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Abstract. The present study aimed to implement the Game-Based 
Learning (GBL) approach through the use of technology to promote 
students’ engagement in the English as a Foreign Language (EFL) 
classroom. The participants included 64 undergraduate and postgraduate 
students involved in two EFL study programmes. This research followed 
a mixed-method approach, which included the administration of an 
online diagnostic questionnaire, an observation checklist, an online 
perceptions questionnaire and a semi-structured interview. This research 
was carried out over 14 weeks in four different courses in which the 
game-based approach was implemented through the use of Quizizz. The 
results showed that the participants’ perceptions of GBL were positive in 
all the stages of EFL lessons since learners were motivated, interested and 
had the opportunity to develop their linguistic and pedagogical skills. 
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1. Introduction  
English has become increasingly important in the last decade, as it is a useful tool 
for effective communication in science, education and business. Being a lingua 
franca, mastering English can enhance communication skills with people 
worldwide (Jenkins, 2015). According to Alvarez and Guevara (2021), learning 
English is essential for obtaining professional scholarships and better job 
opportunities in Ecuador. It is now a required academic subject at all levels of 
education, including elementary, secondary and university. In this context, 
different approaches and methods have been used to teach English, in which 
instructors have incorporated the use of technology. To this respect, Brown and 
Lee (2014) manifest that as current students have been raised with digital 
technologies, they tend to seek innovative methods of learning. Hence, higher 
education instructors need to adopt alternative instructional approaches to 
facilitate student learning.  
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As per Rose’s (2019) statement, it is crucial for EFL teachers in higher education 
to ensure that students possess the necessary competencies to acquire the target 
language and use English effectively in their future professional endeavours. 
Consequently, EFL educators should use different methods and strategies to help 
students succeed in the language learning process. In this regard, engaging 
learners to succeed is a crucial issue to develop their accomplishment in EFL 
language learning (Oga-Baldwin, 2019). One way to foster students’ participation 
is engagement, which involves observable and unobservable aspects of learners’ 
interactions with educational activities (Li & Lerner, 2013). In addition, according 
to Fredricks et al. (2019), learners’ engagement is a multidimensional concept 
linked to several positive learning and life outcomes. Therefore, engagement is 
linked to academic performance and motivation (Barak et al., 2016). As Harmer 
(2007) affirms, teachers can promote learners’ engagement by stimulating their 
curiosity, involvement, attention and emotion; thus, they will be prepared to start 
a new lesson. 
 
In this context, to increase students’ engagement, the implementation of the GBL 
approach is crucial to providing students with a sense of control, independent 
learning, and academic achievement (Kulpa, 2017; Noroozi et al., 2020). Moreover, 
GBL involves the use of game design to improve the educational setting and attain 
better learning outcomes (Lim & Lee, 2007; Shaffer et al., 2005). Games with 
educational purposes have long been acknowledged as a way to promote 
students’ active learning. According to Selvi and Çosan (2018), games can 
encourage learners to take an active role in the classroom since they foster their 
critical thinking skills. In EFL teaching and learning, the implementation of the 
GBL approach creates a setting where the use of games improves the acquisition 
of all language skills, and it brings exciting learning experiences (Hitosugi et al., 
2014; Kirriemuir & Farlane, 2004). Moreover, the GBL approach, according to 
Tang et al. (2009), uses information and communication technology (ICT) to create 
interactive and stimulating virtual learning environments. In this regard, the 
integration of GBL through technology offers EFL teachers the opportunity to 
design a variety of games by using tools such as Quizizz, which can be used to 
create interactive games that students can access on their electronic devices 
(Irwansyah & Izzati, 2021). Certainly, the use of games in the EFL classroom 
creates a motivating environment in which students can control their own 
learning process, which is a crucial aspect of foreign language acquisition 
(Cabrera-Solano, 2022).  
 
