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This study was conducted in response to the growing integration of information and 

communication technology in English language learning, which has created opportunities 

to enhance students’ vocabulary acquisition through more interactive and engaging 

instructional media. Vocabulary mastery is a fundamental component of English 

proficiency, yet many elementary school students continue to experience difficulties in 

learning new vocabulary through conventional teacher-centered approaches. Therefore, 

this study aimed to examine the relationship between the use of gamification-based 

Quizizz and English vocabulary mastery among sixth-grade students at MIN 1 Kota Palu. 

A quantitative correlational research design was employed, involving 30 students selected 

through purposive sampling from a population of 63 students. Data were collected using 

a 15-item Likert-scale questionnaire measuring students’ use of Quizizz and a 20-item 

multiple-choice vocabulary test. The data were analyzed using IBM SPSS Statistics version 

30 through normality, linearity, and Pearson Product Moment correlation tests. The 

findings indicated that the data satisfied the assumptions of normality and linearity. 

Pearson correlation analysis revealed a very strong positive and statistically significant 

relationship between Quizizz use and students’ English vocabulary mastery (r = .892, p < 

.001), indicating that greater engagement with Quizizz was associated with higher 

vocabulary achievement. The study concludes that Quizizz has considerable potential as a 

gamification-based learning medium to foster engaging, interactive, and student-centered 

vocabulary learning in elementary English classrooms. However, because the study 

employed a correlational design, the findings demonstrate an association rather than a 

causal effect between Quizizz use and vocabulary mastery.  
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INTRODUCTION 

The rapid advancement of information and communication technology has substantially 

reshaped educational practices, including the teaching and learning of English as a foreign language. 

Digital technologies have expanded instructional possibilities beyond conventional textbooks and 

teacher-centered classroom activities by enabling learners to access interactive content, immediate 

feedback, and flexible learning resources. In English language education, technology integration has 

increasingly encouraged teachers to design learning experiences that are more participatory, 

adaptive, and responsive to students’ needs (Al-khresheh, 2024; Bui, 2022; Elmaadaway & 

Abouelenein, 2023). This transformation is particularly important in elementary education because 

young learners generally respond more positively to visual, interactive, and experience-based 

learning activities than to prolonged verbal explanation (Anggraheni & Ertanti, 2025; Hidayat, 2025; 

Peláez & Solano, 2023). At the same time, early exposure to English can support the gradual 

development of language awareness, confidence, and readiness to communicate in broader academic 
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and social contexts (Yan et al., 2024; Yuan, 2024; Zadorozhnyy & Lee, 2025). Since English provides 
access to global information, scientific knowledge, and intercultural communication, strengthening 

its instruction from the elementary level remains an important educational concern. Therefore, the 

use of appropriate digital learning media should be viewed not merely as a technological trend but 

as part of a broader effort to improve the quality and relevance of early English education. 

Among the various components of English proficiency, vocabulary mastery occupies a central 

position because it supports learners’ ability to understand and produce language. Vocabulary 

knowledge enables students to comprehend spoken and written input, construct meaningful 

sentences, and participate more confidently in communication activities (Huang, 2021; Tai & Chen, 

2024; Taye & Mengesha, 2024). Learners with limited vocabulary frequently experience difficulty 

understanding classroom instructions, interpreting reading materials, and expressing ideas 

accurately in oral or written forms (Amalia et al., 2021; Clarin et al., 2023; Suseno, 2024). These 

challenges are often more apparent among elementary school students, who are still developing 

basic linguistic awareness and require repeated exposure to new words in meaningful contexts 

(Chowdhury et al., 2024; Joye et al., 2022; Kieseier et al., 2022). Vocabulary learning at this stage is 

not limited to memorizing translations, but also involves recognizing word forms, understanding 

meanings, recalling words, and using them appropriately in simple communicative situations 

(Arochman et al., 2023; Uchihara et al., 2022, 2025). When these processes are not adequately 

supported, students may struggle to progress in listening, speaking, reading, and writing. 

Consequently, vocabulary mastery should be treated as a foundational learning outcome that 

requires systematic and engaging instructional support. 

Despite its importance, vocabulary acquisition remains a persistent difficulty in many 

elementary English classrooms. Students commonly struggle to retain unfamiliar words, distinguish 

similar lexical forms, and apply newly learned vocabulary beyond isolated exercises. These 

difficulties may be intensified when instruction relies heavily on repetition, translation, note-taking, 

and decontextualized memorization, which provide limited opportunities for active processing and 

meaningful use (F. Ahmed et al., 2026; Shahidipour, 2025; Wahyuni & Nissa, 2026). Conventional 

activities may also reduce learners’ attention when they are presented in repetitive formats that do 

not correspond to the developmental characteristics of young students. Furthermore, teacher-

centered learning can position students as passive recipients of information rather than active 

participants who explore, respond, and receive feedback during the learning process (Al-Shehri & 

Alaudan, 2024; Martin-Alguacil et al., 2024; Tang, 2023). In such conditions, vocabulary lessons may 

be perceived as monotonous and cognitively demanding, resulting in low participation and weak 

retention. This situation indicates that the problem of vocabulary mastery is not solely related to 

students’ ability, but also to the quality of the instructional environment in which vocabulary is 

introduced and practiced. 

