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Abstract: The objectives of the research are to find out the extent of students’ engagement in EFL learning
before using Quizizz application, to find out students' score results from the test using Quizizz application, to
find out the extent of students' behavior during the EFL learning and to find out the effect after using Quizizz to
students' engagement and learning outcomes in EFL learning. This research applies a one-shot case study on
explanatory quantitative research design to describe a phenomenon on the effectiveness of student engagement
and learning outcomes after using Quizizz application in the EFL classroom of the 5th semester at the English
Education Department in Universitas Sulawesi Barat. There are four classes and the researcher took one class
purposively. The data are collected by employing preliminary and final surveys, treatments, direct observation,
and tests. Structural equation modeling analyses show that using Quizizz application gave constructively
contribution to some of the dependent variables. The effect of using Quizizz has the highest contribution or
influence on the students' psychomotor outcomes. Next is to the effect of using Quizizz to the students’ cognitive
and affective outcomes. Moreover, student engagement is little or not significantly affected by the use of
Quizizz. The conclusion highlights the importance, although currently ignored, ways that students contribute
depends on the flow of the instruction they received. Moreover, the learning environment encourages students to
think. As a concern to the teacher that students need motivational elements than a scoring system to increase
their motivation.

Keywords: Quizizz, gamification approach; students’ score; students’ behavior; students’ engagement;

learning outcomes; EFL learning

INTRODUCTION
Creating a learning environment through a

problem of students faced in their learning
experience —emotional and behavioral problems and

gamification approach is not a very new concept.
There are several studies are using this approach
towards the classroom. One of them is a study by
Bicen & Kocakoyun (2018). It was found that
through the gamification approach, the students'
interest was increased and their ambition for
success was formed (Bicen & Kocakoyun, 2018).

In gamification studies, internal motivation goals
and competence have important effects on work
engagement. (Muntean, 2011). It has been
examined that it provided a positive impact on the
motivational affordance and
psychological/behavioral  affordance  (Hamari,
Koivisto, Sarsa, 2014). It is a necessity to solve the

learning difficulties (Evolution, n.d.). The problems
are such as limited class hours in practicing
language skills, limited authentic material resource
and too many students in a class. For this reason,
the e-learning model is an innovation to facilitate
students in improving their learning abilities
(Evolution, n.d.).

Quizizz is a free online-based of a formative
assessment tool that allows the teacher to conduct
both assessments in class and as homework. It tends
to be effectively used, helped to stimulate meta-
cognitive of the student, liveliness in class and
student attendance in advanced education which
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demanding the limited participation of lecturers and
students (Bicen and Kocakoyun, 2018).

Although, some previous studies describing the
benefits of using Quizizz and the students'
perception of Quizizz application in the classroom,
this study examines Quizizz application from a
review of students' abilities: knowledge (cognitive),
attitude (affective) and psychomotor in English as
foreign language classroom. This study applies
Quizizz application as a gamification approach
towards the class to engage students by analyzing
those students' abilities in being able to learn EFL.
It is to find how the students' engagement and their
learning outcomes are affected in terms of those
students' abilities using Quizizz in learning EFL.

Student engagement

Studies on the engagement of the student in the
teaching-learning process showed that there is no
consensus about the definition of it (Fredricks,
Blumenfeld, Paris, 2004). The concept was found
its strong connection to a psychological and
behavioral component (Beer, Clark, Jones, n.d.).
Regarding engagement means to discuss students'
behavior in the school (Sullivan et al., 2009).

To the students who are in their adolescent
development in the age of 15-19, the school
experience is considered as not an opportunity to
succeed, but rather as an obstacle to maturity
(Papalia, Olds, Feldman, 2009). This obstacle
occurs due to many problems students often faced
such as emotional and behavioral problems and
learning difficulties (Battin-Pearson, et al., 2000).
The tension becomes more intense because of
demands as rigid rules related to education in
school (Appleton, Christenson, Furlong, M.J, 2008).

Students often experienced boredom in school
and few students took advantage of their study time,
both inside and outside the classroom. Above
emotional, behavior problems and learning
difficulties are at risk of inhibiting the learning
process. It can reduce academic achievement.
Students need to increase involvement in learning
including aspects: emotion; behavior and cognition
to achieve academic achievement. Student
engagement is the time and effort created for
learning activities based on the goal or outcome of
the school to encourage students to participate in
these activities (Kuh, 2009).

According to literature National Association of
Independent School (NAIS) Report on the 2016

High School Survey of Student Engagement, there
are three dimensions of engagement: cognitive,
behavioral, and emotional engagement. Student
cognitive  engagementdescribes how  students
regulate themselves, create steady and deep
technique for learning in their learning activities —
the students' works do and the students' ways to go
about what their work. Behavioral engagement
includes students' interaction with their social,
extracurricular and non-academic activities in the
school. This involvement results in the positive
attitude of the students during these activities.

Emotional engagement is about the emotional
reaction and affective relationship of the students
during the lesson or other activities that composed
as the school environment. Reactions such as
excitement, well-being, anxiety, frustration, and
disgust are the example. It deals with a feeling to
the people, working ways and where they are in the
school 'placed' (Joseph Corbett & Amanda Torres
(2016) on NAIS Report on the High School Survey
of Student Engagement,” n.d.).

Learning outcomes

Learning outcomes is an expression of educational
goals, which is the statement of what is expected,
known, understood and can be done by students
after completing a learning period (KKNI Team,
2015). Learning outcomes is more focused on what
is expected to be carried out by student during or at
the end of a learning process. Learning outcomes
must be accompanied by proper assessment criteria
that can use to assess the expected learning
outcomes that have been achieved. Learning
outcomes together with assessment criteria specifies
the credit requirements (Butcher, Davies, Highton,
2006).