Several studies have been carried out regarding the use of the GBL approach 
through Quizizz in EFL teaching. Munawir and Hasbi (2021) conducted research 
on the effectiveness of Quizizz to improve student engagement and learning 
outcomes in an EFL university setting. Quizizz had a positive impact on student 
engagement, motivation, understanding of the lesson and ease of learning topics. 
In addition, Irwansyah and Izzati (2021) analysed the use of Quizizz as a GBL and 
assessment tool in an EFL context. The outcomes showed that Quizizz motivated 
participants who were actively engaged in the lessons and showed good attitudes 
while using this tool. Moreover, Inayati and Waloyo (2022) analysed the level of 
learners’ engagement and learning outcomes of Quizizz-online gamification on 
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English learning development in high schools. The findings revealed that 
gamification had a positive influence on learners’ engagement, participation and 
discipline. Although there have been different studies related to the use of the 
game-based approach through Quizizz internationally, in our context, similar 
studies are scarce. Therefore, this research aims to address this gap by analysing 
the impact of GBL on learners’ engagement during the didactic sequence of the 
different stages of a lesson. Therefore, our study would respond to the following 
research questions.  
RQ1: What are the EFL students’ attitudes towards the use of the Game-Based 
Learning approach for classroom engagement? 
 
RQ2: What are the EFL students’ perceptions about the use of the Game-Based 
Learning approach in the different stages of a lesson? 

 
2. Literature Review 
2.1 EFL Teaching in higher education 
Globalisation and technology have shaped the landscape of higher education. 
Institutions are adapting to meet the demands of a globalised world by 
incorporating English language proficiency and embracing technology as a means 
to enhance teaching and learning (Martín del Pozo et al., 2017). These changes aim 
to equip students with the skills and competencies needed to succeed in an 
interconnected and technologically driven society (Falloon, 2020). Therefore, few 
people can deny that higher education has changed drastically over the course of 
the past decades. In this context, globalisation and student mobility have moved 
universities to include English in their curriculum as institutions try to meet the 
requirements of the global movement of education (Murray, 2016). Undoubtedly, 
in the current era of digital progression, the use of technology has become a 
popular phenomenon in higher education, which has led to engaging activities 
that promote reflection, communication, collaboration, sharing knowledge, and 
so forth (Kasuma, 2017). Moreover, according to Brown and Lee (2014), since new-
generation students have grown up with digital technologies, they tend to seek 
new learning; therefore, instructors need to use alternative strategies to promote 
student learning in higher education institutions. Consequently, English language 
higher education teachers need to ensure that students have the requisite skills to 
learn the target language and to use English successfully in their future careers 
(Rose, 2019). According to Halverson et al. (2018), one alternative to reach such a 
goal could be by meeting the needs and expectations of university students who 
are greatly interested in online recreational activities such as games, videos and 
social networking, among others. 
 
2.2 Students’ Engagement in EFL Teaching  
Engagement in EFL education has been explored from different perspectives as 
an approach to teaching the language. In this regard, it has been defined as being 
involved, committed, or attached to the academic and social activities of an 
institution (Li & Lerner, 2013). As Deci and Ryan (2000) affirm, engagement 
involves the learners’ traits that can be seen and those that cannot in their 
interactions with educational activities. Nevertheless, engagement needs to be 
sustained by need fulfilment; therefore, the degree to which students experience 
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need satisfaction affects their interest in different activities. Certainly, Bomia et al. 
(1997) claim that engagement is related to learners’ needs and willingness to 
involve themselves in the learning process, which can then lead to better 
achievement. In foreign language teaching, Oga-Baldwin (2019) acknowledges 
that engagement is a highly desirable prerequisite for learning. In this context, 
engagement can be considered the energy students spend toward their academic 
success; therefore, it constitutes one of the most critical aspects of learners’ 
accomplishment when studying a foreign language. Likewise, Sadoughi and 
Hejazi (2021) state, “EFL teachers expect learners to be as highly engaged as 
possible in learning activities relating to the four main language skills (i.e., 
speaking, writing, listening, and reading) as well as sub-skills such as grammar 
and vocabulary” (p. 1). 
 
