory; Constructivist Design Theory; and Performance Improvement Theory. Robert, in Pearson (2017) mentioned that in IDT, several models are created to maximized the essence of IDT itself, first is The ADDIE (Analyze, Design, Develop, Implement, and Evaluate) which is a process of preparing all that teachers, SAM (Successive Approximation (three-phase Model) is a design and development process that provides maximum opportunities for review, evaluation, and revision of decisions throughout the process required prior to teaching students. Pebble-in-the-Pond is comes from the metaphor where the environmental pond in which instruction is to occur. The pebble is an instance of a problem that learners need to be able to solve in the context of the pond. The problem pebble thrown into the instructional pond is the trigger for the instructional design process. Hannafin and Peck is instructional design model that focused on the design and evolvement of product especially in learning product, and TPACK a framework for describing teachers' knowledge and skills for integrating technology. It is one of the new frameworks that considers both technical and technical pedagogical knowledge of teachers to be equally important and valid concepts (Rahimi and Pourshahbza, 2018).
Quizlet
Findings and Discussion 
Need Analysis
In addition of this essay, the writer has observed the Junior High School in Singaraja. According to the observation, The writer choose SMP N 2 Singaraja because the implementation of technology in this school has not reached to the fullest especially in English subject. Not all teachers implement the technology on their learning process.  Since the post-pandemic, the teacher uses the traditional teaching process again since not all students able to implement the technology. One of the teacher admit that not all students are able to use education platform properly such as zoom, Google meet, Google Classroom, and etc. According to the current curriculum, which is Kurikulum Merdeka teachers are required to teach and learn using technology. The aim of this curriculum is to develop the learning system is to emphasize the students-centered learning activity through independent learning. It is designed to develop teachers and students participations through certain real-results projects beside examination and test-based assignments. The minister of Cultural Education and Technology, Nadiem Makarim, designed this curriculum to facilitate teachers to use innovative, creative, attractive media to help explore themselves based on skills and characteristics of each students.

In this school, the teacher still uses books and paper-based assessment, although SMP N 2 Singaraja has changed the curriculum into the Merdeka Curriculum. Most of teachers rarely use technology based media to teach students even in curriculum, the implementation of technology must occur in learning experience. Based on this problem, the writer wants to give solution through instructional design through implementation of technology that can be used in this school. Otherwise,  the writer feel the need to introduce and expand this instructional design into grade 7 because, they  already in phase of the development from Elementary through Junior High School. They also chosen as the first trial in this experiment of new curriculum implementation. That is exactly the right time for students to develop and practice their skills beside academic. In this new curriculum, they will be introduced to implementation of the skills they have learned in school to practice it in real life situations. continue into Junior High school. As we know, junior high schools in Singaraja have In Merdeka curriculum; learning using technology is one of the requirements needed to achieve the success of academic purposes  in every school. Therefore, they have to be prepared to adapt  the new curriculum. Not only to master technology, they need to understand the application of technology as the requirements of 21st century. 

According to the problems, the teachers facing the struggles to motivate students into learning English. The teachers in SMP N 2 Singaraja has problems in using application based in learning English because of the lack of student's motivation to learn English. There is a need to create something new for students, for example, using gamification in education fields. This would have a significant impact on all aspects of their lives, including their school lives. If teachers are not aware of this, there will be a large gap that might lead to learning disputes between teachers and pupils. One approach to bridging this phenomenon is for teachers to embrace games in the learning process, with gamification being the most promising.
Learning Design

Gamification is viewed as a important strategy by educators in the educational field. Vera, et al (2020) states that Gamification is a methodology that allows its practitioners to incorporate game elements into the class in order to encourage motivation, engagement, and enjoyment. Games are known to students, and they usually enjoy playing them. The element of fun has the greatest impact on their motivation. Gamification, on the other hand, had a significant impact on effort. Because the system was new and had a distinct structure, it provided a challenge for them, and they needed to work harder to succeed. To summarize, the levels of motivation were similar, but the factors that influenced them were not (Vera, et al 2020). Games is one of the method to keep the engagement in students. Based on this statement, the writer wants to implement this based on the findings and problems in fields, through design phase, development phase, the making of product and how to implement it based from the needs analysis will be needed.
Many games have been developed through the years, and  these have many features that embodied them among others. One application that user-friendly, and easy-to-operate by begginers is Quizlet. Quizlet has subsequently evolved significantly, and it now delivers near-perfect text-to-speech pronunciation of words entered, includes an in-built dictionary, and allows users to add visual aids in the form of all jpeg images. or publicly available gif files on flickr (flickr.com). These features provide users with a tool that far outperforms analog paper flashcards (Lander, 2017).  As a result, the Quizlet Application is regarded as a digital flashcard that delivers graphic cards used via electronic devices such as smartphones to assist learners in memorizing the meaning of the words. As a result, the Quizlet Application is regarded as a digital flashcard that delivers graphic cards used via electronic devices such as smartphones to assist learners in memorizing the meaning of the words (Setiawan & Putro, 2021).  The game-like tools are divided into two categories: study and play. There are five study modes: Learn, Flashcards, Write, Spell, and Test. "Learn" gives users control over their learning to familiarize them with the sets; "Flashcards," as the name implies, gives users digital flashcards that can be flipped over by simply clicking on the card; "Write" encourages users to write the correct phrase of the description shown; "Spell" encourages users to listen to the spelling and write the correct answer of the spelling. "Test" is a testing application in which users are given random questions from a given set and the results are displayed as soon as all of the questions are answered. In the meanwhile, three options are accessible in Play: Match, Gravity, and Live. "Match" lets users to match terms and definitions dispersed throughout the screen; "Gravity" displays meteors with words on them, and users must input the solution to the words before the meteors strike the earth; "Live" refers to an online collaborative activity in which each group strives to meet a specific criterion by replying correctly, because one incorrect answer causes the group to restart from the beginning. As long as students are included in the formed class, the teacher can monitor all of the modes. For example, whether or not pupils have finished Study modes can be viewed, and student responses are statistically displayed, allowing for revision or concentrating (Anjaniputra & Salsabilla, 2018). 
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https://scribehow.com/page/How_to_make_description_text__4UiPzHOxSUyj_TkGYgVRL
[image: image1.png]%

