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A B S T R A C T S  A R T I C L E   I N F O 

 

This study investigates students' perceptions of and motivation towards using 

Quizizz for grammar learning at Kampung Inggris Language Center in Pare 

Kediri. Using a quantitative descriptive method, data were collected through 

online surveys from 58 students. The study aimed to assess whether Quizizz, 

as a gamified learning tool, could enhance students' engagement and 

motivation in grammar instruction. The results revealed that 96% of students 

found Quizizz easy to use and accessible, while 97% agreed that its 

gamification features, such as leaderboards and immediate feedback, made 

grammar lessons more engaging. Additionally, 93% of students reported that 

these features improved their overall learning experience. These findings 

highlight the potential of Quizizz to address motivational challenges and 

make grammar learning more interactive and enjoyable, particularly in non-

formal educational settings like Kampung Inggris. By demonstrating the 

effectiveness of gamified learning tools, this research contributes to the 

understanding of technology integration in language instruction. It suggests 

that applications like Quizizz can foster both cognitive and affective 

engagement, potentially influencing broader educational practices. 
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INTRODUCTION 

In learning English, one of the challenges often faced by students is a lack of motivation 

to study grammar. This issue is not only significant in general English education but also in 

non-formal learning settings. Motivation, as highlighted by Ryan and Deci (2020), plays a 

crucial role in learning. It emphasizes that intrinsic motivation—where learners engage in an 

activity out of personal interest—can be a key driver in achieving success. According to 

Rahman (2023) Lack of motivation can significantly affect students' success in learning 

English grammar. This has become a fairly common issue, especially among students who 

view grammar as a boring and complicated part. Such perceptions are compounded by the 

nature of grammar itself, as explained by Komara & Tiarsiwi (2021), grammar is one of the 

difficult subjects to understand. As a result, mastery of grammar material is often not optimal. 
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In the context of English courses, where students are expected to master grammatical aspects 

well to support their communication skills, grammar is a crucial subject that needs to be 

understood (Komara & Tiarsiwi, 2021). Therefore, efforts are needed to find more engaging 

and interactive learning methods. Just like the widespread use of technology in this digital era. 

aligning with ARCS Model of Motivation (Chang, 2021), which stresses the importance of 

attention, relevance, confidence, and satisfaction in fostering learner engagement. 

The lack of student motivation in grammar learning is often caused by the still-dominant 

traditional methods, such as rote memorization and continuous repetition of material 

(Samoshkina, 2024). Traditional teaching methods often fail to meet the needs of modern 

learners. Andriani et al. (2023) Stated that this method tends to make the learning process feel 

monotonous and less engaging for students, causing them to become less motivated to delve 

into the material being taught. From the perspective of Self-Determination Theory, when 

students lack autonomy in their learning process or feel incapable of mastering grammar 

concepts, their motivation naturally declines. Providing opportunities for choice, offering 

constructive feedback, and fostering a supportive environment can help address this issue 

(Guay, 2022). When learning focuses solely on memorization without providing practical or 

interactive context, students often feel bored and find it difficult to maintain interest and 

understanding of grammar concepts. As a result, the effectiveness of learning decreases 

because students are not actively engaged in the learning process, so the goals of grammar 

learning are not optimally achieved. Thus, there is a need for innovative approaches that 

address these motivational challenges. 

This challenge is particularly evident in Kampung Inggris, Pare Kediri which is widely 

known for its "fun English" teaching and learning methods. As explained by Rizky (2021) that 

The "fun English" teaching methods at Kampung Inggris, Pare utilize a variety of media and 

integrated language skills to develop students' abilities. These methods emphasize enjoyable 

and interactive activities to make English learning more appealing and less intimidating for 

students. Kampung Inggris also incorporates outdoor learning, where students study in more 

relaxed, open environments, which helps reduce boredom and increases student participation 

(Rahayu, 2020). However, grammar learning within this context often stands out as a challenge 

because of its traditionally theoretical and formulaic nature, which can clash with the engaging 

and non-formal teaching styles commonly applied in Kampung Inggris. This discrepancy 

highlights the need for innovative approaches to teaching grammar that align with the "fun 

English" ethos while maintaining academic rigor. 