2.3 Game-Based Learning Approach (GBL)  
Educational games have been traditionally recognised as an effective approach to 
enhancing students’ active learning. Researchers have indicated that using games 
can help students participate in their learning process and develop their critical 
thinking skills (Huizenga et al., 2009; Selvi & Çosan, 2018). In this context, the GBL 
approach involves the effective use of games to promote students’ engagement in 
the classroom (Noroozi et al., 2020). In addition, GBL develops students’ problem-
solving skills by using interactive games (Ebner & Holzinger, 2007). In the context 
of EFL teaching, GBL constitutes an environment where the use of games 
enhances the acquisition of all language skills and fosters students’ abilities to 
develop their critical thinking skills (Kirriemuir & Farlane, 2004). Reinhardt and 
Sykes (2012) state that the effective use of games has the potential to promote 
students’ interactions in the EFL learning process. Furthermore, Hitosugi et al. 
(2014) assert that the implementation of games brings exciting learning 
experiences to EFL learners who can also develop their cognitive abilities and 
reduce their anxiety to learn the target language. 
 
2.4 Implementation of the GBL approach through technology 
The rapid development of ICT has revolutionised the way English is taught in the 
twenty-first century (Adnan et al., 2020). In this context, the potential of ICT brings 
several opportunities for EFL teachers to implement digital game-based 
instruction in the classroom. According to Vandercruysse et al. (2012), the use of 
games for instructional purposes provides different learning opportunities and 
increases students’ motivation. In this regard, the implementation of games 
requires teachers to become familiar with technology, which means that they need 
to be creative enough to help students become critical thinkers (Qian & Clark, 
2016). Considering the aforementioned aspects, EFL teachers can choose from a 
variety of ICT tools to integrate games into their lessons. For example, Quizizz, 
Genially, Kahoot and Socrative are some of the most recognised tools that allow 
the use of games to teach language skills; however, from all these recourses, 
Quizizz is considered a fun e-learning tool that has the potential to enhance 
learners’ participation and motivation by implementing interactive games in the 
teaching and learning process (Dhamayanti, 2021). 
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2.5 Previous Studies 
Anak and Hua (2021) carried out a quasi-experimental study to investigate the 
effects of Quizizz on Malaysian students’ learning of irregular verbs in English. 
This study was conducted in a primary school in Padawan, Sarawak; the 
participants were 30 young learners. The researchers used a pre-test/post-test 
approach and analysed data through t-tests to explain the participants’ 
performance. The findings revealed that the implementation of online games 
through Quizizz improved the pupils’ learning of irregular past tense verbs. 
Therefore, game-based learning helped to enhance the participants’ interest and 
learning of the English irregular past verbs.   

Another study by Irwansyah and Izzati (2021) analysed the implementation of 
Quizizz as a GBL and assessment tool in the English classroom. This study was 
carried out in Indonesia during the COVID-19 pandemic. The participants 
included students from six classes. They used Quizizz for 20 minutes before 
finishing their lessons in which teachers obtained the score reports easily by using 
this tool. Students’ perceptions of the use of Quizizz were inquired through a 
questionnaire. The results evidenced that the participants felt excited and 
motivated when playing Quizizz as a GBL and assessment tool. Also, they 
actively participated in the classes and displayed a positive attitude toward the 
use of such a tool.   

Also, Inayati and Waloyo (2022) studied the level of learners’ engagement and 
learning outcomes of Quizizz-online gamification on English learning 
development in junior high school. This study was conducted at a private high 
school in Batu City, Indonesia. The participants were 62 students in the 9th grade 
and an EFL teacher. To gather the information, researchers used observations, 
interviews, and students’ test results. The descriptive and thematic analysis 
demonstrated that gamification positively influenced students’ engagement, 
participation and discipline. However, students’ learning outcomes did not show 
equal progress as their engagement level. Therefore, other approaches and 
methods that are more cognitively driven should ensure that the balance between 
learning outcomes and positive learning experiences is achieved.  

