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Abstract                                                                     

Background/purpose. Fun learning is one of the key factors 
determining student achievement. Happy learners are more likely to 
experience enhanced retention, motivation, and cognitive abilities. As 
technology advances, teachers can use media such as games in 
classroom activities to help students overcome the challenges of 
learning English as a foreign language. This study aims to promote 
student motivation in learning English using Quizizz educational 
games. 

Materials/methods. Action research involving two university 
graduates majoring in English language teaching, a mentor teacher, a 
professor, and a cohort of 35 students was conducted in a state junior 
high school in the town of Banyumas, Indonesia. The data was 
collected via classroom observations and questionnaires. The data 
were analyzed using descriptive statistical techniques. 

Results. Results showed a rise in student learning motivation following 
the intervention across research cycles. It is most likely that the results 
have reached the predefined criteria for intervention success with 
revised plans over time, because in practice, Quizizz provided a 
pleasant learning atmosphere, minimized academic boredom, and 
encouraged students to compete. Furthermore, the achievement was 
most probably attributed to reflective practice among parties involved 
in the collaborative classroom action project. 

Conclusion. In summary, apart from its status as a common persistent 
issue in EFL classes, students' low learning motivation can be 
promisingly raised through the adoption of Quizizz within the 
framework of a classroom action research study. 
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1. Introduction  

As English is a crucial international language for students to master, the government of Indonesia 
has launched a policy mandating English teaching and learning from junior high school through 
university (Isadaud et al., 2022). At the junior high school level, English as a foreign language is taught 
twice a week with a couple of 40-minute sessions each. However, the teaching and learning of the 
language is still considered weak and boring. As a result, many English classrooms have shown low 
student engagement and dynamics (Azahra et al., 2025; Fauzi et al., 2024; Jon et al., 2021).  

A fun learning process is needed to enhance students’ motivation in learning English. To support 
lesson delivery, the teacher needs to prepare learning media (Wahyuni et al., 2016) and design 
innovative learning media that can liven up the teaching and learning atmosphere according to 
students' needs (Hae et al., 2021). In addition, using learning media helps students easily understand 
and absorb the materials presented by teachers (Ally, 2004; Basuki, 2015). 

Fun learning is one of the most important factors influencing students' learning process and 
achievement. With it, students can learn happily and comfortably, are better prepared and more 
motivated to learn, and are more likely to accept and understand what the teacher conveys. 
According to Wangge, one way to create a more enjoyable learning atmosphere is to implement 
educational games (Barnes & Shirley, 2007). As technology advances, teachers can use media, such 
as games, whether offline or online, to reduce boredom in English learning and make students more 
excited to learn (An-nisa et al., 2022).   

Motivation is a crucial variable that influences a person's behavior, achievement, and success. 
Motivation arises within students to engage in specific activities to achieve a learning goal. Motivation 
plays an important role in the learning and teaching process. Based on observations made during the 
implementation of Teaching Practice Experience 2 course in the Pre-Service Teacher Professional 
Training, in the 2022/2023 Academic Year, which was held in a cohort of students labelled as Class 8 
C at a state primary school in the town of Banyumas, Indonesia,  it was found that there were still 
many students who were poorly motivated in learning English due to several factors. The first factor 
is that students receive English lessons only after attending primary school, where English is new to 
them, so they perceive It as difficult to understand. In addition, the lack of use of learning media has 
made students quickly feel bored with learning. 

Given that students constitute an important aspect of education, it is necessary to take action in 
the learning process. An effort to lift students’ moods could be an alternative way to optimize their 
learning. A professional teacher does not merely act as a material presenter but also serves as a 
motivator, evaluator, and facilitator (Rahmat & Jannatin, 2018). Teachers have a role and 
responsibility to improve the quality of education. Teachers in the learning process must be able to 
adapt skills to students' level of development.  

