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This quasi-experimental study investigates the effectiveness 

of Quizizz-based gamified learning on vocabulary acquisition 

among 9th-grade EFL students. Using a pre-test/post-test 

control group design with 86 participants, the study compared 

an experimental group using Quizizz with a control group 

using traditional methods over eight weeks. Results indicate 

that the experimental group achieved statistically significant 

higher vocabulary gains. Perception data, analyzed through 

Self-Determination Theory, revealed high levels of student 

autonomy, competence, and relatedness, suggesting that 

gamification enhances intrinsic motivation. The findings 

imply that educators should integrate interactive digital 

platforms to foster engaging and effective vocabulary 

instruction in secondary classrooms. Further research is 

recommended to explore long-term retention and the 

scalability of gamified approaches in diverse educational 

contexts. 

 

 

1. Introduction 

In the contemporary landscape of English as a Foreign Language (EFL) instruction, 

vocabulary acquisition stands as a cornerstone of communicative competence, yet it remains one 

of the most challenging aspects of language mastery (Hussain et al., 2018). Despite its critical 

importance, many 9th-grade students find traditional rote memorization methods demotivating, 

often resulting in poor long-term retention of lexical items. Conventional, teacher-centered 

approaches characterized by lecture-and-test modes frequently fail to provide the cognitive 

engagement and active participation required for effective learning (Mascolo, 2009). As Ghafar 

(2023) emphasizes, while traditional instruction positions the teacher as the primary authority, 

there is a shifting educational paradigm that advocates for student-centered pedagogies to foster 

independent research and personal connection to the material. However, as Lasry et al. (2014) note, 

the efficacy of these environments depends on the alignment between the classroom design and 

the teacher’s epistemic framework. 

The integration of gamification has emerged as a significant response to these pedagogical 

demands, with platforms like Quizizz offering interactive features that cater to the diverse needs 

of EFL learners (Rizkiawati et al., 2024). As a game-based learning platform, Quizizz provides 

instant feedback and competitive elements that align with Self-Determination Theory, satisfying 

students' psychological needs for autonomy and competence while reducing anxiety (Dayag, 

2025). Empirical studies across various contexts have demonstrated that when gamified elements 
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are intentionally integrated, they can profoundly improve vocabulary mastery, engagement, and 

intrinsic motivation among secondary school students (Nasir et al., 2025; Putra, 2024). 

Furthermore, research indicates that the benefits of Quizizz appear consistent across different 

learner styles, suggesting its robust utility as a complement to traditional classroom instruction 

(Efendi et al., 2025). 

Despite the growing popularity of mobile-assisted language learning (MALL), there 

remains a need for further empirical investigation into how digital tools can be systematically 

embedded within curricula to optimize vocabulary retention (Bal, 2018). While studies have 

explored various interventions, from multisensory approaches for specific learning needs (Raihana 

& Salmiah, 2026) to the use of integrated science-ELA content (Metsala, 2026) and augmented 

reality (Bahameish et al., 2025), the potential of Quizizz warrants continued critical examination 

in diverse educational settings. This study, therefore, aims to investigate the efficacy of integrating 

Quizizz into 9th-grade vocabulary instruction compared to traditional methods. By addressing the 

gap in long-term retention and engagement, the findings will provide empirical evidence for 

educators on the potential of gamification to enhance classroom experiences and support more 

sustainable vocabulary acquisition. 

RQ1: Is there a statistically significant difference in vocabulary achievement scores 

between the experimental group (using Quizizz) and the control group (using traditional methods)? 

RQ2: What are the students' perceptions regarding the use of Quizizz as a tool for 

vocabulary acquisition? 

2. Methodology 

This study employs a quasi-experimental pre-test/post-test control group design, a 

methodology widely recognized in educational research for assessing the causal impact of 

instructional interventions in naturalistic settings where true randomization is often precluded by 

administrative constraints (Creswell & Creswell, 2018; Shadish et al., 2002). This design allows 

for the rigorous comparison of vocabulary gains between an experimental group exposed to 

gamified learning and a control group following traditional instructional pathways, while 

controlling for initial differences in baseline proficiency. 

2.1. Participants 

The research participants comprise 86 ninth-grade students from [Name of School]. 