Moreover, Munawir and Hasbi (2021) investigated the effectiveness of student 
engagement and learning outcomes after using the application Quizizz in an EFL 
university context. This research used a design that included a single group of 
participants at a single point in time in the explanatory form of quantitative 
research. The instruments to collect the data and information were a student 
engagement questionnaire, a Quizizz-based test, report documentation, an 
observation form and a learning outcomes questionnaire. The results revealed 
that Quizizz helped students to be more interested in the lesson and ambitious for 
success. Moreover, Quizizz permitted learners to work collaboratively and 
increased their motivation. On the other hand, a combination of a gamification 
approach with the learning method helped students to understand the lesson 
better. Finally, the competition allowed learners to improve their response to time 
management and made the learning topics easy to understand. 
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Another study by Pitoyo et al. (2020) aimed to explore the washback effect of the 
Quizizz assessment platform on students’ learning. The participants were 18 
university students in the third semester who took an English course. The sample 
was selected purposively and the instruments included questionnaires, 
observation checklists and in-depth interviews. The data obtained were analysed 
quantitatively and qualitatively. The results indicated that students were 
motivated and wanted to learn more deeply after doing several gamified tests 
with Quizizz. Learners were interested in elements of the game such as the 
Leaderboard, Meme, Time restriction and Test report. Finally, Web-based 
gamification with Quizizz for assessment had a positive impact on students’ 
learning. 
 

3. Method 
3.1. Setting and participants 
The participants in this study were 64 male and female EFL learners whose ages 
ranged from 20 to 45 years old. The students participated in face-to-face and 
distance English language courses and were enrolled in two EFL teaching 
undergraduate and postgraduate study programmes offered at a private 
university in the southern region of Ecuador. Learners’ proficiency levels 
corresponded to B1 and B2 according to the Common European Framework of 
References (Council of Europe, 2020). The researchers of this study were the 
instructors of the aforementioned courses.  

3.2 Research Instruments 
The instruments included the use of an online questionnaire, which was applied 
to determine students’ learning expectations about the use of games in EFL 
teaching and learning. This instrument comprised a five-point Likert Scale and 
open-ended questions. An observation checklist based on five-point Likert Scale 
items was used to register students’ involvement in terms of willingness, 
participation and motivation in the engagement phase at the beginning, middle 
and end of the different stages of EFL lessons. This instrument was designed and 
scored by the researchers. An online perceptions questionnaire (close-ended and 
open-ended questions) was administered to identify the students’ perceptions 
about the use of the GBL approach in the EFL classroom. A semi-structured 
interview was also applied to confirm the participants’ views regarding the use of 
the GBL approach. 
 
3.3 Procedure 
The study followed a mixed-method approach which involved gathering and 
analysing qualitative and quantitative data. As Creswell and Creswell (2017) state, 
the use of mixed-method approaches provides a better comprehension of a 
research problem than using just one research approach. The GBL approach was 
implemented to enhance students’ engagement during the didactic sequence of 
EFL lessons. The first stage included the administration of the learning 
expectations questionnaire. After analysing the results of that questionnaire, an 
intervention process was carried out for 14 weeks in four different courses in 
which GBL activities (language quizzes) were designed by using Quizizz. The 
teaching and learning process was adapted so that games were used to promote 
students’ engagement in on-site and online classes. During on-site interactions, 
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students used their mobile phones, tablets and laptops to participate in games 
related to linguistic and methodological matters. As for online classes, games 
were delivered as supplementary activities that were available on the institutional 
Canvas platform. In synchronous meetings, distance students interacted with the 
teacher and classmates by means of Zoom to participate in GBL activities. During 
the intervention, a total of 20 lessons (five per course) were observed by the 
researchers to register the students’ involvement when using games. The aspects 
that were seen included learners’ willingness to get involved in the lessons, their 
motivation to learn the target language, and their participation level. In the last 
stage of the intervention, the online perceptions questionnaire was administered, 
and the interview was conducted with 16 EFL students enrolled in the four 
courses of this study. It is worth mentioning that the questionnaires were 
subjected to a rigorous validation process before being administered. Thus, the 
internal consistency of the items was 0.7 (Cronbach’s alpha), which proved that 
they were reliable. 
 