Learning and motivation influence each other (Uno, 2021). Learning is a relatively permanent 
behavior change, and it can result from goal-based reinforcement to achieve a particular goal. 
Motivation can be increased by making learning activities more engaging and interactive, and by 
involving students through media games. Students can play an active role in groups and individually 
through games. The use of media games in English learning is expected to motivate students. Game-
based learning entails achieving learning objectives through game-based materials and boosting 
learning through problem-solving (Groening & Binnewies, 2019). This can allow students to learn in 
a meaningful way. While another source claims that games can encourage students to participate 
(Lopez & Tucker, 2019). This is relevant to learning in the 21st century, as it supports critical thinking 
skills, entertains, and increases motivation. 

https://doi.org/10.22521/edupij.2026.21.24
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Learning motivation, whether intrinsic or extrinsic, can arise due to several factors (Qizi, 2022). 
Internal factors, such as the need for learning and the support needed for that need, as well as hopes 
and ideals. External aspects include acknowledgment, a supportive learning environment, and 
engaging learning activities. Students' intrinsic motivation does not need encouragement from 
others; it has developed on its own because of their own desires or has been motivated. Extrinsic 
motivation, namely, motivation that comes from outside, for example, when students are given a 
reward for getting the highest score. The characteristics of motivation that exist in students include: 
a) Perseverant,  an attitude and behavior that shows full sincerity continuously and remains 
enthusiastic about doing something, b) Tenacious, where in the face of adversity, it means persistent, 
tough, not giving up in learning, working to achieve your hopes and dreams, c) Hard work, doing 
something seriously to achieve something an individual wants, d) Creative and innovative in asking 
questions related to the material being taught (Sadiman et al., 2007). 

To increase teacher motivation, it is necessary to innovate by developing learning media. From 
an educational perspective, learning media are a strategic instrument for determining success in the 
learning process (Arsyad,  2014). Learning media, such as methods, tools, and techniques, are used 
to increase the effectiveness of communication and interaction between teachers and students in 
school learning (Hamalik, 1989).  The learning process can run effectively and efficiently if the right 
learning media support it, as they can help boost students’ development. In line with Arsyad (2014), 
learning media are tools, environments, and all forms of activities utilized to improve knowledge and 
instill skills in everyone who uses them. 

The function of learning media covers: a) Communicative function, used to facilitate 
communication between the sender of the message and the recipient of the message, b) The function 
of learning motivation media, which is expected to be able to make students motivated in learning, 
c) Meaningful function Learning media, which not only increases data and fact information but also 
can improve students' ability to analyze and create as a high-level cognitive aspect, d) Perception 
equalization function through the use of learning media, where it is expected to be able to equate 
the perceptions of each student in such a way that students have the same view of the information 
provided, e) Individuality function learning media, which function to accommodate the different 
needs of each individual (Sanjaya, 2014). One of the learning media is games. Games are often 
considered to hurt students. In fact, games serve positive functions for students, including helping 
them recognize technology, practice problem-solving and logic, and providing entertainment. Games 
are activities that involve interaction among participants by following predetermined rules to achieve 
a goal (Sadiman et al., 2007). Educational games are designed specifically for educational purposes 
(Wijayanto, 2017). 

The advantage of adopting media games is that they incorporate elements that can improve 
memory, such as animation, enabling students to better store and retain material over a longer 
period than with conventional media (Vitianingsih, 2016). One such game is Quizizz. Quizizz 
Educational Game is a game-based educational application that offers a variety of fun, interactive 
activities and exercises (Purba, 2019; Hamzah, 2023). Students can use Quizizz educational games at 
home on their electronic devices, such as smartphones and laptops. Quizizz educational games differ 
from other educational apps in that they feature thematic characters, memes, avatars, and music. 
They also allow students to compete with one another, making them more engaged in learning and 
motivated to complete exercises and quizzes in the hope of achieving high quiz scores.  

As aforementioned, the Quizizz technology game for education would be promising to adopt in 
the current study, in our effort to address the most common problem in English as a foreign language 
classrooms in Indonesia, namely, low student motivation. We the classroom investigators sought to 
find out answers to the following questions: 1) Does teaching English as a foreign language through 
Quizizz we design collaboratively improve students’ learning motivation?; 2) How do we implement 
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our planned instruction for a positive learning motivational change within collaborative classroom 
research framework?; 3) Does the learning and teaching scenario we develop have impact on 
students’ learning achievement?. 