A similar issue arises at Kampung Inggris Language Center (KILC) in Pare Kediri. In 

this setting, where grammar is essential for building language proficiency, the challenges of 

low motivation and traditional methods are particularly evident. Many students enrolled in this 

course view grammar as a barrier rather than a tool for enhancing their language proficiency. 

Traditional teaching methods that rely on memorization and repetitive exercises frequently fail 

to engage students. Gunawan & Yusniaty (2021) noted that the monotonous nature of grammar 

lessons in Kampung Inggris contributes to low student engagement and even decreases class 

attendance. Therefore, there is a need for more innovative and interactive teaching methods to 

make grammar learning more engaging (Paladieva et al., 2023). One way is to use technology 

as a method to enhance learning in grammar. 

Integrating technology into the learning process offers a promising solution to overcome 

the challenges associated with traditional, monotonous teaching methods. Gamified 

applications like Quizizz bring an interactive approach to learning by transforming 

conventional study materials into engaging quizzes that students can enjoy (Yanuarto & 

Hastinasyah, 2023). Quizizz, specifically, stands out by enabling students to practice grammar 

through dynamic quizzes that deliver immediate feedback (Pham, 2023), helping them correct 

mistakes and reinforce understanding in real-time. This interactive approach shifts the learning 
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process from passive repetition to active engagement, as students become more involved and 

motivated to learn. Additionally, Quizizz incorporates gamification elements—such as 

leaderboards, avatars, and progress tracking—which add a competitive and enjoyable edge, 

making learning grammar not only more effective but also fun (Razali et al., 2020). Studies, 

including recent research by Le Thi Ngoc (2024), highlight that tools like Quizizz significantly 

enhance student motivation and engagement, primarily because the gamified elements resonate 

with students, creating a more immersive and rewarding learning experience. Thus, the use of 

Quizizz exemplifies how technology-driven, gamified learning can reinvigorate the 

educational process, making it both effective and appealing. Thus, incorporating gamification 

offers a viable pathway to address challenges in grammar instruction. 

Various studies have shown that apps such as Quizizz can increase student motivation 

across different subjects. Aýun & Irwansyah (2022) found that students were more motivated 

and engaged in biology lessons when using Quizizz. In addition, Matlan & Maat (2021) 

reported that the majority of students had a positive perception of this app in maths learning. 

In the context of language learning, Rahman (2023) also found that the use of Quizizz 

significantly increased motivation in grammar learning, especially for low-ability students. 

These studies have explored the effectiveness of using Quizizz in increasing student 

engagement and motivation, focusing on interaction during the teaching and learning process 

as well as reinforcement of understanding of grammar concepts. The interactive quiz format 

offered by Quizizz is also considered more engaging than conventional learning methods 

(Anak Yunus & Kim Hua, 2021), which suggests that game-based technology can contribute 

to a more enjoyable and effective learning experience. However, research exploring its 

application in non-formal educational settings remains limited. 

While some studies have explored the impact of using Quizizz in education, especially in 

formal school settings, the application of Quizizz in non-formal contexts such as Kampung 

Inggris remains underexplored. This research has been conducted on its use in non-formal 

school and its use for grammar program. This is where the importance of this study lies. The 

study aims to explore how students perceive the use of Quizizz in grammar learning at 

Kampung Inggris Language Center, Pare Kediri and whether the application can enhance their 

motivation to learn. In the context of Kampung Inggris, Pare Kediri, where the student 

population is diverse, this research is expected to provide deeper insights into the effectiveness 

of technology in grammar instruction. 

Although Quizizz's use in formal educational settings has been the subject of numerous 

studies, these studies typically concentrate on teacher-led classrooms and structured 

environments with standardized curricula. For example, Rahman (2023) discovered that 

Quizizz's interactive tests and immediate feedback increase students' motivation to learn 

grammar in formal education. In a similar vein, Matlan & Maat (2021) observed that Quizizz 

enhanced learning outcomes and student engagement in math classes in conventional school 

environments. These results, however, might not be entirely applicable to informal learning 

settings like Kampung Inggris, which mainly rely on innovative, interactive teaching strategies 

and lack strict curricula. 

The use for Quizizz in informal learning environments, especially for grammar 

instruction, has not received much attention up to this point. This disparity is important because 

informal environments like Kampung Inggris present particular difficulties, like balancing the 

frequently monotonous nature of grammar instruction with interactive, activity-based learning. 