The need to address these difficulties has encouraged educators to consider technology-

supported and gamification-based learning as alternative approaches. Gamification refers to the use 

of game-related elements, such as points, challenges, rewards, levels, competition, and immediate 

feedback, in non-game learning contexts (Luo, 2022; Sailer & Sailer, 2021; Zainuddin et al., 2024; 

Zhang & Huang, 2024). When appropriately designed, these elements can increase learners’ 

attention, participation, persistence, and willingness to complete academic tasks (Bowden et al., 

2021; Daniel et al., 2024; Lasekan et al., 2024). In vocabulary learning, gamified activities may 

provide repeated practice without creating the same sense of monotony often associated with 

conventional drills. They can also create a low-risk environment in which students respond to 

questions, identify errors, and improve their understanding through direct feedback (Li & Kim, 2024; 

Shafiee Rad, 2024). For elementary learners, this combination of repetition, interaction, and 

enjoyment is particularly relevant because it aligns learning tasks with their preference for short, 

responsive, and visually stimulating activities. Thus, gamification offers a pedagogical rationale for 

integrating digital tools into vocabulary instruction rather than using technology only as an 
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additional classroom feature. 
Quizizz is one of the digital platforms frequently used to implement gamification in educational 

settings. The platform allows teachers to organize quiz-based activities supported by automated 

scoring, rankings, time limits, visual displays, and immediate response feedback. These features can 

transform vocabulary practice into an interactive activity in which students repeatedly recognize 

meanings, recall word forms, and respond to contextualized questions. Previous research has 

suggested that Quizizz can enhance students’ motivation, engagement, classroom participation, and 

positive attitudes toward language learning (Anak Yunus & Hua, 2021; Degirmenci, 2021; Diah 

Wulansari Hudaya et al., 2025; Fahada & Asrul, 2024; Munawir & Hasbi, 2021; Ridhwan, 2023). 

Studies on digital vocabulary platforms have also reported that game-supported activities can 

facilitate vocabulary retention, repeated exposure, and active involvement among language learners 

(Aswita et al., 2025; Ciğerci et al., 2025; Panmei & Waluyo, 2023). Other findings indicate that 

technology-based gamification may reduce anxiety and provide a more encouraging environment for 

learners who are reluctant to participate in conventional classroom interaction (A. A. A. Ahmed et al., 

2022; Topçu & Doğan, 2026; Zhou & Wu, 2026). In addition, Quizizz has been associated with more 

flexible assessment and practice because students can receive direct information about the 

correctness of their answers. Collectively, these studies demonstrate that gamified digital platforms 

possess considerable potential to support English vocabulary learning. 

Nevertheless, the existing literature remains dominated by studies examining students’ 

perceptions, motivation, engagement, satisfaction, or the effectiveness of gamification through 

experimental comparisons. Several studies have focused on university or secondary school 

populations, while evidence from elementary EFL contexts remains comparatively limited (Ferguson 

& Leeming, 2025; Geng et al., 2022; Tong et al., 2024; Vonkova et al., 2021). Other studies have 

investigated digital flashcards, Quizlet, or broader game-based learning applications rather than 

specifically analyzing Quizizz use in relation to vocabulary mastery (Al Shihri et al., 2025; NADHIYA, 

2026; Ramadan et al., 2025; Siti, 2026). Research involving Quizizz has often emphasized learners’ 

responses to the platform or changes in achievement after an instructional intervention, but has 

provided less attention to the statistical relationship between students’ level of Quizizz use and their 

actual vocabulary performance (Brahmana, 2022; Liu et al., 2025; Pham, 2023a, 2023b). 

Consequently, it remains insufficiently understood whether students who report more active, 

motivating, and feedback-rich experiences with Quizizz also demonstrate stronger vocabulary 

mastery in an elementary school setting. This limitation is important because a positive perception 

of a digital platform does not necessarily correspond to measurable language competence. The 

present study addresses this gap by examining the relationship between gamification-based Quizizz 

use and English vocabulary mastery among sixth-grade elementary students. 

Accordingly, this study aims to determine whether there is a positive and statistically 

significant relationship between gamification-based Quizizz use and English vocabulary mastery 

among sixth-grade students at MIN 1 Kota Palu. The study does not attempt to establish a causal 

effect, but rather investigates whether variation in students’ experiences and involvement with 

Quizizz is associated with variation in their vocabulary achievement. Theoretically, the findings are 

expected to extend the literature on technology-mediated gamification by providing correlational 

evidence from an elementary EFL context that has received relatively limited scholarly attention. The 

study may also clarify how interactive features, participation, rewards, and immediate feedback are 

related to students’ vocabulary learning outcomes. Practically, the results can assist English teachers 

in evaluating the relevance of Quizizz as a supplementary medium for vocabulary practice. 

Educational institutions may use the findings as a basis for supporting more purposeful integration 

of digital learning platforms in elementary English instruction. In addition, the study can provide a 

reference for future researchers who intend to investigate gamification, vocabulary learning, and 

educational technology across broader populations and research designs. 
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METHOD 

This study employed a quantitative approach using a correlational research design to examine 

the relationship between students’ use of gamification-based Quizizz and their English vocabulary 

mastery. A correlational design was considered appropriate because the study aimed to determine 

the strength and direction of the relationship between two naturally occurring variables without 

manipulating the learning process or providing experimental treatment (Indahsari, 2025). In this 

study, the independent variable was the use of gamification-based Quizizz, while the dependent 

variable was students’ English vocabulary mastery. Rather than investigating causal effects, the 

research focused on identifying whether students who demonstrated higher levels of engagement 

with Quizizz also tended to achieve better vocabulary learning outcomes. The research was 

conducted at MIN 1 Kota Palu, Indonesia, involving sixth-grade students who had previously 

participated in English learning activities using Quizizz during classroom instruction. 

The population consisted of all sixth-grade students enrolled at MIN 1 Kota Palu, totaling 63 

students distributed across three classes (VI-A, VI-B, and VI-C). From this population, 30 students 

were selected through purposive sampling because they fulfilled the inclusion criteria established 

for the study. Specifically, the selected participants had received English instruction and had previous 

experience using Quizizz as part of vocabulary learning activities. This sampling technique was 

chosen to ensure that all participants possessed sufficient familiarity with the digital learning 

platform being investigated (Saputra et al., 2024). Consequently, the selected sample was considered 

capable of providing reliable information regarding the relationship between Quizizz use and 

vocabulary mastery within the research context. 

Data were collected using two research instruments, namely a questionnaire and an English 

vocabulary test. The questionnaire consisted of fifteen statements measured on a five-point Likert 

scale ranging from strongly disagree (1) to strongly agree (5). It was designed to measure students’ 

experiences in using Quizizz during English learning, covering indicators such as learning 

engagement, motivation, classroom participation, reward systems, and immediate feedback. 

