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Abstract 

 
Learning Media is a main key for making the class’s interesting and avoid from boring. The 
way of teacher for wrapping the teaching and learning process at the classroom is really 
important that has to be done because the amusing class situation can become attractiveness 
and give motivation to the students for studying. In this research, the writer uses online learning 
medias at the class, for example, Pixton, jamboard, Quizizz, Worldwall, Educandy, Proprofs, 
Wizer.me, Ed Puzzle, Wheelofnames, and Zoho. Based on the reflection that has been done by 
him shows that the using of learning’s medias can increase and motivate them to study English. 
They consider that giving the various kinds of medias push them to be enthusiastic students. 
This research is very important for the teacher that can use the online medias for supporting 
them in the class. 
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Introduction 
In Pandemic Era, the learning in the classroom has changed a lot. It has happened for one a 
half year. We feel that there is a transformation of learning from offline to online. Online 
learning meeting has been done to fulfill the learning need in the online class. There are various 
kinds of way that are given by teachers in wrapping online learning. They try hard to make it 
so interesting and avoid from boring as long as learning process is started. Some learning 
platform for online learning has been given for them, for example, Google meet, Office 365 
and Zoom. They are used as completing their learning. This unusual learning has changed the 
paradigm at the class. The students start studying how to use those learning medias. In this 
case, the teacher should know very well about the learning medias that can be inserted in 
Google meet, office 365 or Zoom. The aim of this is to make the class interesting. As a teacher, 
we usually use power point for our teaching and learning process that can be shared in three 
applications above but we are still lack of medias to insert there. Therefore, the teacher should 
be creative in wrapping the learning so it can create a perfect one. We should study some 
medias as supporting the online meeting so it can motivate the students to study very well. 
There are ten applications that are used in online one such as, Pixton, Jamboard, Educandy, 
Quizizz, Proprofs, E.D Puzzle, Zoho, Wheelofnames, Wordwall and Wizer.me. Those medias 
are very optimal to make the life class. The class will be so interesting and motivate them to 
study. It can also support them for participating actively. Can you imagine if the learning 
without medias? The students may become lazy and they don’t have enthusiasm for studying. 
So, the teacher should be active and innovative to create the online learning  

Methodology 

The research method that is used by the writer is qualitative. Why does he choose qualitative 
method for the research? He wants to observe about the process of using the learning media for 
the students. He also wants to make sure the influence of learning medias for the students. The 
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subject of research is the students grade of tenth, eleventh and twelfth in state senior high school 
4 Malang. 

Results and Discussions 

The strategic that is used by the researcher in solving the problem especially English learning 
is How to wrap and make English lesson interesting. Some online platforms that are used by 
the researcher can intrigue them to be more active and interactive in studying. They don’t only 
understand the materials from power point and learning video but also, they can learn English 
fun by using the applications that are inserted in Google, zoom and office 365 meeting. 
Actually, the teacher only creates them according to the application but it needs hard working 
to do in preparing the lesson. The variation of learning medias can upgrade the enthusiasm for 
studying English. The applications that are used by the researcher is  
Pixton  
Pixton is comic strip online that we can create free by determining the characters. We can insert 
the dialogue happening in our materials. The result of Pixton is very interesting. The students 
can analyze the dialogue very well. The material that is made by the researcher is direct and 
direct for twelfth grade. Here is the picture of Pixton 

 
 

 
 

 
 

 
 

 
 

 
Figure 1. Pixton main view 

E.D Puzzle 
This application has been made by the researcher for making clearly materials. E.D Puzzle is a 
video online. It makes the learning so challenging. Why? Because the researcher can create the 
materials and assessment free.  We can insert some questions there, so the students can answer 
based on the video turned on. He makes E.D Puzzle for teaching caption in grade of twelfth 
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Figure 2. E.D Puzzle is a video online 

Wizer.me 
According to Luke Edwards, August 6 2021 Wizer is a worksheet-based digital tool that's 
designed to make the life of teachers easier. it works both in the classroom and as a useful way 
to teach remotely. More specifically, Wizer is a digital worksheet-building tool that can be used 
both by teachers and by students. It allows for the inclusion of questions, images, videos, and 
recording directions, and teachers can set specific tasks, such as getting students to label images 
or answer multiple choice questions. let’s you create a new worksheet from scratch with a 
selection a pre-made examples from the community, which openly shares. You can edit one to 
make it suit your task perfectly, or perhaps use one as is to save time. The platform integrates 
with Google Classroom for easy sharing of worksheets with students, and also can be accessed 
across devices via a browser window or in the app on smartphones and tablets. From the 
explanation above, it is clearly written that Wizer.me is one interesting application that can be 
used at the class. We can insert the video, materials and also assessment there. It is easy and 
simple. We called it LKPD online or students’ worksheets. The researcher makes it for teaching 
in KBC class about Expression of asking and giving a help. 