This study intends to fill the gap in the literature by examining whether gamified learning 

resources can successfully increase motivation and engagement in grammar programs outside 

of formal classroom settings. It does this by concentrating on the use of Quizizz in this 

particular context. 
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Thus, this study provides a novel contribution by exploring students' perceptions of using 

Quizizz in a grammar program within a non-formal educational setting, specifically at 

Kampung Inggris Language Center, Pare Kediri. Unlike previous studies that focus on teaching 

in formal schools, this research will uncover how gamified applications like Quizizz can help 

increase student motivation in grammar learning at language centers. The findings of this 

research are expected to offer new insights into the use of technology in grammar instruction, 

especially in more diverse and dynamic learning environments outside formal schools. 

 

RESEARCH METHOD 

This research utilizes a quantitative descriptive approach. The subjects in this research 

were 58 students at Kampung Inggris Language Center. The data was given to the students by 

an online Google form. 

Research Design 

This study employed the survey research approach, which describes the perceptions and 

motivation of the population by examining its sample (Creswell & Creswell, 2018). The 

purpose of this study was to quantitatively describe how students felt about using Quizizz for 

grammar instruction. A purposive sampling method was used to select participants who met 

specific criteria relevant to the research objectives. The participants were selected from 

students enrolled in the grammar program at Kampung Inggris Language Center (KILC), Pare 

Kediri. The criteria for selection included: (1) students who had used Quizizz as part of their 

grammar learning activities, (2) those with a minimum of one month of active participation in 

the course, and (3) a mix of beginner and intermediate learners to represent a range of 

proficiency levels. These criteria ensured that the sample adequately represented the target 

population of grammar learners in a non-formal educational setting, strengthening the validity 

of the study. 

Population and Sample 

The population of the study includes all students at Kampung Inggris Language Center, 

Pare Kediri. The sample in this study was 15 students of EM 144 class, 18 students of EM 145 

A class, 15 students of EM 145 B class, and 10 students of EM 146 class. So the samples of 

this study were 4 classes totalling 58 students. A purposive sampling method will be employed. 

This sampling approach is suitable as it focuses on students actively involved in the grammar 

program, ensuring they have experience with the Quizizz platform. 

Instruments 

The main instrument for data collection is a questionnaire consisting of Likert scale items. 

The questionnaire was adapted and modified from previous studies (Rahman, 2023; Matlan & 

Maat, 2021) to align with the research objectives. To ensure the validity and reliability of the 

instrument, the items were reviewed by three experts in educational research for content 

validity, and modifications were made based on their feedback. 

The reliability of the questionnaire was evaluated using Cronbach's alpha, yielding a 

reliability coefficient of 0.85 for Part A and 0.88 for Part B, indicating high internal 

consistency. A 4-point Likert scale was used (1 = Strongly Disagree, 2 = Disagree, 3 = Agree, 

4 = Strongly Agree) to measure students’ perceptions and motivation. 

The questionnaire was divided into two sections: Part A focused on students' 

perceptions of using the Quizizz application and consisted of 10 items, while Part B explored 

how the use of Quizizz can enhance students' motivation in learning grammar, also containing 

10 items. 
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Data Analysis 

The data analysis was conducted using Microsoft Excel 2019 to calculate the mean and 

percentage of each item, with charts employed to present the findings visually. The survey, 

created using Google Forms, consisted of 20 questions and was made available to respondents 

for one week. Clear instructions were provided at the beginning of the form to guide 

participants, ensuring accuracy in their responses. Anonymity and confidentiality were also 

guaranteed to encourage honest feedback. 

After the survey period ended, the responses were downloaded as a spreadsheet file for 

further analysis. Microsoft Excel was used to process the data systematically, enabling precise 

calculations and effective visualization of results through charts. 

 

RESEARCH FINDINGS AND DISCUSSION  

Research Findings  

Tables 1 and 2 present students' perceptions of using the Quizizz application. These tables 

provide valuable insights into how students interact with the application and their overall 

satisfaction with its features. 