Meanwhile, students’ vocabulary mastery was assessed using a twenty-item multiple-choice test that 

evaluated word meaning recognition, word form identification, and vocabulary use in simple 

contextual sentences. Both instruments were developed based on the research variables and were 

intended to measure students’ perceptions of Quizizz use and their English vocabulary achievement. 

Before data collection, the questionnaire and vocabulary test were reviewed to ensure that the items 

corresponded appropriately to the objectives of the study and adequately represented the intended 

constructs. 

The overall research procedure is presented in Figure 1. Initially, permission to conduct the 

research was obtained from the school administration. Eligible participants were subsequently 

identified based on the predetermined sampling criteria. The questionnaire was then administered 

to collect information regarding students’ experiences with Quizizz during English learning activities. 

Afterward, participants completed the vocabulary test individually under the supervision of the 

researcher to ensure that the obtained scores reflected their actual vocabulary competence. Upon 

completion of both instruments, all responses were checked for completeness, coded, and entered 

into the statistical database before the analysis stage. 
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Figure 1. Research Procedure 

Figure 1 illustrates the sequence of activities undertaken throughout the study, beginning with 

participant selection and ending with statistical interpretation. The procedure demonstrates that 

both variables were measured independently before the correlational analysis was performed, 

thereby ensuring that the relationship identified in this study was based on students’ observed 

responses and vocabulary test performance rather than on experimental manipulation. 

The collected data were analyzed using IBM SPSS Statistics version 30.0. Prior to hypothesis 

testing, prerequisite analyses consisting of normality and linearity tests were conducted to verify the 

assumptions required for parametric statistical analysis. The normality of the data distribution was 

examined using the Shapiro–Wilk test because the sample size was relatively small, whereas linearity 

was assessed through the deviation from linearity test. After these assumptions were satisfied, the 

Pearson Product Moment correlation analysis was employed to determine the strength and direction 

of the relationship between Quizizz use and English vocabulary mastery (Wong et al., 2024). 

Statistical decisions were made at a significance level of 0.05. The null hypothesis was rejected when 

the probability value was less than 0.05, indicating a statistically significant relationship between the 

two variables. Furthermore, the magnitude of the correlation coefficient was interpreted to classify 

the strength of the observed relationship and to provide a meaningful explanation of the statistical 

findings in relation to the research objectives.  

 

RESULTS AND DISCUSSION 

Results                                                                                                                                                            

Before examining the relationship between the research variables, prerequisite analyses were 

conducted to determine whether the data satisfied the assumptions required for parametric 

statistical analysis. The analyses consisted of normality and linearity tests, followed by the Pearson 

Product Moment correlation analysis. The results of each analysis are presented sequentially in the 

following sections. 

Normality Test 
The normality test was performed to determine whether the distributions of the Quizizz use 

scores and English vocabulary mastery scores met the assumption of normality. Since the study 

involved 30 participants, both the Kolmogorov–Smirnov and Shapiro–Wilk statistics were generated 

using IBM SPSS Statistics version 30.0. The normality test results are presented in Table 1. 
 

Table 1. Results of the Normality Test 
 

 
Kolmogorov-Smirnova Shapiro-Wilk 

Statistic df Sig. Statistic df Sig. 
Quizizz .102 30 .200 .965 30 .416 
Vocabulary Mastery .112 30 .200 .944 30 .118 
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As shown in Table 1, both variables satisfied the assumption of normality. The Shapiro–Wilk 
significance values were .416 for Quizizz use and .118 for English vocabulary mastery, both exceeding 

the criterion of .05. These findings indicate that the distributions of the two variables did not 

significantly deviate from normality. Therefore, the data were considered appropriate for 

subsequent parametric analyses. 

Linearity Test 

A linearity test was subsequently conducted to verify whether the relationship between 

Quizizz use and English vocabulary mastery was linear. This assumption is essential because Pearson 

Product Moment correlation analysis requires a linear relationship between the variables. The 

results of the linearity analysis are presented in Table 2. 
 

Table 2. Results of the Linearity Test 

  Sum of Squares df Mean Squqre F Sig. 

Vocabulary 

Mastery * 

Quizizz 

Between 
Groups (Combined) 5899.167 15 393.278 5.647 .001 

 Linearity 5463.850 1 5463.850 78.455 .000 

 

Deviation 
From 

Linearity 
435.317 14 31.094 .446 .928 

 

Within 
Groups  975.000 14 69.643   

Total  6874.167 29    
 

The results presented in Table 2 demonstrate that the relationship between Quizizz use and 

English vocabulary mastery satisfied the assumption of linearity. The significance value for the 

deviation from linearity was .928, which was greater than .05, indicating that no significant deviation 

from a linear relationship was detected. In addition, the linearity significance value was below the 

established significance level, confirming the presence of a statistically significant linear relationship 

between the two variables. Based on these findings, the linearity assumption was fulfilled, allowing 

the Pearson Product Moment correlation analysis to be performed. 

Pearson Product Moment Correlation Analysis 

After confirming that the assumptions of normality and linearity had been satisfied, Pearson 

Product Moment correlation analysis was conducted to examine the relationship between Quizizz 

use and English vocabulary mastery. The results of the correlation analysis are presented in Table 3. 

Table 3. Pearson Product Moment Correlation Analysis 
 Quizizz Vocabulary Mastery 

Quizizz Pearson Correlation 1 .892** 

Sig. (2-tailed)  .000 

N 30 30 
Vocabulary Mastery Pearson Correlation   .892** 1 

Sig. (2-tailed) .000  

N 30 30 

Note. p < .01 (2-tailed). 
 

Table 3 indicates a strong positive relationship between the use of gamification-based Quizizz 

and students’ English vocabulary mastery. The Pearson correlation coefficient was r = .892, 

indicating that higher Quizizz use was associated with higher vocabulary mastery scores. 