© EWhatst X | @ Step 1.5tz X | @ JumallOE X | @ Step1.5t= X | @ Submissio X | & Sharedwit X | W MyGitatio X @ QuizletW: X @ Untited X | + v =

<« C @ scribehow.com/shared/Quizlet Workflow_MruxkBzOQieqh8K2qvn9CA?back_to=browser 2 % » 0 0 8

& Quizlet Workflow 0O « (2]

14 Click here.

Create a new study set

B SantosslvoneAPAC..pdf A | BB Richey,RC.Klein..pdf A | M@ LizKolb-Leaming..pdf A | @ Briggs Leslie).-In..pdf A | @ A4Roblyer integrati..pdf A

Berawan




[image: image2.png]O G)Whatst X | @ Step1.Stz X | @ JumallOE' X | @ Step1.5tz X | @ Submissic X | & Sharedwit X | W MyCitato X @ QuizletW: X @ Untited X | +

< C @ scribehow.com/shared/Quizlet Workflow_MruxkBzOQieqh8K2qvn9ICA?back to=browser

< Quizlet Workflow @ % G @Hep £ Edit

26 Click this link.

Teacher someone whose job

Teacher

B [ [ I A x

@ SantosalvoneAPAC..pdf A | @ Richey, RC.Kin

Berawan





Conclusion :

Since IDT was created, it has been gained a lot of attention since it was introduced along the public. The Instructional Design is designed to overcome the challenges in learning process. The process has been already done by implementing IDT so the instructors will more focused on how the plan will run well. Mostly Common IDT model to use is TPACK which means a framework for describing teachers' knowledge and skills for integrating technology. The use of TPACK has been involved around the world, especially in Education field. Some developed countries such as US, Singapore, Finland, China, etc  has been developed by the use of computerized and technology based education system. In Indonesia, the TPACK model has been introduced in some learning fields but hasn’t been developed significantly. IDT is needed in order to introduce instructor into the technology, by elaborating the learning model that has been exist into new adaptation of technology, such as the use of Quizlet in teaching vocabulary by integrating traditional method such as flashcards into the technology and the adding features will make a poaitive impact for students in this era.
References :

Hunter, J. (2015). Technology integration and high possibility classrooms: Building from TPACK. Routledge.

KOLB, L. (2017). Learning First, technology second: The educator's guide to designing authentic lessons;the educator's guide to designing authentic lessons. INTL SOC TECH ED.

Rahimi, M., & Pourshahbaz, S. (2019). English as a foreign language teachers' TPACK: Emerging research and opportunities. Information Science Reference.

Reiser, R. A., & Dempsey, J. V. (2018). Trends and issues in Instructional Design and Technology. Pearson.

Richey, R. C., Richey, R., Klein, J. D., & Tracey, M. W. (2011). The Instructional Design Knowledge Base: Theory, research, and Practice. Routledge.

Roblyer, M. D., & Doering, A. H. (2013). Integrating Educational Technology into teaching: International edition. Pearson.

Snelbecker, G. E. (1974). Learning theory, instructional theory, and Psychoeducational Design. McGraw-Hill.

Anjaniputra, A. G., & Salsabila, V. A. (2018). The merits of Quizlet for vocabulary learning at Tertiary Level. Indonesian EFL Journal, 4(2), 1. https://doi.org/10.25134/ieflj.v4i2.1370 

Esquivel Vera, F., Figueredo Camé, M. N., & Canese, V. (2021). Gamification in the English Classroom: An action research on how it might impact on students’ motivation and engagement. ÑEMITỸRÃ: Revista Multilingüe De Lengüa, Sociedad y Educación, (5). https://doi.org/10.47133/nemityra2021107 

Lander, B. (2016). Quizlet: What the students think – a qualitative data analysis. CALL Communities and Culture – Short Papers from EUROCALL 2016, 254–259. https://doi.org/10.14705/rpnet.2016.eurocall2016.571 

Prayogi, A. W., & Wulandari, M. (2021). Implementing a mobile application quizlet to help senior high school students learn vocabulary. ELT Forum: Journal of English Language Teaching, 10(1), 87–99. https://doi.org/10.15294/elt.v10i1.42775 

Rahimi, M., & Pourshahbaz, S. (2018). A volume in the Advances in Educational Technologies and Instructional Design (Aetid) Book Series. IGI Global. 

Reiser, R. A., & Dempsey, J. V. (2018). Trends and issues in Instructional Design and Technology. Pearson. 

Routledge. (2010). Instructional design knowledge base. Retrieved 2010. 