4. Results and Discussion 
In the diagnostic phase, participants (59.3%) indicated that they were skillful at 
using technological tools, which had scarcely been used in previous courses. It is 
worth mentioning that the participants’ opinions concerning the GBL approach 
were diverse because most of them (62.5%) did not know about this method, while 
21.87% of the students had been in courses where teachers had eventually used it. 
Finally, 15.63% of the participants did not internalise the elements related to this 
approach. In addition, students suggested that they wanted their teachers to use 
diverse means for engagement such as games (71.8%), PowerPoint presentations 
(14.2%), flipcharts (7.8%), questioning (3.1%), and others (3.1%). 
 
Regarding the students’ attitudes towards the use of the GBL approach for 
classroom engagement (see Table 1), the results of the observation evidenced that 
at the beginning of the lessons, most of the participants (96%) seemed enthusiastic 
when using Quizizz. These results are aligned with Zou et al.’s (2019) study, in 
which it was found that the implementation of game-based activities enhances 
EFL learners’ engagement and enthusiasm. 
 
In addition, the majority of participants (98%) paid attention to the topics that 
were going to be discussed in the lesson and responded to questions based on the 
activities and resources used by their teachers. In this respect, Wang (2015) asserts 
that the use of games has the potential to increase students’ attention and helps 
them to keep more focused on the contents to be studied. 
 
Likewise, 98% of the students enjoyed the ICT tools that the teachers used to 
present the lesson and all of them liked the resources (PowerPoint presentations, 
pictures, realia, games, videos, songs, among others). Certainly, Zulfa and Ratri 
(2022) affirm that the advancement of technology facilitates students’ access to 
different types of materials and resources, which supports the process of teaching 
and learning in the digital age. 
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In the middle of the lessons, 91% of the students seemed to enjoy practising the 
contents presented by their teachers through the Quizizz tool. Similarly, 92% of 
learners effectively participated in the different classroom discussions promoted 
by their instructors on Quizizz. In this regard, by using Quizizz in class, students 
can maintain discussions after completing the quiz to review each question and 
obtain feedback from the teacher (Zainuddin et al., 2020). 
 
Regarding the use of Quizizz games to develop students’ critical thinking skills, 
the majority of participants (98%) carried out different types of tasks that allowed 
them to use games as a means to enhance their ability to examine, judge, interpret 
and/or evaluate topics related to linguistic and pedagogical issues in the field of 
EFL teaching and learning. These results are aligned with what Nashar et al. 
(2021) found since the use of the Quizizz application improved the learners’ 
critical thinking skills.  
 
As for the use of Quizizz games to help learners develop their communication 
skills, 81% of them seemed to have a very good performance in most of the 
activities that involved oral communication, while 17% of the students performed 
at a good level. Another aspect that was observed in the middle of the lessons 
dealt with the effect of using Quizizz games to help learners develop their 
pedagogical skills. In this respect, the majority of the participants (89%) seemed 
to be engaged with this tool, especially when having discussions related to diverse 
methodological aspects. In this respect, Anak and Hua (2021) manifest that 
Quizizz enhances the teaching and learning of English and also serves as a vital 
method for fostering enthusiasm and a strong desire to learn this language. 
 
With respect to the students’ attitudes at the end of the lessons, 92% of the 
participants were able to show their knowledge of the contents studied using the 
Quizizz tool. Moreover, most of the students (94%) claimed that Quizizz helped 
them to reflect on their progress. These results are similar to those found in the 
study by Dhamayanti (2021), which demonstrates the benefits of Quizizz as an 
effective and motivating tool that supports the learning process in the English 
classroom. 
 
On the other hand, the use of games through Quizizz was seen as helpful since 
learners (91%) could receive instructors’ immediate feedback based on the tool. In 
this same line of thought, participants liked the use of games (89%) because such 
activities engaged them to continue participating in future assignments. In this 
respect, Maraza et al. (2019) affirm that gamification is an effective learning 
strategy to improve feedback processes because it provides self-assessment 
opportunities so that language learners can recognise their mistakes without 
feeling discouraged.  
 
Finally, most students (76%) reinforced their linguistic and pedagogical skills 
through Quizizz; however, 22% of them seemed not to have completely 
developed the aforementioned abilities. Regarding the use of Quizizz for 
enhancing language skills, Zuhriyah and Pratolo (2020) assert that this tool allows 
EFL learners to improve their confidence and language abilities. 
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Table 1. Results of the observation 

Statements  
Not at all 

Very 
little 

Neutral Somewhat 
Very 
much 

Beginning of the lesson 

Students look enthusiastic 
when using Quizizz at the 
beginning of the lesson. 