Furthermore, the significance value was p < .001, demonstrating that the observed relationship was 

statistically significant. Based on the hypothesis-testing criteria established in this study, the null 

hypothesis (H₀) was rejected, while the alternative hypothesis (H₁) was accepted. These findings 

indicate that a statistically significant positive relationship exists between students’ use of 

gamification-based Quizizz and their English vocabulary mastery among sixth-grade students at MIN 

1 Kota Palu. 
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Discussion 
The strong positive relationship between gamification-based Quizizz use and English 

vocabulary mastery indicates that students who reported greater involvement in Quizizz-supported 

learning also tended to demonstrate higher vocabulary achievement. This finding should not be 

interpreted as direct evidence that Quizizz alone caused the improvement, because the study 

employed a correlational rather than experimental design. Nevertheless, the magnitude of the 

association suggests that students’ experiences with the platform were meaningfully connected to 

their vocabulary learning outcomes. From a gamification perspective, this relationship can be 

explained by the way points, challenges, rankings, and immediate feedback structure students’ 

participation around clear goals and visible progress. Gamified environments may strengthen 

behavioral involvement by encouraging learners to respond repeatedly, remain attentive, and 

complete tasks that might otherwise appear monotonous (Luo, 2022; Sailer & Sailer, 2021; Zainuddin 

et al., 2024). The finding is consistent with evidence that Quizizz-supported learning can increase 

engagement and improve learning outcomes in EFL contexts (Munawir & Hasbi, 2021; Anak Yunus 

& Hua, 2021). It therefore extends previous research by showing that these motivational and 

participatory features are not only associated with students’ attitudes toward the platform but also 

with measurable differences in vocabulary mastery. 

The observed relationship may also be interpreted through the role of repeated retrieval and 

immediate corrective feedback in vocabulary acquisition. Vocabulary knowledge develops when 

learners encounter lexical items repeatedly, retrieve their meanings, distinguish their forms, and 

apply them under varying task conditions. Quizizz facilitates these processes by presenting multiple 

opportunities to recall words and by informing students immediately whether their responses are 

correct. Such feedback can help learners detect misunderstandings before incorrect associations 

become stable, while repeated quiz participation can strengthen access to previously learned 

vocabulary. This explanation is compatible with research showing that frequency of exposure 

contributes to the acquisition of spoken word knowledge and that vocabulary development involves 

recognition, recall, semantic judgment, and increasingly automatized access (Uchihara et al., 2022; 

Uchihara et al., 2025). Similar benefits have been reported in digital game-based vocabulary learning, 

particularly when tasks combine repetition, interaction, and response feedback (Chowdhury et al., 

2024; Liu et al., 2025). Accordingly, the present findings suggest that the relationship between 

Quizizz use and vocabulary mastery may be partly mediated by opportunities for active retrieval 

rather than by entertainment alone. 

A further interpretation concerns the motivational function of gamified learning in reducing 

the emotional and attentional barriers that often accompany foreign-language learning. Elementary 

students may hesitate to participate when vocabulary tasks are dominated by memorization, public 

correction, or fear of giving incorrect answers. Quizizz creates a more playful and comparatively low-

risk environment in which errors are embedded within a continuing game sequence rather than 

treated as isolated failures. This condition may support persistence, willingness to respond, and 

sustained attention, all of which are closely related to academic engagement and achievement (Wong 

et al., 2024). Previous studies have similarly shown that game-based learning can enhance EFL 

motivation while reducing anxiety, and that students often perceive Quizizz as motivating and 

engaging (Ahmed et al., 2022; Brahmana, 2022; Fahada & Asrul, 2024). However, the current study 

adds an important qualification to this literature by linking the platform not only to affective 

responses but also to vocabulary performance. The implication is that motivational benefits become 

educationally meaningful when they lead students to invest more cognitive effort in repeated 

language practice. 

The findings also support a student-centered interpretation of technology integration in 

elementary English instruction. Unlike conventional teacher-centered vocabulary teaching, which 

often emphasizes explanation, copying, and memorization, Quizizz requires students to make 

frequent individual responses and receive immediate information about their performance. This 
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shifts part of the learning process from passive reception toward active decision-making, self-
monitoring, and task completion. Student-centered learning does not eliminate the teacher’s role, but 

reorganizes it so that teachers design meaningful tasks, interpret learner responses, and provide 

follow-up support rather than controlling every step of the activity (Tang, 2023; Martin-Alguacil et 

al., 2024). The positive association found in this study is consistent with the view that active 

participation contributes to stronger academic engagement and achievement. It also aligns with 

evidence that digital technologies can expand classroom interaction when they are integrated 

purposefully rather than used as decorative tools (Bui, 2022; Daniel et al., 2024). Thus, Quizizz 

appears most valuable when it functions as part of an active learning sequence rather than as a stand-

alone testing application. 

At the same time, the strength of the correlation should be interpreted in relation to the 

instructional and contextual conditions of MIN 1 Kota Palu. The participants were selected because 

they had already experienced Quizizz-supported English learning, which means that their responses 

may reflect not only the platform itself but also the quality of teacher guidance, task design, internet 

access, and familiarity with digital quizzes. Research on educational gamification has repeatedly 

shown that its effectiveness varies according to instructional design, learner characteristics, 

feedback quality, and the alignment between game mechanics and learning objectives (Luo, 2022; 

Zhang & Huang, 2024). Similarly, digital learning tools do not automatically produce better outcomes 

when teachers lack the pedagogical knowledge needed to integrate them effectively (Elmaadaway & 

Abouelenein, 2023; Al-khresheh, 2024). An alternative explanation is therefore that students with 

stronger initial vocabulary ability were also more confident, more active, and more positive toward 

Quizizz, which could contribute to the high relationship observed. The study cannot fully separate 

these reciprocal influences, but it demonstrates that Quizizz use and vocabulary mastery were 

strongly connected within this particular elementary EFL context. This contextual reading prevents 

the findings from being generalized as evidence that the platform will produce identical results in 

every school. 