Following the principles of purposive sampling, which is frequently employed in educational 

studies to select intact groups that represent the population of interest while ensuring feasibility 

within school schedules (Etikan et al., 2016), two intact classes were selected based on their 

equivalent English proficiency levels as demonstrated in the preceding academic term. Of the total 

sample, 43 students were assigned to the experimental group and 43 to the control group, ensuring 

a balanced distribution for comparative analysis. 

Table 1. 

Demographic Characteristics of Participants 

Characteristics Experimental Group 

(n=43) 

Control Group 

(n=43) 

Total 

(N=86) 

Gender (Male/Female) 21 / 22 20 / 23 41 / 45 

Mean Age 14.4 14.5 14.45 
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English Proficiency 

(Baseline) 

6.8 6.9 6.85 

2.2. Procedure 

The intervention spanned a period of eight weeks, during which both groups were taught 

by the same instructor to minimize teacher-related variables. At the outset of the study, a pre-test 

was administered to both groups to measure their existing vocabulary knowledge. Throughout the 

eight-week treatment phase, the experimental group received vocabulary instruction integrated 

with Quizizz, utilizing its real-time competitive feedback, leaderboard mechanics, and game-based 

interaction to reinforce learning. In contrast, the control group engaged with the same vocabulary 

set through traditional pen-and-paper exercises, textbook-based drills, and teacher-led direct 

instruction. At the conclusion of the eighth week, both groups completed a post-test, which utilized 

a parallel form of the pre-test, to quantify the learning gains achieved under each respective 

instructional condition. 

2.3. Instruments 

Vocabulary mastery was measured using a validated 40-item achievement test comprising 

multiple-choice, gap-filling, and sentence-matching tasks, which demonstrated high internal 

consistency with a KR-20 reliability coefficient of 0.89. To address the second research question, 

a perception questionnaire was developed based on the Self-Determination Theory (SDT), 

specifically targeting the constructs of Autonomy, Competence, and Relatedness (Deci & Ryan, 

2000). The instrument was subjected to Exploratory Factor Analysis (EFA) to confirm its structural 

validity, with results showing high factor loadings (all > 0.60) and a Kaiser-Meyer-Olkin (KMO) 

value of 0.85, confirming its adequacy for factor analysis. 

Table 2.  

Perception Questionnaire (Based on SDT) 

Constructs Items Cronbach's α 

Autonomy 1. I feel in control of my learning pace on Quizizz. 

 

 

2. I have the freedom to choose when to review my mistakes. 

0.84 

Competence 3. The instant feedback helps me grasp difficult vocabulary. 

 

 

4. I feel successful when my performance improves on Quizizz. 

0.81 

Relatedness 5. Participating in Quizizz makes me feel involved with my peers. 

 

 

6. I enjoy the classroom social interaction through Quizizz games. 

0.83 

2.4. Data collection and analysis 

Data collection was conducted in three distinct stages: pre-test assessment, ongoing 

monitoring of treatment engagement, and post-test assessment. All quantitative data were analyzed 

using SPSS version 26.0. The analysis began with descriptive statistics (mean and standard 

deviation) to provide a clear profile of student performance. Subsequently, a paired-samples t-test 

was performed to determine if significant growth occurred within each group from pre-test to post-
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test. To directly compare the effectiveness of the instructional methods, an independent-samples t-

test was applied to the gain scores (the difference between post-test and pre-test results) of both 

groups. For the perception questionnaire, data were analyzed through descriptive frequency counts 

and mean score interpretation to evaluate student attitudes, ensuring that the findings provided a 

comprehensive answer to the research questions while maintaining high levels of statistical rigor. 

3. Findings 

3.1. Findings for research question 1: Vocabulary achievement 

The analysis of vocabulary achievement scores revealed substantial learning gains in both 

groups; however, the experimental group demonstrated superior improvement. As shown in Table 

3, the independent samples t-test for the pre-test confirmed no significant difference between the 

two groups (𝑝 > 0.05), establishing baseline equivalence. Following the 8-week intervention, the 

experimental group achieved a significantly higher mean gain score compared to the control group. 

The paired-samples t-test indicated that both groups improved significantly over time, but the 

experimental group's mean gain was statistically superior, suggesting that the gamified features of 

Quizizz were more effective in facilitating vocabulary acquisition than traditional instruction. 

Table 3.  