0% 1% 3% 23% 73% 

Students pay attention to 
the topics that will be 
discussed in the lesson. 

0% 0% 2% 22% 76% 

The students answer or 
respond to questions based 
on activities and resources 
used by the teacher. 

0% 0% 2% 28% 70% 

The students like the ICT 
tools used by the teacher 
when presenting the lesson. 

0% 0% 2% 17% 81% 

The students like the 
resources used by the 
teacher when introducing 
the lesson: PowerPoint 
presentations, pictures, 
realia, games, videos, 
songs, others.  

0% 0% 0% 20% 80% 

Middle of the lesson      

The students like Quizizz to 
practice the contents of the 
lesson. 

0% 0% 1% 8% 91% 

Quizizz allows students to 
participate in class 
discussions. 

0% 0% 0% 8% 92% 

The use of Quizizz games 
helps learners to develop 
their critical thinking skills. 

0% 0% 2% 11% 87% 

The use of Quizizz games 
helps learners to develop 
their communication skills. 

0% 0% 2% 17% 81% 

The use of Quizizz games 
helps learners to develop 
their pedagogical skills. 

0% 0% 2% 9% 89% 

End of the lesson      
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Table 2. Students’ perceptions 

Statements and stages of the 
lesson 

Not at 
all 

Very little Neutral Somewhat Very 
much 

Beginning of the lesson 

I feel motivated when using 
Quizizz at the beginning of the 
lesson. 

0% 0% 5% 24% 71% 

I pay attention to the topics 
that will be discussed in the 
lesson. 

0% 0% 3% 23% 74% 

I can answer or respond to 
questions based on activities 
and resources used by the 
teacher. 

0% 0% 5% 23% 70% 

I like the ICT tools used by the 
teacher when presenting the 
lesson. 

0% 0% 2% 22% 76% 

I like the resources used by the 
teacher when introducing the 
lesson: PowerPoint 
presentations, pictures, realia, 
games, videos, songs, others.  

0% 0% 1% 16% 83% 

Statements  
Not at all 

Very 
little 

Neutral Somewhat 
Very 
much 

Beginning of the lesson 

The use of Quizizz allows 
students to show their 
knowledge of the contents 
learned. 

0% 0% 2% 6% 92% 

Quizizz helps students to 
reflect on their own 
progress. 

0% 0% 1% 5% 94% 

Quizizz games allow 
students to receive 
immediate feedback. 

0% 0% 1% 8% 91% 

The use of Quizizz games 
engages students to 
participate in the next class. 

0% 0% 2% 9% 89% 

The use of Quizizz 
reinforces students’ 
linguistic and pedagogical 
abilities. 

0% 0% 2% 22% 76% 
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Statements and stages of the 
lesson 

Not at 
all 

Very little Neutral Somewhat Very 
much 

Beginning of the lesson 

Middle of the lesson      

I like Quizizz to practise the 
contents of the lesson. 

0% 0% 3% 14% 83% 

The use of Quizizz allows me 
to participate in class 
discussions. 

0% 0% 3% 8% 89% 

The use of Quizizz games 
helps me to develop my 
critical thinking skills. 

0% 0% 2% 14% 84% 

The use of Quizizz games 
helps me to develop my 
communication skills. 

0% 0% 2% 11% 87% 

The use of Quizizz games 
helps me to develop my 
pedagogical skills. 

0% 0% 5% 22% 73% 

End of the lesson      

The use of Quizizz allows me 
to show my knowledge of the 
contents learned. 

0% 0% 2% 12% 86% 

Quizizz helps me to reflect on 
my own progress. 

0% 0% 2% 6% 92% 

Quizizz games allow me to 
receive immediate feedback. 

0% 0% 3% 13% 84% 

The use of Quizizz games 
engages me to participate in 
the next class. 

0% 0% 2% 12% 86% 

The use of Quizizz reinforces 
my linguistic and pedagogical 
abilities. 