In relation to previous studies, the present findings occupy a distinct position between 

perception-based research and intervention-based research. Earlier work has frequently examined 

how students perceive Quizizz, whether it increases motivation and participation, or whether an 

instructional intervention improves post-test performance (Degirmenci, 2021; Ridhwan, 2023; 

Pham, 2023). Other studies have reported benefits for vocabulary acquisition and engagement, 

including among elementary or rural learners (Chowdhury et al., 2024; Liu et al., 2025). The current 

research supports these general patterns, but its contribution lies in demonstrating a strong 

statistical association between students’ Quizizz-related experiences and their actual vocabulary 

scores without introducing an experimental treatment. This perspective extends the literature 

because positive perceptions of a platform do not necessarily guarantee stronger linguistic 

competence. By connecting the experiential dimension of Quizizz use with vocabulary performance, 

the study provides evidence that engagement, feedback, and repeated participation may operate 

together as a broader learning mechanism. It therefore helps bridge the gap between studies that 

focus primarily on learner attitudes and those that focus only on achievement outcomes. 

The findings have both conceptual and practical implications for technology-supported English 

learning. Conceptually, the study suggests that gamification should not be understood solely as the 

addition of entertaining features, but as an instructional structure that can coordinate motivation, 

participation, retrieval practice, and feedback. This interpretation expands conventional 

gamification theory by positioning vocabulary mastery as the outcome of interacting cognitive and 

affective processes rather than of game elements in isolation. Practically, English teachers may use 

Quizizz to reinforce vocabulary after explicit instruction, diagnose misunderstandings, and provide 

repeated practice in formats that sustain elementary students’ attention. However, its use should be 

accompanied by carefully selected vocabulary items, meaningful sentence contexts, appropriate time 

allocation, and follow-up explanation after incorrect responses. Because the study involved only 30 
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sixth-grade students from one school, the findings remain context-specific and should not be 
generalized beyond similar settings without further evidence. Future research should therefore 

employ larger samples, longitudinal designs, experimental comparisons, and mediation analyses to 

determine whether engagement, motivation, feedback, or prior vocabulary knowledge explains the 

relationship more precisely. Within these limits, the study contributes a new correlational 

perspective to the global literature on gamified language learning by showing that students’ use of 

Quizizz is closely associated with vocabulary mastery in an underrepresented elementary EFL 

context. 
 

CONCLUSIONS 

This research demonstrates that there is a strong positive and statistically significant 

relationship between the use of gamification-based Quizizz and English vocabulary mastery among 

sixth-grade students at MIN 1 Kota Palu (r = 0.892, p < 0.001). The statistical analysis confirms that 

the null hypothesis (H₀), which assumed that there was no significant relationship between Quizizz 

usage and students’ vocabulary mastery, was rejected, while the alternative hypothesis (H₁) was 

supported. These findings indicate that the integration of gamification elements in Quizizz is closely 

associated with students’ vocabulary learning outcomes, as its interactive features, such as Quizizz, 

scoring systems, feedback, and game-based activities, can encourage students’ active participation in 

learning. However, the results of this research should not be interpreted as evidence of a direct causal 

relationship between the two variables. Students’ vocabulary mastery may also be related to various 

learning factors, including students’ motivation, previous learning experiences, instructional 

approaches, and classroom environments. Therefore, the findings provide an understanding of the 

relationship between gamification-based Quizizz and vocabulary mastery based on correlational 

analysis rather than determining direct influence. 

From a practical and pedagogical perspective, this research highlights the potential use of 

gamification-based Quizizz as a supportive learning medium in English as a Foreign Language (EFL) 

classrooms, particularly at the elementary school level. Teachers can incorporate Quizizz into 

vocabulary learning activities to develop a more engaging, interactive, and student-focused learning 

atmosphere. Nevertheless, effective implementation requires proper teacher guidance and 

alignment with learning objectives. Future studies may further investigate the relationship between 

gamification-based learning media and other aspects of English language learning in different 

educational settings. 

 

ACKNOWLEDGMENT 

The author sincerely expresses gratitude to the Principal of MIN 1 Kota Palu for granting 

permission to conduct this research. Appreciation is also extended to the English teacher and all 

sixth-grade students who generously participated in the study and contributed throughout the data 

collection process. The author is deeply grateful to the academic advisor for the invaluable guidance, 

constructive feedback, and continuous support provided throughout the completion of this research. 

Finally, sincere thanks are extended to everyone whose encouragement and assistance, whether 

directly or indirectly, contributed to the successful completion of this study 
 

REFERENCES 

Ahmed, A. A. A., Ampry, E. S., Komariah, A., Hassan, I., Thahir, I., Hussein Ali, M., Fawzi Faisal, A., & 

Zafarani, P. (2022). Investigating the effect of using game-based learning on EFL learners’ 

motivation and anxiety. Education Research International, 2022(1), 6503139. 

https://doi.org/10.1155/2022/6503139 

https://doi.org/10.1155/2022/6503139


 Indonesian Technology and Education Journal 
E-ISSN: 2985-8216 
P-ISSN: 2985-8208 

 

                                                                                          ITEJ : Indonesian Education and Technology Journal | 116 

Ahmed, F., Yousaf, Z., & Chaman, S. (2026). Task-based teaching and learning English vocabulary: An 

empirical study of ESL learners. Social Science Review Archives, 4(1), 3910–3925. 

https://doi.org/10.70670/sra.v4i1.1971 

Al Shihri, H. B. S. G., Mahfoodh, O. H. A., & Bin Mohd Ayub Khan, A. B. (2025). Examining the effect of 

the integration of multiple MALL applications on EFL students’ academic vocabulary 

acquisition: A mixed-methods study. Cogent Education, 12(1), 2473229. 

https://doi.org/10.1080/2331186X.2025.2473229 

Al-khresheh, M. H. (2024). Bridging technology and pedagogy from a global lens: Teachers’ 

perspectives on integrating ChatGPT in English language teaching. Computers and Education: 

Artificial Intelligence, 6, 100218. https://doi.org/10.1016/j.caeai.2024.100218 

Al-Shehri, E. K., & Alaudan, R. (2024). Teacher-centered or student-centered learning approach to 

promote learning. Journal of Language and Linguistic Studies, 20(1). 

https://www.jlls.org/index.php/jlls/article/view/5582 

Amalia, H., Abdullah, F., & Fatimah, A. S. (2021). Teaching writing to junior high school students: A 

focus on challenges and solutions. Journal of Language and Linguistic Studies, 17(S2), 794–

810. https://doi.org/10.3316/informit.140747797320761 

Anak Yunus, C. C., & Hua, T. K. (2021). Exploring a gamified learning tool in the ESL classroom: The 

case of Quizizz. Journal of Education and E-Learning Research, 8(1), 103–108. 