2. Methodology  

2.1. Research Design

In this classroom investigative project, we employed action research. Classroom action research 
(CAR) aims to address deficiencies in classroom teaching and learning by implementing interventions 
to enhance learning quality.  CAR is a reflective study that requires taking specific steps to improve 
professional learning practices in the classroom (Garpersz & Uktolseja, 2020).  

We adopted Kemmis & McTaggart’s CAR Model in this study (Kemmis & McTaggart, 1988). The 
model takes four steps throughout the CAR: 1) Planning, 2) Action, 3) Observing, and 4) Reflecting, 
as best illustrated in Figure 1 below.  

 

Figure 1. CAR Cyclical Process 

Planning includes creating a lesson plan, selecting instructional materials, and choosing 
evaluation criteria. The next step is to put the lesson plan, learning resources, and designed 
interactive learning into practice. In order to observe, one must pay attention and use an observation 
sheet to track classroom activities during the lecture. Reflection also involves analyzing and assessing 
each cycle's actions to determine whether the outcomes meet the pre-set standard. The outcomes 
of reflection might serve as a starting point for a discussion to revise the instructional design in the 
following cycle.  
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2.2. Participants

The study involved two university graduates majoring in English language teaching joining a pre-
service teacher professional training program granted by the government, a mentor teacher, a 
university-based teacher ranked as professor, and a cohort of 35 students (15 males and 20 females) 
labeled as Class 8 C at a state junior high school in the town of Banyumas, Indonesia. Class 8 C was 
selected for this classroom action research after the research team made initial observations across 
parallel cohorts and determined that it had the weakest learning motivation. This study was 
conducted over two months in the 2022/2023 Academic Year.     

2.3. Data Collection 

In this research, the obtained data must be clear, in-depth, and specific. We collected data using 
the following methods: classroom observations and questionnaires.  

In this research, we conducted participatory classroom observations. Observation sheets were 
developed based on characteristics that indicate motivated behavior, including four indicators: 
perseverance in learning, persistence in the face of difficulties, hard work, and creativity and 
innovation (Sadirman, 2007). This was meant to assist us in describing the actual situation in the 
implementation of English-language instruction using the chosen games.  

We also administered a questionnaire at the end of each research cycle to assess the success of 
intervention implementation in relation to student learning motivation. The professor led the team 
in developing the questionnaire. We adopted logic validity, where the instrument was constructed 
based on the following dimensions/aspects: a) Desire for success in learning, b) Presence of 
motivation and needs in learning, c) Eagerness to pursue future aspirations, d) Recognition in 
learning, e) Engaging learning activities, and f) Conducive learning environment (Uno, 2021). The 
Likert scale was applied in the questionnaire. The rating scale we applied is displayed in Table 1 
(Widoyoko, 2012; Taherdoost, 2022) below. 

Table 1. Likert Rating Scale 

Response Positive Statement Negative Statement 

Strongly agree 4 1 

Agree 3 2 

Disagree  2 3 

Strongly disagree 1 4 

2.4. Data Analysis 

Data from classroom observations and student questionnaires were processed using descriptive 
statistical techniques to depict achievement of the preset standard for student participation and 
motivation in learning English in each cycle. Descriptive statistics include central tendency such as 
mean (average), percentage, frequency distribution, and a number of measures, including variability 
and standard deviations (Suwartono, 2014). Tables and charts were created to better communicate 
the data. We established a predefined criterion for intervention success. The observational and 
questionnaire data should attain a minimum percentage score of 75 as per the pre-set standard. 

2.5. Ethical Considerations

The research team met with the school principal. The professor established a shared 
understanding that we do care for confidentiality and data protection, integrity, and accountability, 
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including ensuring voluntary participation via informed consent, avoiding doing no harm to the 
students, teacher, and school where the study was conducted, and avoiding conflicts of interest 
within the team and among parties during the research, dissemination of findings, and publication. 