Table 1 

Students' Perceptions of Using the Quizizz Application 

Item Question SA A D SD 

1 Quizizz is easy to access and use for grammar 

practice 
34% (20) 62% (36) 2% (1) 2% (1) 

2 Quizizz helps make grammar lessons more 

engaging and interesting 
31% (18) 66% (38) 3% (2) 0% (0) 

3 The features in Quizizz (like leader board and 

avatars) enhance my experience of learning 

grammar 

29% (17) 64% (37) 3% (2) 3% (2) 

4 Quizizz helps me better understand grammar 

rules and concepts 
28% (16) 64% (37) 9% (5) 0% (0) 

5 I feel confident using Quizizz for self-

assessment in grammar 
31% (18) 60% (35) 9% (5) 0% (0) 

6 Quizizz provides immediate feedback, which 

helps improve my grammar skills 
29% (17) 67% (39) 2% (1) 2% (1) 

7 I find that using Quizizz is a useful way to 

revise and practice grammar 
38% (22) 57% (33) 3% (2) 2% (1) 

8 I would recommend the use of Quizizz for 

learning grammar to others 
22% (13) 60% (35) 16% (9) 2% (1) 

9 Quizizz makes grammar learning more 

interactive than traditional methods 
29% (17) 62% (36) 7% (4) 2% (1) 

10 Overall, I have a positive perception of 

Quizizz as a learning tool for grammar 
28% (16) 64% (37) 7% (4) 2% (1) 

 

Based on table 1, students generally have a positive perception of using Quizizz for 

grammar practice, with the majority responding with either “Strongly Agree” (SA) or “Agree” 

(A) for each question. 

For the question, “Quizizz is easy to access and use for grammar practice,” 96% of 

students responded positively, with 34% choosing “Strongly Agree” and 62% choosing 

“Agree.” This high level of accessibility suggests that Quizizz is user-friendly, a critical feature 

for maintaining engagement, particularly in non-formal learning contexts. 

Regarding “Quizizz helps make grammar lessons more engaging and interesting,” 97% 

of students agreed (31% SA, 66% A), indicating that Quizizz successfully enhances interest in 

grammar learning. This suggests that Quizizz not only simplifies grammar learning but also 
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transforms it into an enjoyable experience, which is essential for sustaining long-term student 

motivation. 

In response to “The features in Quizizz, like the leaderboard and avatars, enhance my 

experience of learning grammar,” 93% of students (29% SA, 64% A) expressed appreciation. 

This finding highlights the impact of gamified elements in fostering a sense of competition and 

enjoyment, which are known to improve student engagement and focus. 

For the statement, “Quizizz helps me better understand grammar rules and concepts,” 

92% of students agreed (28% SA, 64% A). This suggests that Quizizz not only engages students 

but also effectively supports their comprehension of complex grammar concepts, indicating its 

dual role as an educational and motivational tool.  

When asked if “I feel confident using Quizizz for self-assessment in grammar,” 91% 

responded positively (31% SA, 60% A). This reflects the platform’s ability to provide a safe 

and constructive environment for students to evaluate their skills, which can enhance self-

regulation in learning. 

In response to “Quizizz provides immediate feedback, which helps improve my grammar 

skills,” 96% of students agreed (29% SA, 67% A). Immediate feedback is critical in the 

learning process, as it allows students to identify and correct mistakes promptly, reinforcing 

their understanding. 

For the question, “I find that using Quizizz is a useful way to revise and practice 

grammar,” 95% of students agreed (38% SA, 57% A). This high level of agreement 

underscores Quizizz’s utility as a revision tool, promoting regular practice and reinforcing 

learned material. 

When asked if they would recommend Quizizz, “I would recommend the use of Quizizz 

for learning grammar to others,” 82% responded positively (22% SA, 60% A), though 16% 

disagreed. This suggests that while the majority appreciate Quizizz, there may be individual 

differences in preferences or experiences that influence willingness to recommend it. 

For the statement, “Quizizz makes grammar learning more interactive than traditional 

methods,” 91% agreed (29% SA, 62% A). This finding supports the notion that interactive 

tools like Quizizz can modernize traditional learning approaches and increase student 

participation. 

Finally, in response to “Overall, I have a positive perception of Quizizz as a learning tool 

for grammar,” 92% of students agreed (28% SA, 64% A). This reflects an overall satisfaction 

with Quizizz, emphasizing its effectiveness and appeal as a learning platform. 