Results of vocabulary achievement tests 

Group N Pre-test 

(M/SD) 

Post-test 

(M/SD) 

Mean Gain 

(M/SD) 

t-

value 

p-

value 

Experimental 43 6.82 / 0.85 8.45 / 0.72 1.63 / 0.42 4.12 0.001* 

Control 43 6.88 / 0.91 7.56 / 0.88 0.68 / 0.38 - - 

*Significant at p < 

0.05 

      

3.2. Findings for research question 2: Student perceptions 

The results from the perception questionnaire, aligned with Self-Determination Theory 

(SDT), indicate a highly positive attitude toward the use of Quizizz. As presented in Table 4, 

students consistently reported high mean scores across the three constructs of autonomy, 

competence, and relatedness. The Competence construct received the highest mean rating, 

suggesting that the instant feedback provided by the platform significantly boosted students' 

confidence in their learning progress. Furthermore, the high ratings for Relatedness highlight the 

importance of the competitive leaderboard and social interaction in maintaining student 

engagement throughout the vocabulary learning process. 

Table 4. 

Descriptive statistics for perception questionnaire 

Construct Mean Score Std. Deviation Interpretation 

Autonomy 4.12 0.62 Positive 

Competence 4.45 0.58 Highly Positive 

Relatedness 4.30 0.65 Positive 

4. Discussion  

The findings of this study provide empirical evidence that the integration of gamified 

platforms like Quizizz significantly enhances vocabulary acquisition among ninth-grade EFL 

learners. By comparing the experimental group, which utilized game-based feedback and 

competitive leaderboards, against a control group restricted to traditional teacher-centered 
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instruction, this study confirms that interactive, technology-enhanced environments facilitate more 

effective lexical retention (Nasir et al., 2025; Putra, 2023). This superiority is rooted in the 

platform’s capacity to cater to the psychological requirements outlined by Self-Determination 

Theory (SDT). As Deci and Ryan (2000) posit, learners are more motivated and cognitively 

engaged when their basic psychological needs for autonomy, competence, and relatedness are 

fulfilled. Quizizz addresses these needs by allowing learners to control their pace, offering 

immediate feedback to reinforce competence, and creating a social environment that fosters 

relatedness through shared gamified challenges (Dayag, 2025). 

Furthermore, the results resonate with the guided participation framework suggested by 

Mascolo (2009), which argues that learning is a socio-cultural activity best acquired through 

active, language-mediated tasks rather than passive reception. While traditional lecture-and-test 

modes, as described by Lasry et al. (2014) and Ghafar (2023), prioritize the instructor as the sole 

authority, the experimental intervention in this study successfully transitioned students into active 

participants. This shift is critical because, as Schuh (2004) observed, learner-centered principles 

can be embedded within traditional settings if teachers effectively adjust their instructional 

techniques. The Quizizz intervention served as a technological scaffold that reduced the cognitive 

load often associated with rote memorization, echoing findings by Bal (2018) and Efendi et al. 

(2025), who identified that digital gamification consistently supports vocabulary gains regardless 

of individual learning styles. 

Practically, these results suggest that EFL educators should adopt blended learning 

environments that integrate digital affordances to complement traditional textbook content. As 

Rizkiawati et al. (2024) noted in their systematic review, the post-pandemic educational landscape 

necessitates a move toward tools that sustain motivation and engagement. By utilizing platforms 

like Quizizz, teachers can cultivate an autonomous learning climate where students feel 

empowered to monitor their own lexical development. This does not imply the abandonment of 

traditional teaching, but rather a strategic expansion of it. As evidenced by recent studies, whether 

it is through multisensory approaches for dyslexic learners (Raihana & Salmiah, 2026), Lexilize 

digital flashcards (Xodabande & Thompson, 2026), or integrated ELA-science content (Metsala, 

2026), the diversification of teaching methods consistently leads to improved linguistic outcomes 

compared to rigid, singular instructional approaches. 

5. Conclusion 

This study demonstrates that integrating Quizizz significantly enhances 9th-grade students’ 

vocabulary achievement by fostering engagement and satisfying psychological needs through 

gamification. While the intervention yielded positive results, the study was limited by its reliance 

on a purposive sample of 86 students in a single school, which may constrain the broader 

generalizability of the findings. Additionally, the short-term nature of the eight-week treatment 

precludes conclusions regarding permanent, long-term lexical retention. Future research should 

employ longitudinal designs with larger, diverse cohorts to examine whether the motivational 

effects of Quizizz persist over an entire academic year and whether these gains translate into 

improved performance in other language skills, such as reading and writing. 
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