3. Results and Discussion 

Data obtained from classroom observations and student questionnaires were then analyzed. 
Results of data analysis shall provide sound answers to the formulated research questions and shall 
be presented with reference to classroom action research reporting, which follows a cyclical process 
of preparation, implementation, observation, and reflection. 

3.1. Pre-Cycle

The purpose of the current study is to determine whether Quizizz educational games can 
enhance students' motivation to learn English in the study cohort. Based on initial observations we 
made, we found students who were less enthusiastic in learning and low learning motivation as 
indicated by low persistence in doing assignments, less tenacious, not trying to complete assignments 
well, lack of confidence in expressing opinions, lack of interest in learning, and low desire to learn the 
lesson material. Only 11 out of 35 students had good motivation, so the pre-cycle achieved 31 
percent.  

24 (69%) students were less motivated to learn. Students were reluctant to learn English because 
they thought it was difficult to understand. This constitutes the most possible causal factor of the 
students' low learning motivation. In addition, most students formally receive English for the first 
time in primary school, which is a challenge to either teachers or students regarding the English 
language class because English is a new subject for the students, so they feel unfamiliar with it. 

3.2. Cycle 1

The team focused on problems identified at an earlier stage. The learning process has been 
arranged by firstly preparing a teaching scenario – the so-called ‘Teaching Module’. It included games 
for teaching in the class. We selected a game that would be applied and created data collection 
instruments. 

The intervention was applied in one meeting in the last week of July 2023 with two 40-minute 
sessions about the Recount Text. The teacher started the learning process with greetings and prayer 
together, checked students' presence, expressed appreciation for students' understanding of 
recount text material and related motivations, and connected lessons previously studied and the 
material to be studied this time. 

The teacher provided an offline game action "Bingo", in which students were asked to write as 
many verbs in the second form as possible on the whiteboard, and then the other students were 
invited to choose nine of the many verbs on the board. Students looked enthusiastic but were not 
sufficiently enthusiastic. The game should have been stopped for a moment when a student won, so 
that other students had no opportunity to play anymore. 

https://doi.org/10.22521/edupij.2026.21.24
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Figure 2. The Class in Action (Blurred for Privacy Reasons) 

After the main activities were completed, the closing activities were continued. The teacher 
invited students to conclude what had been studied at this meeting. The teacher then ended the 
teaching and learning activity. The teaching and learning process proceeded in accordance with the 
prepared Teaching Module, including an instructional game. 

Students' learning motivation was observed through the observation sheets we completed and 
the questionnaires students completed online via Google Forms. The observation and questionnaire 
results show that the learning activities in the first cycle were quite effective, with an increase from 
31% in the pre-cycle (baseline) to 57% in the first cycle. However, some students exhibited lower 
levels of motivation. Some of them had difficulty understanding the subject matter or felt less 
confident in expressing opinions in front of the class. This result did not meet the set standard, and 
therefore, a next cycle was required. Table 2 exhibits the data. 

Table 2. Student Learning Motivation in Cycle 1 

Source of Data Percentage (%) 

Observation 57 

Questionnaire  70 

The learning process in cycle 1 ran quite effectively, despite a few obstacles. Based on our 
discussion, an agreement emerged that one apparent condition was that the practice of games was 
less interactive. Besides, there were still too few students who took part in it. Therefore, it is 
necessary to revise the action implemented to achieve optimal impact on student learning motivation 
in the next cycle. 

3.3. Cycle 2

In cycle 2, we began by preparing the Teaching Module. We also prepared the game to use. We 
chose Quizizz, an interactive online game, to boost students' learning motivation.  