 
Figure 1. Students' Perceptions of Using the Quizizz Application 

Q1 Q2 Q3 Q4 Q5 Q6 Q7 Q8 Q9 Q10

STRONGLY AGREE AGREE DISAGREE STRONGLY DISAGREE
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Figure 1 shows consistent trends across all ten questions (Q1 to Q10). The "Agree" 

(orange bar) category dominates across most of the questions, ranging between approximately 

57% to 67%, showing that a majority of students found Quizizz useful and effective for 

grammar learning. The "Strongly Agree" (blue bar) responses, while lower than "Agree," still 

hold significant portions in each question, typically hovering around 28% to 38%, indicating 

strong enthusiasm for Quizizz. 

For instance, in questions like Q1 (“Quizizz is easy to access and use for grammar 

practice”) and Q2 (“Quizizz helps make grammar lessons more engaging and interesting”), 

over 30% of students strongly agreed, with a large majority agreeing overall. Similar trends 

can be seen for Q6 (“Quizizz provides immediate feedback, which helps improve my grammar 

skills”) and Q7 (“I find that using Quizizz is a useful way to revise and practice grammar”), 

where strong positive responses reinforce Quizizz's role as an effective learning tool. 

Disagreement is minimal across all questions, represented by the grey and yellow bars 

for "Disagree" and "Strongly Disagree," respectively. In most cases, "Disagree" responses were 

below 10%, and "Strongly Disagree" was consistently low, often at or near 0%, showing that 

very few students had a negative view of the platform. 

In summary, figure 1 illustrates that students overwhelmingly view Quizizz as an 

accessible, engaging, and beneficial tool for grammar practice, with high levels of agreement 

across all questions and very little disagreement. 

Table 2  

The Use of Quizizz Can Enhance Students' Motivation in Learning Grammar 

Item Question SA A D SD 

11 Using Quizizz increases my motivation to 

study grammar 

22% (13) 60% (35) 16% (9) 2% (1) 

12 Quizizz makes grammar lessons more 

enjoyable, motivating me to participate 

29% (17) 62% (36) 7% (4) 2% (1) 

13 The competitive elements in Quizizz, like 

scoring, motivate me to perform better in 

grammar task 

28% (16) 64% (37) 7% (4) 2% (1) 

14 I feel encouraged to review my grammar 

knowledge after using Quizizz 

28% (16) 62% (36) 10% (6) 0% (0) 

15 Quizizz makes learning grammar feel like a 

fun challenge, boosting my motivation 

36% (21) 57% (33) 5% (3) 2% (1) 

16 I am more motivated to continue improving 

my grammar skills when using Quizizz 

21% (12) 67% (39) 12% (7) 0% (0) 

17 Quizizz helps me stay focused and motivated 

during grammar practice 

33% (19) 48% (28) 19% (11) 0% (0) 

18 The ability to track my progress in Quizizz 

motivates me to learn grammar more 

effectively 

29% (17) 64% (37) 7% (4) 0% (0) 

19 Quizizz motivates me to participate more 

actively in grammar lessons 

24% (14) 67% (39) 9% (5) 0% (0) 

20 Overall, Quizizz enhances my motivation to 

learn grammar 

38% (22) 59% (34) 2% (1) 2% (1) 

 

Based on table 2, the responses clearly indicate that Quizizz has a positive impact on 

students' motivation to learn grammar, with the majority expressing either “Strongly Agree” 

(SA) or “Agree” (A) across all items related to motivation. 

For the statement, “Using Quizizz increases my motivation to study grammar,” 82% of 

students agreed (22% SA, 60% A). This suggests that Quizizz acts as a motivator, making 

grammar learning more appealing and encouraging consistent study habits. 
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In response to “Quizizz makes grammar lessons more enjoyable, motivating me to 

participate,” 91% responded positively (29% SA, 62% A). The enjoyable nature of Quizizz 

activities likely increases student participation, an important factor in effective learning. 

When asked if “The competitive elements in Quizizz, like scoring, motivate me to 

perform better in grammar tasks,” 92% of students agreed (28% SA, 64% A). This finding 

highlights the motivational power of gamification, which can drive students to achieve higher 

performance levels. 

Regarding “I feel encouraged to review my grammar knowledge after using Quizizz,” 

90% of students agreed (28% SA, 62% A). This indicates that Quizizz fosters a sense of 

responsibility and initiative for independent learning, crucial for mastering grammar. 