 

Figure 3. Wizer is a digital worksheet-building tool 
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Jamboard  
Jamboard is one of application derived from Google. We can call it online board. We can insert 
the materials or questions. The students can give their ideas or answer the questions by giving 
colorful sticky note. It can increase the students’ attention about the lesson. The researcher 
gives it in grade of twelfth, eleventh and tenth. 

 
Figure 4. Jamboard is one of application derived from Google 

Zoho 
According to Wikipedia, Zoho office suite is an Indian web based online office suite containing 
word processing, spread sheets, presentations, databases, note taking, wikis, web conferencing, 
customer relationship management, project management invoicing and other application. It is 
developed by Zoho corporation. It is clearly stated that Zoho is usually used in online office. 
We can use it for online attendance. It is so interesting. The students don’t only insert the name 
and the class but also, they can draw their signature. We can observe the students that come in 
our lesson. It is the Zoho application that the researcher has made. 

 
Figure 5. Zoho app registration 
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Wheel of names 
According to https://www.thetechieteacher.net/ Wheel of Names: This site provides a wheel 
that can be uploaded with activities and used to have the students 'spin the wheel'. Wheel of 
Names is a random selector tool that was designed for choosing winners/names. However, 
educators could use this for so much more! I was looking for a digital spinner to add different 
writing prompts to go along with the book, Troll Stinks (affiliate link). It is an interesting 
application that can challenge the students to do the activities in the class. The researcher makes 
it for eleventh grade of language program. 

 
Figure 6. Wheel name: used to make students 'spin the wheel' containing activities 

Quizizz, Educandy, Proprofs and Wordwall 
Quizizz, Educandy, Proprofs and Wordwall are the game application. We can make it 
interestingly. We can use it for making assessment to our students. It can be as pretest, posttest 
or exam. They are so impressive because they make the class active. We know that today, the 
students can’t release from their mobile. Especially, teenage likes playing game at home or the 
class. They have various kinds of game either online or offline one. Therefore, the researcher 
tries to look for the way to make the students not boring to the lesson. They can still play the 
game but it relates with the lesson. Here is the game that has been made by the researcher 

 

Figure 7. The Quiziz app 
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Figure 8. Educandy app 

Figure 9. Proprofs app 

 

Figure 10. Wordwall app 
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from ten medias that are used by researcher in teaching and learning process at the class has 
brought positive impact toward the students. They become enthusiasm for studying, more 
active and interactive at the class and they have been fun in English and not boring anymore in 
the English lesson. It can be proved for their scores that increase week by week. Besides the 
score, the researcher gives the reflection toward the students. He wants to know about how 
comfortable and happy they are in learning English. Here is the example of reflection that has 
been done by the researcher for the students of twelfth Science 2 

Figure 10. Student scores improved after using ten English Learning media 
There are thirty students of twelfth Science 5, twelfth science 2, 3 and eleventh language 
program are thirty-two students, thirty-six students are for twelfth language program, 35 
students are for twelfth cross interest program, 30 students are for tenth cross interest program. 
They consider that the interesting medias that have been given by the teacher in the class can 
increase the enthusiasm for study so it can upgrade their score. There are 200 students that 
consider the using of learning medias can intrigue their activeness and learning in the class. It 
means that there is 88%. While the students that think the using of medias don’t bring effect in 
their activeness and study are 11,89% 

Conclusion 
Interesting learning will make the students enthusiastic and it can intrigue the students to study. 
There are some medias that are used by the researcher in teaching English.  He applies ten 
applications such as, Pixton, Jamboard, Educandy, Quizizz, Proprofs, E.D. puzzle, Zoho, 
Weheelofnames, Wordwall and Wizer. Those applications have been designed by him to make 
the class amusing. So, the students will be so active and they will get the best result in studying 
English. The learning reflection shows that they feel happy and not boring when the teacher 
design ten application as learning supporting medias. there are 227 students that have been 
done reflection toward the using of online learning medias and the result is there are 200 
students or 88% feeling comfortable and can study very well by using them and there are 27 
students or 11.89% considering don't bring the impact of using the leaning medias or not. There 
are many online learning medias that we can design to make learning very interesting. 
Therefore, the researcher gives advice to teachers for designing online learning medias so that 
students will feel happy in our learning and the classroom atmosphere will be very interesting. 
Teachers should provide varied learning with different learning media so that students will feel 
challenged and intrigued to do new things, which they have not gotten before. 
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