Cycle 2 intervention was carried out. The teacher began the learning activities with a greeting 
and a prayer together. Then, the teacher checked the students' attendance. After that, appreciation 
and motivation related to the learning that has taken place and the instructional material that will be 
delivered were given. Before the main activities, the teacher gave an icebreaker, a physical activity, 
to help students focus on the learning activities. 

https://doi.org/10.22521/edupij.2026.21.24


                         Suwartono et al. | 8 
 

https://doi.org/10.22521/edupij.2026.21.24 Published online by Universitepark Press 

The core activity began with the teacher's guidance in helping students understand what a 
recount text is, its structure, function, use of linguistic rules in recount texts, and time connectives. 
The teacher asked the students to read the text and identify the parts and time connectives. After 
that, the teacher asked the students to prepare their cellphones to play the Quizizz online game. 
Apart from some initial problems with the students' cellphones, the game ran effectively. The 
problems were resolved properly. 

The difference lies in the use of games in cycles 1 and 2. In cycle 2, the games were conducted 
online, and each student could monitor their scores. In addition, there were winners 1, 2, and 3, the 
top 3, who achieved the highest scores in the class. As a closing activity, the teacher and students 
reflected together on the material studied.  

Based on the observation results, the teaching and learning activities were effective, with 
students appearing enthusiastic and engaged in the learning process. This was slightly different from 
the previous cycle, in which they competed for the highest score. It can be seen from the fact that 
the students monitored their respective scores via cellphones, and some even went far from their 
seats in order to monitor their own scores. Results of observation regarding learning motivation of 
the study cohort showed that there was significant variation in the level of motivation among 
students. Most students seemed to demonstrate a high level of motivation across various academic 
areas. Student motivation has increased significantly, as can be seen in Table 3. 

Table 3. Student Learning Motivation in Cycle 2 

Source of Data Percentage (%) 

Observation 80 

Questionnaire      77.14 

As can be seen from the table, the students' motivation initially stood at 57% and increased to 
80%. Furthermore, the questionnaire data showed a score of 77.14%, which exceeded the pre-set 
standard for intervention success, i.e., 75%. 

Based on the observation and questionnaire results regarding learning English using games in 
cycle 2, it ran well. The students were more enthusiastic about participating in learning activities. In 
the learning process, the teacher gave praise and rewards to students who achieved the top 3 scores 
in the game. The observation results show a significant increase. Nevertheless, the next cycle was still 
required to determine whether the game would be able to further enhance students' learning 
motivation to a higher level. 

In cycle 2, the students were more enthusiastic and engaged in learning activities than in cycle 
1. They were seen monitoring their scores on mobile phones, and some even left their seats to check. 
Students looked more motivated to fight for the highest position. 

3.4. Cycle 3

Cycle 3 intervention was carried out in the third week of August, 2025. This action plan focused 
on improving or stabilizing the learning activities from the previous cycle. We created another 
teaching scenario and prepared instruments to gather data on the teaching and learning process.  

The teacher's initial activity began with a greeting and a prayer together. After that, the teacher 
checked the students’ attendance. The teacher gave appreciative feedback on the learning activities 
from the previous lesson. Then, the teacher and students did some icebreaking, namely, singing while 
clapping together. 

https://doi.org/10.22521/edupij.2026.21.24
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The core activity began with a review of previously learned material and continued with a Quizizz 
game. This time, the students' scores were accumulated in groups. The teacher randomly split the 
students into eight groups for the Quizizz game so they could not choose their own group. The activity 
went smoothly. After completing the game, they were asked to group according to the groups that 
had been divided earlier to work on a worksheet on matching paragraphs with pictures. As a closing 
activity, the teacher invited students to reflect on today’s lesson. After that, the teacher closed the 
class with a prayer together. 

Based on the observational data, there has been an increase in student motivation for learning. 
The observational data on motivation further increased to 83%, and the questionnaire data rose to 
85.71%. Students competed to reach the highest position. Some students looked very enthusiastic 
and intensely engaged. Additionally, some had inquiries when they encountered obstacles or when 
there were things they did not understand. Students seemed to strive to compete in order to become 
the “winner.” Since in this cycle all students were working under a mechanism in which scores were 
accumulated with the group, it added another challenge for them. 