Anggraheni, I., & Ertanti, D. W. (2025). Multisensory character education: Enhancing social–

emotional development in early childhood through experiential learning. Al-Ishlah: Jurnal 

Pendidikan, 17(4), 7909–7919. https://doi.org/10.35445/alishlah.v17i4.8497 

Arochman, T., Madani, S. A., Welasiyah, S., & Setiandari, R. K. (2023). Exploring students’ difficulties 

in memorizing English vocabularies in higher education. Journal of English Language and 

Education, 8(2), 175–183. https://doi.org/10.31004/jele.v8i2.430 

Bowden, J. L.-H., Tickle, L., & Naumann, K. (2021). The four pillars of tertiary student engagement and 

success: A holistic measurement approach. Studies in Higher Education, 46(6), 1207–1224. 

https://doi.org/10.1080/03075079.2019.1672647 

Brahmana, A. A. A. (2022). The implementation of Quizizz in vocabulary learning activities: Students’ 

perception and motivation. Retain: Journal of Research in English Language Teaching, 10(1), 

172–178. https://doi.org/10.26740/rt.v10i01.47796 

Bui, T. H. (2022). English teachers’ integration of digital technologies in the classroom. International 

Journal of Educational Research Open, 3, 100204. 

https://doi.org/10.1016/j.ijedro.2022.100204 

Chowdhury, M., Dixon, L., Kuo, L.-J., Donaldson, J. P., Eslami, Z., Viruru, R., & Luo, W. (2024). Digital 

game-based language learning for vocabulary development. Computers and Education Open, 

6, 100160. https://doi.org/10.1016/j.caeo.2024.100160 

Clarin, A. S., Serohijos, S. S., Sumaylo, L. L., & Baluyos, G. R. (2023). The challenges in paraphrasing 

among English language students. EduLine: Journal of Education and Learning Innovation, 

3(4), 493–503. https://doi.org/10.35877/454RI.eduline2052 

Daniel, K., Msambwa, M. M., Antony, F., & Wan, X. (2024). Motivate students for better academic 

achievement: A systematic review of blended innovative teaching and its impact on learning. 

Computer Applications in Engineering Education, 32(4), e22733. 

https://doi.org/10.1002/cae.22733 

Degirmenci, R. (2021). The use of Quizizz in language learning and teaching from the teachers’ and 

students’ perspectives: A literature review. Language Education and Technology Journal, 1(1), 

1–11. 

https://doi.org/10.70670/sra.v4i1.1971
https://doi.org/10.1080/2331186X.2025.2473229
https://doi.org/10.1016/j.caeai.2024.100218
https://www.jlls.org/index.php/jlls/article/view/5582
https://doi.org/10.3316/informit.140747797320761
https://doi.org/10.35445/alishlah.v17i4.8497
https://doi.org/10.31004/jele.v8i2.430
https://doi.org/10.1080/03075079.2019.1672647
https://doi.org/10.1016/j.ijedro.2022.100204
https://doi.org/10.1016/j.caeo.2024.100160
https://doi.org/10.35877/454RI.eduline2052
https://doi.org/10.1002/cae.22733


 Indonesian Technology and Education Journal 
E-ISSN: 2985-8216 
P-ISSN: 2985-8208 

 

                                                                                          ITEJ : Indonesian Education and Technology Journal | 117 

Diah Wulansari Hudaya, M. P., Dewi, F. H., & Febriyanto, D. A. (2025). Using Quizizz as a gamified 

learning for EFL students: Benefits, barriers, and best practices. Orbith: Majalah Ilmiah 

Pengembangan Rekayasa dan Sosial, 21(3), 222–231. 

https://doi.org/10.32497/orbith.v21i3.7066 

Elmaadaway, M. A. N., & Abouelenein, Y. A. M. (2023). In-service teachers’ TPACK development 

through an adaptive e-learning environment (ALE). Education and Information Technologies, 

28(7), 8273–8298. https://doi.org/10.1007/s10639-022-11477-8 

Fahada, N., & Asrul, N. (2024). Students’ perception of gamified learning in EFL class: Online Quizizz 

for engagement and motivation. Journal of Education and Teaching Learning (JETL), 6(2), 13–

22. https://doi.org/10.51178/jetl.v6i2.1828 

Ferguson, P., & Leeming, P. (2025). A neglected area: Elementary school EFL education and teacher 

self-efficacy. Applied Linguistics, amaf008. https://doi.org/10.1093/applin/amaf008 

Geng, F., Yu, S., Liu, C., & Liu, Z. (2022). Teaching and learning writing in English as a foreign language 

(EFL) school education contexts: A thematic review. Scandinavian Journal of Educational 

Research, 66(3), 491–504. https://doi.org/10.1080/00313831.2021.1897872 

Hidayat, A. (2025). Characteristics of early childhood cognitive development through learning Islamic 

religious education in early childhood education. Naturalistic: Jurnal Kajian dan Penelitian 

Pendidikan dan Pembelajaran. https://journal.umtas.ac.id/naturalistic/article/view/6555 

Huang, H.-W. (2021). Effects of smartphone-based collaborative vlog projects on EFL learners’ 

speaking performance and learning engagement. Australasian Journal of Educational 

Technology, 37(6), 18–40. https://doi.org/10.14742/ajet.6623 

Indahsari, H. N., Ratnasari, D., & Mustamid, M. (2025). Correlation of IQ and multiple intelligence on 

educational psychology learning outcomes. Humanika: Kajian Ilmiah Mata Kuliah Umum, 

25(2), 243–252. 