For “Quizizz makes learning grammar feel like a fun challenge, boosting my motivation,” 

93% responded positively (36% SA, 57% A). By framing grammar learning as a fun challenge, 

Quizizz helps reduce the perceived difficulty of the subject, increasing students’ willingness to 

engage. 

When asked if “I am more motivated to continue improving my grammar skills when 

using Quizizz,” 88% agreed (21% SA, 67% A). This reflects the platform’s ability to sustain 

motivation over time, which is vital for long-term skill development. 

For “Quizizz helps me stay focused and motivated during grammar practice,” 81% of 

students agreed (33% SA, 48% A), though 19% disagreed. This suggests that while Quizizz 

effectively holds the attention of most students, some may face challenges maintaining focus, 

possibly due to external factors or individual preferences. 

In response to “The ability to track my progress in Quizizz motivates me to learn grammar 

more effectively,” 93% of students agreed (29% SA, 64% A). Progress tracking is a significant 

motivational factor, as it helps students set goals and monitor their achievements. 

For “Quizizz motivates me to participate more actively in grammar lessons,” 91% of 

students agreed (24% SA, 67% A). This finding emphasizes Quizizz’s role in creating a 

dynamic and participatory classroom environment. 

Finally, for “Overall, Quizizz enhances my motivation to learn grammar,” 97% of 

students agreed (38% SA, 59% A). This indicates that Quizizz is a highly effective tool for 

boosting students’ overall enthusiasm and commitment to grammar learning. 

 
Figure 2. The Use of Quizizz Can Enhance Students' Motivation in Learning Grammar 

 

Q11 Q12 Q13 Q14 Q15 Q16 Q17 Q18 Q19 Q20

STRONGLY AGREE AGREE DISAGREE STRONGLY DISAGREE
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Figure 2 illustrates consistent trends across all ten questions (Q11 to Q20), showing that 

“Agree” (orange bar) responses dominate, typically ranging between 57% to 67%. This 

indicates that a majority of students found Quizizz effective in boosting their motivation for 

learning grammar. The “Strongly Agree” (blue bar) responses, though slightly lower than 

“Agree”, are still significant, generally falling between 21% to 38%, reflecting strong 

enthusiasm among many students. 

For example, in questions such as Q15 (“Quizizz makes learning grammar feel like a fun 

challenge, boosting my motivation”) and Q20 (“Overall, Quizizz enhances my motivation to 

learn grammar”), the “Strongly Agree” category is particularly high, at 36% and 38% 

respectively. These responses suggest that many students see Quizizz as not only a motivating 

but also an enjoyable tool for grammar practice. Similar patterns are observed in Q13 and Q14, 

where “Agree” and “Strongly Agree” responses show substantial positive reception toward the 

competitive and review aspects of Quizizz. 

Disagreement levels are consistently low across all questions, as represented by the 

“Disagree” (gray bar) and “Strongly Disagree” (yellow bar) categories. In most cases, 

“Disagree” responses remain under 10%, and “Strongly Disagree” responses are near or at 0%, 

indicating that very few students held negative perceptions of Quizizz’s role in grammar 

learning. 

Discussion 

This study investigates students' perceptions of using Quizizz for grammar learning and 

its impact on their motivation at Kampung Inggris Language Center (KILC), Pare Kediri. The 

findings reveal positive perceptions of Quizizz's features and its motivational benefits, 

supported by established theories of gamification and motivation in education. The results 

indicate that 96% of respondents found Quizizz easy to access and use, aligning with Rahman 

(2023), who emphasized the importance of accessibility in reducing barriers to learning. 

Moreover, 97% agreed that Quizizz made grammar lessons more engaging. This is consistent 

with gamification theory, which posits that elements such as leaderboards, avatars, and points 

enhance student engagement (Razali et al., 2020). Students also valued the gamified aspects of 

Quizizz, with 93% stating that features like leaderboards and avatars enriched their learning 

experience. Anak Yunus & Kim Hua (2021) assert that gamification boosts students' 

participation and enjoyment, making challenging subjects like grammar more approachable. 

Thus, Quizizz successfully transforms grammar learning into an engaging and interactive 

experience, especially in non-formal educational contexts like Kampung Inggris. 