Table 4. Student Learning Motivation in Cycle 3 

Source of Data Percentage (%) 

Observation 83 

Questioner       85.71 

The learning activities in cycle 3 were quite effective, as the students were actively engaged in 
the English language classroom. The students appeared calm, dedicated, and highly motivated to 
achieve top rankings and grades in the class. In addition, the students encountered a few obstacles. 
The results of the intervention implementation and the data gathered have met the pre-set standard. 
Hence, the research was conclusively ended at cycle 3. Overall, the results of the study can be 
illustrated in Figure 2. 

 

Figure 3. Learning Motivation in English Class Pre- and Post-Intervention 

Based on the results of the present study and previous research, the use of games in learning 
can improve students' motivation to learn. This corroborates what Lopez & Tucker pointed out 
earlier, where games can encourage motivation and increase student participation (Lopez & Tucker, 
2019). This is essential to 21st-century learning, as it will promote and improve critical thinking 
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capacities, engage students, and motivate them. Games are suitable for learning, making it livelier 
and more fun. 

Based on observations and questionnaires, students' learning motivation has increased, as 
indicated by their desire and enthusiasm to learn and succeed. It is consistent with Uno’s findings 
showing that indicators of motivation include: a) Desire for success in learning, b) Presence of 
motivation and needs in learning, c) Eagerness to pursue future aspirations, d) Recognition in 
learning, e) Engaging learning activities, f) Conducive learning environment (Uno, 2021). About these 
indicators, the study cohort has shown a motivated attitude.  

Throughout the first, second, and third cycles, the data show a rise in motivation intensity. The 
use of interactive game media made students even more tenacious in completing the tasks assigned 
by the teacher. Based on the results, it can be said that the classroom action research adopting 
Quizizz with adjustments to its implementation has met the research team’s expectations and, 
therefore, is considered a great success. One possible explanation for this success is that in practice, 
Quizizz games provide a fun learning atmosphere, reduce boredom, and encourage students to 
compete. This confirms a study by Meilani et al., which reveals that gamification techniques can also 
encourage students to study more assiduously (Meilani et al., 2023). Students will feel more certain 
and motivated to keep learning after completing a challenge or reaching a certain score in a game. 
Gamification techniques can therefore aid in improving student performance and motivation during 
the learning process.  

Game can be a successful alternative to boost student enthusiasm and involvement in the 
learning process, according to a review of research and literature supporting its application in 
education. Therefore, games should be taken into consideration as one of the techniques for creating 
an engaging and effective English class. All these challenges require English teachers to be creative 
and innovative in their role as learning facilitators (Suwartono, 2016). They should be open-minded 
and enjoy taking risks and experimenting with new teaching methodologies. 

4. Conclusion 

The current study has shown that integrating the Quizizz educational game into EFL classes has 
enhanced students’ motivation to learn the language. Bringing Quizizz into the EFL classroom while 
making necessary revisions along the way, its implementation within the framework of a collaborative 
action research study has had a much stronger impact on common, persistent challenges in EFL 
teaching and learning, such as student motivation. As there is a huge opportunity that allows the 
team in this project to critique teaching practice and its impact on student learning, the success of 
this motivation-raising is also likely to be associated with reflective practice emerging among the 
educators (with different levels of teaching experience), co-working.  

Two apparent limitations of this study are addressed here. In the first place, there was a shortage 
of time for intervention implementation, and therefore, we did not manage to evaluate student 
learning outcomes after integrating Quizizz. Bearing this in mind, future research is warranted to 
assess not only the students’ learning process but also their learning outcomes. Another major 
weakness is that, regarding the research design, the results of this study are not generalizable. It is 
hoped that many future classroom action research studies focusing on educational games for similar 
purposes will be conducted to assess consistency.  

5. Suggestions and Practical Implications 

Based on the current study results, we suggest that classroom practitioners in the field of English 
language teaching enjoy working collegially to activate, develop, and sharpen their reflective 
processes, as well as to create a good academic atmosphere. We also recommend involving more 
experienced educators on every classroom action research project team to support teachers' 
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professional development more contextually. The presence of a university-based educator 
(professor) in this study seems to be a very good practice for this purpose. 
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