Joye, N., Broc, L., Marshall, C. R., & Dockrell, J. E. (2022). Spelling errors in French elementary school 

students: A linguistic analysis. Journal of Speech, Language, and Hearing Research, 65(9), 

3456–3470. https://doi.org/10.1044/2022_JSLHR-21-00507 

Kieseier, T., Thoma, D., Vogelbacher, M., & Holger, H. (2022). Differential effects of metalinguistic 

awareness components in early foreign language acquisition of English vocabulary and 

grammar. Language Awareness, 31(4), 495–514. 

https://doi.org/10.1080/09658416.2022.2093888 

Lasekan, O. A., Pachava, V., Pena, M. T. G., Golla, S. K., & Raje, M. S. (2024). Investigating factors 

influencing students’ engagement in sustainable online education. Sustainability, 16(2). 

https://doi.org/10.3390/su16020689 

Li, L., & Kim, M. (2024). It is like a friend to me: Critical usage of automated feedback systems by self-

regulating English learners in higher education. Australasian Journal of Educational 

Technology, 40(1), 1–18. https://doi.org/10.14742/ajet.8821 

Liu, P.-L., Chen, C.-J., & Huang, C.-Y. (2025). Evaluating the effectiveness of Quizizz for enhancing 

English vocabulary acquisition and engagement among rural elementary students. SAGE 

Open, 15(4), 21582440251379697. https://doi.org/10.1177/21582440251379697 

Luo, Z. (2022). Gamification for educational purposes: What are the factors contributing to varied 

effectiveness? Education and Information Technologies, 27(1), 891–915. 

https://doi.org/10.1007/s10639-021-10642-9 

Martin-Alguacil, N., Avedillo, L., Mota-Blanco, R., & Gallego-Agundez, M. (2024). Student-centered 

learning: Some issues and recommendations for its implementation in a traditional 

curriculum setting in health sciences. Education Sciences, 14(11). 

https://doi.org/10.3390/educsci14111179 

https://doi.org/10.32497/orbith.v21i3.7066
https://doi.org/10.1007/s10639-022-11477-8
https://doi.org/10.51178/jetl.v6i2.1828
https://doi.org/10.1093/applin/amaf008
https://doi.org/10.1080/00313831.2021.1897872
https://journal.umtas.ac.id/naturalistic/article/view/6555
https://doi.org/10.14742/ajet.6623
https://doi.org/10.1044/2022_JSLHR-21-00507
https://doi.org/10.1080/09658416.2022.2093888
https://doi.org/10.3390/su16020689
https://doi.org/10.14742/ajet.8821
https://doi.org/10.1177/21582440251379697
https://doi.org/10.1007/s10639-021-10642-9
https://doi.org/10.3390/educsci14111179


 Indonesian Technology and Education Journal 
E-ISSN: 2985-8216 
P-ISSN: 2985-8208 

 

                                                                                          ITEJ : Indonesian Education and Technology Journal | 118 

Munawir, A., & Hasbi, N. P. (2021). The effect of using Quizizz to EFL students’ engagement and 

learning outcome. English Review: Journal of English Education, 10(1), 297–308. 

https://doi.org/10.25134/erjee.v10i1.5412 

Nadhiya, A. N. (2026). Students’ perceptions of using digital tools for learning English vocabulary 

(Diploma thesis, UIN Raden Intan Lampung). https://repository.radenintan.ac.id/43911/ 

Pela ez, C. A., & Solano, A. (2023). A practice for the design of interactive multimedia experiences 

based on gamification: A case study in elementary education. Sustainability, 15(3). 

https://doi.org/10.3390/su15032385 

Pham, A. T. (2023a). The impact of gamified learning using Quizizz on ESL learners’ grammar 

achievement. Contemporary Educational Technology, 15(2), ep410. 

https://doi.org/10.30935/cedtech/12923 

Pham, A. T. (2023b). The impact of gamified learning using Quizizz on ESL learners’ grammar 

achievement. Contemporary Educational Technology, 15(2), ep410. 

https://doi.org/10.30935/cedtech/12923 

Ramadan, R., Anshori, S., & Hidayah, J. (2025). The effect of using quiz and game strategies on students’ 

vocabulary mastery (Experimental study at Grade 7 Junior High School Darussalam Kepahiang 

Islamic Boarding School) (Undergraduate thesis, Institut Agama Islam Negeri Curup). 

https://e-theses.iaincurup.ac.id/8230/ 

Ridhwan, M. (2023). Transformation of assessment in teaching English at higher education: 

Leveraging Quizizz to enhance student participation and motivation. EDUKASI, 11(1), 44–51. 

https://doi.org/10.61672/judek.v11i1.2603 

Sailer, M., & Sailer, M. (2021). Gamification of in-class activities in flipped classroom lectures. British 

Journal of Educational Technology, 52(1), 75–90. https://doi.org/10.1111/bjet.12948 

Saputra, M. A. S., bin Sansuwito, T., & Said, F. M. (2024). Sample size calculations in nursing student 

mobile application research: A systematic review. The Malaysian Journal of Nursing, 15(3), 

169–177. 

Shafiee Rad, H. (2024). Revolutionizing L2 speaking proficiency, willingness to communicate, and 

perceptions through artificial intelligence: A case of Speeko application. Innovation in 

Language Learning and Teaching, 18(4), 364–379. 

https://doi.org/10.1080/17501229.2024.2309539 

Shahidipour, V. (2025). Guided vs. conventional note-taking and review timing: Effects on EFL learners’ 

idiom comprehension and production (SSRN Scholarly Paper No. 5357689). Social Science 

Research Network. https://doi.org/10.2139/ssrn.5357689 

Siti, K. M. (2026). The influence of using FunEasyLearn application on students’ vocabulary mastery at 

elementary school (Diploma thesis, UIN Raden Intan Lampung). 

https://repository.radenintan.ac.id/42955/ 

Suseno, E. (2024). Advantages of using translation, paraphrasing, and podcasts to improve natural 

writing skills. IJIET (International Journal of Indonesian Education and Teaching), 8(2), 223–

247. https://doi.org/10.24071/ijiet.v8i2.8590 

Tai, T.-Y., & Chen, H. H.-J. (2024). Improving elementary EFL speaking skills with generative AI 

chatbots: Exploring individual and paired interactions. Computers & Education, 220, 105112. 

https://doi.org/10.1016/j.compedu.2024.105112 

Tang, K. H. D. (2023). Student-centered approach in teaching and learning: What does it really mean? 