0% 0% 3% 25% 72% 

Table 3. Results of the students’ interview 

Stage Students’ perceptions in the interview 

Beginning of 
the lesson 

• Students were motivated when using Quizizz as they were 
engaged with the contents presented in the class. 

• The topics were interesting because they were related to the 
contents that were going to be discussed in the lesson. 
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• The questioning strategy allowed students to understand the 
topics of the class because they had the opportunity to relate 
previous knowledge to the new content presented. 

• Students liked the resources and ICT tools used by the teachers 
when presenting the lesson due to their easy access and appealing 
design. 

Middle of the 
lesson 

• Students enjoyed practicing the contents by using Quizizz because 
this tool promoted interaction and collaboration. 

• Students developed their critical thinking skills by using Quizizz 
games based on the contents studied because they had to analyse, 
compare, contrast and evaluate information. 

• Quizizz games helped students to practice their communication 
and pedagogical skills because they were aligned to the course 
syllabus. 

 

 

End of the 
lesson 

• Students could demonstrate their knowledge by using Quizizz 
because the games were related to the contents studied in the 
lesson. 

• Quizizz games helped students to reflect on their own progress 
because they received immediate feedback. 

• Quizizz games engaged students to participate in classroom 
activities, and they developed their linguistic and pedagogical 
skills because they could check their own progress. 

 

 
Regarding the participants’ perceptions of the use of the GBL approach in the EFL 
classroom, most of them (95%) affirmed that they felt motivated when using 
Quizizz at the beginning of the lesson (see Table 2). These results were confirmed 
by the interviews (see Table 3), in which students mentioned that they were 
engaged with the contents presented in the class because Quizizz was motivating. 
Also, the majority of the participants (97%) mentioned that at the beginning of the 
lesson, they paid attention to the topics that were going to be discussed. In fact, 
the interview results evidenced that the topics to be analysed in the lesson caught 
the students’ interest. As Dhamayanti (2021) asserts, the use of Quizizz in the EFL 
classroom can increase learners’ motivation and enthusiasm because the features 
of this tool enhance students’ interest and prevent monotony during the lesson. 
 
Furthermore, 93% of the students perceived that the activities and resources used 
by their teachers helped them when responding to questions. According to the 
participants’ interviews, the questioning strategy allowed them to understand the 
topics of the lesson because they had the opportunity to relate previous 
knowledge to the new content presented. Certainly, when using Quizizz, students 
can evaluate their progress and realise which contents need to be reinforced; 
moreover, games increase their eagerness to respond quickly and learn 
challenging topics (Munawir & Hasbi, 2021). 

As for the use of ICT tools and resources, 98% of the participants affirmed that 
they liked the tools used by the teachers at the beginning of the lesson. In this 
respect, the results of the interview evidenced that students liked the ICT 
resources instructors utilised when presenting the lesson due to their easy access 
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and appealing design. In addition, 99% of the participants liked the resources used 
by the teachers to introduce the new topics; these tools included PowerPoint 
presentations, pictures, realia, games, videos and songs, among others, which 
were utilised at the beginning of the lesson. In this respect, Kupchyk and 
Litvinchuk (2021) affirm that the use of technology can enhance teaching practice 
through highly engaging activities and foster active learning inside and outside 
the classroom. 

In the middle of the lesson, 97% of the students affirmed that they liked to use 
Quizizz to practice the different concepts taught in the lessons, while only 3% of 
them had a neutral position with respect to this aspect. In fact, according to the 
interviews, the participants affirmed that they enjoyed practising the contents 
through games because Quizizz promoted interaction and collaboration among 
them. Certainly, Zulfa and Ratri (2022) affirm that Quizizz offers interesting 
features that can be used by teachers and students during e-learning activities, 
which means that this tool has many advantages in terms of enhancing learners’ 
experiences interactively. 