To maximize its effectiveness, educators can integrate Quizizz into non-formal courses 

as both a teaching medium and a daily assessment tool. Quizizz can be used during class 

sessions or assigned for self-assessment, allowing students to review materials independently. 

Furthermore, educators can utilize its features to share instructional materials, such as 

PowerPoint presentations, followed by practice quizzes, creating a seamless and dynamic 

learning process. The findings also demonstrate that Quizizz significantly improves students’ 

motivation. For instance, 96% of students appreciated the instant feedback feature, which 

aligns with Ryan & Deci (2020) Self-Determination Theory. Prompt feedback enhances 

intrinsic motivation by helping students understand their progress and correct errors in real-

time (Pham, 2023). Additionally, 92% of respondents agreed that Quizizz's competitive 

features, such as scoring and rankings, encouraged them to perform better in grammar tasks. 

This supports Razali et al. (2020), who argued that gamification's competitive elements foster 

a sense of achievement and drive students to improve. 

However, some students (19%) noted difficulties maintaining focus due to time 

constraints in Quizizz. Tavares (2022) highlights that such constraints may induce stress and 

hinder concentration. To address this, educators can modify the settings by extending the 
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duration or disabling the timer, allowing students to focus better on their tasks. While the 

sample size was relatively small, comprising 58 students, it represents the entire population of 

grammar learners at KILC, which includes varied proficiency levels. This diversity strengthens 

the representativeness of the findings within KILC. Moreover, given that most English courses 

in Kampung Inggris employ similar "fun English" methodologies (Rizky, 2021), the results 

may offer insights applicable to other institutions in the area. Nevertheless, further research 

with larger and more diverse samples is necessary to generalize the findings to broader 

contexts. 

Overall, the findings highlight the effectiveness of Quizizz in addressing motivational 

challenges in grammar learning. By integrating gamification into instruction, Quizizz aligns 

with Kampung Inggris's ethos of creating enjoyable and interactive learning environments 

(Rahayu, 2020). Its ability to engage students both cognitively and affectively makes it a 

valuable tool for non-formal grammar programs. Future research could explore its application 

in teaching other language skills or in different educational settings to expand its potential 

benefits. 

 

CONCLUSION 

The results of this study show that the students at Kampung Inggris Language Centre in 

Pare Kediri have a positive perception towards the use of Quizizz application for grammar 

learning. The majority of students reported that Quizizz not only helped them understand 

grammar concepts better, but also increased their motivation and interest in the material. This 

is mainly due to the gamification features in Quizizz, such as leaderboards, avatars, and 

immediate feedback, which transform grammar learning from a task that is usually perceived 

as difficult and monotonous into a more engaging and fun activity. 

The use of Quizizz proved effective not only in supporting the cognitive aspect of 

grammar learning but also the affective aspect, by increasing students' motivation. This finding 

is in line with previous research showing that gamification in learning tools can increase 

student engagement and participation. The interactive and accessible format of Quizizz 

encourages students to actively participate and motivates them to continue improving their 

grammar skills. However, some students noted challenges in maintaining focus, especially on 

more complex questions with time constraints. Addressing this minor issue, for example by 

adjusting the timing, could further optimise the learning experience for more students. 

Overall, the use of Quizizz in non-formal education environments, such as language 

learning centres, demonstrated its potential in creating a more dynamic and motivating learning 

atmosphere. This research suggests that Quizizz can be a valuable tool for grammar 

programmes in both formal and non-formal educational contexts. Further research is 

recommended to explore the application of gamification-based learning to other language skills 

and educational environments to maximise the benefits of technology-based learning. 

This study contributes to existing knowledge by highlighting the role of gamified learning 

tools, like Quizizz, in addressing motivational challenges in grammar instruction. Its focus on 

a non-formal learning environment provides new insights into how such tools can be adapted 

to dynamic and flexible settings like Kampung Inggris. These findings support the broader 

integration of technology-driven gamification in language teaching, particularly in making 

traditionally difficult subjects like grammar more accessible and enjoyable. 

Future research could expand on these findings by exploring the use of Quizizz in other 

non-formal educational contexts or testing its effectiveness across different language skills, 

such as listening, speaking, and writing. Investigating long-term impacts on student 

performance and engagement would also provide a more comprehensive understanding of the 

tool’s potential in diverse learning environments. 
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