Acta Pedagogia Asiana, 2(2). https://doi.org/10.53623/apga.v2i2.218 

Taye, T., & Mengesha, M. (2024). Identifying and analyzing common English writing challenges among 

regular undergraduate students. Heliyon, 10(17), e36876. 

https://doi.org/10.1016/j.heliyon.2024.e36876 

https://doi.org/10.25134/erjee.v10i1.5412
https://repository.radenintan.ac.id/43911/
https://doi.org/10.3390/su15032385
https://doi.org/10.30935/cedtech/12923?utm_source=chatgpt.com
https://doi.org/10.30935/cedtech/12923?utm_source=chatgpt.com
https://e-theses.iaincurup.ac.id/8230/
https://doi.org/10.61672/judek.v11i1.2603
https://doi.org/10.1111/bjet.12948
https://doi.org/10.1080/17501229.2024.2309539
https://doi.org/10.2139/ssrn.5357689
https://repository.radenintan.ac.id/42955/
https://doi.org/10.24071/ijiet.v8i2.8590
https://doi.org/10.1016/j.compedu.2024.105112
https://doi.org/10.53623/apga.v2i2.218
https://doi.org/10.1016/j.heliyon.2024.e36876


 Indonesian Technology and Education Journal 
E-ISSN: 2985-8216 
P-ISSN: 2985-8208 

 

                                                                                          ITEJ : Indonesian Education and Technology Journal | 119 

Tong, Z., An, F., & Cui, Y. (2024). Exploring teacher discourse patterns: Comparative insights from 

novice and expert teachers in junior high school EFL contexts. Heliyon, 10(16), e36435. 

https://doi.org/10.1016/j.heliyon.2024.e36435 

Topçu, T., & Dog an, D. (2026). Playing together: The impact of digital games on student emotions, 

social interaction, and classroom dynamics. Journal of Learning and Teaching in Digital Age, 

11(3). https://doi.org/10.53850/joltida.1803803 

Uchihara, T., Saito, K., Kurokawa, S., Takizawa, K., & Suzukida, Y. (2025). Declarative and automatized 

phonological vocabulary knowledge: Recognition, recall, lexicosemantic judgment, and 

listening-focused employability of second language words. Language Learning, 75(2), 458–

492. https://doi.org/10.1111/lang.70045 

Uchihara, T., Webb, S., Saito, K., & Trofimovich, P. (2022). The effects of talker variability and frequency 

of exposure on the acquisition of spoken word knowledge. Studies in Second Language 

Acquisition, 44(2), 357–380. https://doi.org/10.1017/S0272263121000218 

Vonkova, H., Jones, J., Moore, A., Altinkalp, I., & Selcuk, H. (2021). A review of recent research in EFL 

motivation: Research trends, emerging methodologies, and diversity of researched 

populations. System, 103, 102622. https://doi.org/10.1016/j.system.2021.102622 

Wahyuni, R., & Nissa, K. (2026). Students’ efforts in improving English vocabulary: A qualitative study 

at Al Ulum Junior High School. English Teaching and Linguistics Journal (ETLiJ), 7(2), 85–93. 

https://doi.org/10.30596/etlij.v7i2.24400 

Wong, Z. Y., Liem, G. A. D., Chan, M., & Datu, J. A. D. (2024). Student engagement and its association 

with academic achievement and subjective well-being: A systematic review and meta-

analysis. Journal of Educational Psychology, 116(1), 48–75. 

https://doi.org/10.1037/edu0000833 

Yan, W., Lowell, V. L., & Yang, L. (2024). Developing English language learners’ speaking skills through 

applying a situated learning approach in VR-enhanced learning experiences. Virtual Reality, 

28(4), 167. https://doi.org/10.1007/s10055-024-01061-5 

Yuan, Y. (2024). An empirical study of the efficacy of AI chatbots for English as a foreign language 

learning in primary education. Interactive Learning Environments, 32(10), 6774–6789. 

https://doi.org/10.1080/10494820.2023.2282112 

Zadorozhnyy, A., & Lee, J. S. (2025). Informal digital learning of English and willingness to 

communicate in a second language: Self-efficacy beliefs as a mediator. Computer Assisted 

Language Learning, 38(4), 669–689. https://doi.org/10.1080/09588221.2023.2215279 

Zainuddin, Z., Chu, S. K. W., & Perera, C. J. (2024). Gamification in education. In Z. Zainuddin, S. K. W. 

Chu, & C. J. Perera (Eds.), Gamification in a flipped classroom: Pedagogical methods and best 

practices (pp. 67–113). Springer Nature. https://doi.org/10.1007/978-981-97-2219-8_3 

Zhang, Z., & Huang, X. (2024). Exploring the impact of the adaptive gamified assessment on learners 

in blended learning. Education and Information Technologies, 29(16), 21869–21889. 

https://doi.org/10.1007/s10639-024-12708-w 

Zhou, T., & Wu, L. (2026). Boosting engagement through gamified cooperative teaching: A mixed-

methods study in middle school EFL. Language Teaching Research. Advance online 

publication. https://doi.org/10.1177/13621688261425758 

 

 

 

 

https://doi.org/10.1016/j.heliyon.2024.e36435
https://doi.org/10.53850/joltida.1803803
https://doi.org/10.1111/lang.70045
https://doi.org/10.1017/S0272263121000218
https://doi.org/10.1016/j.system.2021.102622
https://doi.org/10.30596/etlij.v7i2.24400
https://doi.org/10.1037/edu0000833
https://doi.org/10.1007/s10055-024-01061-5
https://doi.org/10.1080/10494820.2023.2282112
https://doi.org/10.1080/09588221.2023.2215279
https://doi.org/10.1007/978-981-97-2219-8_3
https://doi.org/10.1007/s10639-024-12708-w
https://doi.org/10.1177/13621688261425758