Regarding the use of Quizizz to promote students’ participation in class 
discussions, 89% of them affirmed that this tool was very helpful for this purpose. 
Similarly, most of the students (98%) indicated that Quizizz games helped them 
develop their critical thinking skills because, according to the interview, gamified 
activities allowed them to analyse, compare, contrast and evaluate information. 
In this context, Nashar et al. (2021) assert that the use of Quizizz enhances 
learners’ motivation, and it improves their critical thinking abilities, especially 
when teachers choose an appropriate model to teach their lessons. 

With respect to the effectiveness of Quizizz games to help learners develop their 
communication skills, 98% of them perceived that this tool was helpful for this 
purpose. These results are aligned with Dhamayanti’s (2021) study, it was found 
that the use of Quizizz promotes good communication among students in the EFL 
classroom. In relation to the use of Quizizz games to develop students’ 
pedagogical skills, 95% of the participants perceived that the different games 
designed by their teachers were useful. Besides, the interviews revealed that 
learners liked using Quizizz games because they were aligned with the course 
syllabus. 

As for the learners’ views with respect to the use of the GBL approach, at the end 
of the lessons, most of them (98%) indicated that Quizizz allowed students to 
prove their understanding of the contents studied. The results of the interview 
showed that learners perceived that Quizizz games were designed in relation to 
the lessons. Furthermore, 92% of the participants claimed Quizizz was helpful, as 
this tool enabled them to reflect on what they were learning in the courses. These 
results are similar to those found by Mohamad (2020) since the use of the Quizizz 
app benefited learners in terms of enhancing the content of the course and 
acquiring self-learning skills. 

Regarding the use of games through Quizizz to provide feedback, 84% of the 
students recognised that the tool allowed them to receive teachers’ prompt 
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feedback; this fact was remarked by learners in the interview since the tool let 
them reflect on their own progress. In connection with the point previously 
mentioned, Zuhriyah and Pratolo (2020) state that Quizizz’s immediate feedback 
feature provides students with the opportunity to review and rectify their 
responses, effectively giving them a second chance to address any errors. 

Another aspect was the participants’ opinions with respect to the use of Quizizz 
games at the end of the lesson. In this context, 86% of the students believed that 
the Quizizz games encouraged them to participate in the next class. These findings 
are related to Göksün and Gürsoy’s (2019) study which found that the post-class 
quizzes strengthened the students’ understanding and readiness for class, as they 
were already aware of the pre-class quizzes. This, in turn, encouraged learners to 
stay engaged in the course. 

Finally, learners (72%) claimed that their linguistic and pedagogical abilities were 
very much reinforced thanks to the use of Quizizz, while 25% of the participants 
asserted such skills were somewhat developed. According to the interviews, 
students affirmed that their linguistic and pedagogical skills were enhanced as 
they were able to verify their own progress with the contents. In this respect, 
Degirmenci (2021) explains that Quizizz is a beneficial and valuable tool in the 
English language education field and has a favourable impact on both the 
teaching and learning of this language. 

5. Conclusions and Implications  
The participants’ perceptions towards the use of the GBL approach at the 
beginning of the lessons were mostly positive because they were engaged with 
the contents presented. Certainly, the activities and ICT resources used by 
teachers to introduce new topics promoted motivation, caught learners’ interest 
and allowed them to connect previous knowledge to new content.  
 
The implementation of the GBL approach through Quizizz games favoured 
students’ practice and enjoyment of the different contents presented in the middle 
of a lesson. Besides, this method promoted interaction and collaboration among 
learners, and it helped them develop their critical thinking skills as well as their 
communication and pedagogical abilities. 
 
The use of Quizizz was evaluated by learners and found to be beneficial at the end 
of the lesson since they claimed that their linguistic and pedagogical skills were 
significantly improved. Participants believed that Quizizz allowed them to prove 
their understanding of course content and it was helpful in reflecting on what they 
were learning. Quizizz permitted learners to receive prompt feedback from 
teachers and it encouraged them to participate in future classes, being a valuable 
tool for enhancing learning outcomes. 
 
This study suffered from some limitations. First, it was conducted in a single 
university; future studies are, therefore, suggested to include more institutions. In 
addition, the study was conducted with a limited sample of students (64), which 
restricts the generalisability of the findings. Moreover, further research may 
utilise a variety of ICT that allow the implementation of the GBL approach. 
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