Bloom's Taxonomy is one of the bases for
categorizing educational goals, test preparation, and
curriculum that has been used for almost half a
century (Gunawan & Palupi, 2016). This taxonomy
was first compiled by Benjamin S. Bloom in 1956
in his book Taxonomy of educational objectives and
the learning domain is categorized into several
domains and each of them is divided into
levels/complexities of ability: Cognitive, affective,
and psychomotor outcomes.

Cognitive Outcomes contain behaviors that
emphasize intellectual aspects, such as knowledge,
understanding and thinking skills (solving complex
problems). Knowledge called complete and board
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adapted to the context or needs. In this domain, the
term Low Order Thinking Skills (LOTS) and High
Order Thinking Skills (HOTS) is referred to which
refers to the level of cognitive thinking ability
according to the taxonomy developed by Bloom.

Affective Outcomes emphasized the aspect of
belief, ideas and attitude, such as interest, attitude,
appreciation, and ways of adjustment. La Pierre
incited Crano & Prislin, (2006), the meaning of
word attitude can generally be described as mental
tendencies or to be actualized in affective
tendencies, both in a more positive or negative
direction. It formulated in the form of attitude,
affective tendencies are commonly expressed of
likes — dislikes, agree — disagree, love-hate, like-
dislike, and so on.

Psychomotor Outcomes is the acquisition of
physical skills that includes behavior that
emphasizes aspects of motor skills such as
handwriting, typing, swimming and/or operating
machines. According to Bloom, psychomotor
domains include physical skills, both physical
(muscle) and complex coordination between the
brain and muscles (Oermann, 1990).

Quizizz

Quizizz is an educational software example using
game-based pedagogy that provides online
guestionnaires, discussions or exams. It can be
designed in different formats (true or false, multiple
choices, etc.). The teacher can set the quizzes as
public or private. For public mode, the teacher can
share his/her quizzes with other educators around
the world. A free account is created on
https://Quizizz.com/. To join the game, students do
not need to sign up. Students can participate in the
game by accessing https://joinmyquiz.com, enter
the game code and type their nickname. The
password given is randomly created which is shown
on-screen that connects to the projector. A new
password will be created automatically for each
game. The teacher can also share the link via
Google Classroom or remind.

METHOD
This research uses a one-shot case study on the
explanatory form of quantitative research.

Quantitative research is a systematic scientific on
parts and phenomena and their relationships. It
develops and uses mathematical models, theories,
and or hypotheses relating to natural phenomena as
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their goals. Therefore, inferential statistics is the
main tool to analyze data (Zukauskas, Vveinhardt,
Andriukaitiene, 2018).

The explanatory research method uses one group
as the sample. The measurements of student
engagement and learning outcomes are taken at first
as primary data and references for the final survey
and then we do certain treatments for a while. Once
doing the treatment on the same group, the
measurements are made as a final survey a second
time.

The research requires five instruments to collect
the data and information needed. They are student
engagement questionnaire (SEQ), Quizizz-based-
test, report documentation, observation form, and
learning outcomes questionnaire (LOQ).

Participants

This survey was administrated to the student of the
Educational English department in the fifth
semester at Universitas Sulawesi Barat. There were
four classes where each class consists of
approximately 25 students. In explanatory research,
the sample is intended to explain the generalization
of the sample to its population (Creswell, 2014). All
the participants in this research are from class D. In
this semester, students had studied ICT courses so it
was easier to promote the Quizizz application as a
learning media later. The selected students joined a
class where the learning use Quizizz app as a
mediating tool. All of the participants were male
and female with a proficiency level of EFL is
intermediate. They had the same level of
proficiency (intermediate).

Measures

The questionnaire of student engagement (SEQ) in
achieving expected learning outcomes is adapted
from Reeve and Tseng, (2011) who used Wolters'
(2004) learning strategies derived from Pintrich and
DeGroot's (1990) widely-used Motivated Strategies
for learning questionnaire. Pintrich and DeGroot's
(1990) study written by Wolters (2004) about the
use of learning strategies found a positive relation
between seventh-grade students’ endorsement of
intrinsic goals and their use of cognitive and
metacognitive-learning strategies.

This research adapted measure features two
subscales, one with items to assess the use of
sophisticated (elaboration-based) learning strategies
(items 1-4 in Table 3.1 indicator of the research)
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and a second with items to assess the use of items indicators are adapted from Bloom's

metacognitive self-regulation strategies such as taxonomy and Bloom's Digital Revised Taxonomy.

planning before study, monitoring on tasks study, The contribution of the researcher is to change the

and revising one's work after studying. context of the items to ensure students respond to
Learning outcomes' questionnaire (LOQ) is used their level of learning outcomes.

to the survey of students learning outcomes which

are conducted in the last meeting of the study. Its

Table 1. Questionnaire items to assess the aspects of student engagement learning outcomes

Items to assess students’ cognitive engagement

When | am doing schoolwork, | try to relate what | am learning to what | have already known.
When I study in class, | try to connect what | am learning with my own experience.

When I study in class, | try to fit all the ideas so it makes sense

I make up my own example so it is easy to understand the important material.

Eall A

Before | begin to study, | think about what | want to get done.

When | am working on my schoolwork, | stop once, in a while and go over what | have been doing.
When | study, | focus on how much | can understand, not only if | am getting the right answer.

If I am learning on difficult to understand, | change the way | learn the material.

PR

Items to assess students’ emotional engagement

1. Ienjoy learning through Quizizz app in the class.

2. When | am learning through Quizizz app, | feel interested.

3. When I study by using Quizizz, | feel curious about what we are learning.
4. Quizizz makes learning fun!

Items to assess students’ behavioural engagement

I listen to the material carefully.

The first time the teacher talks about a new topic, | pay a lot of attention.

I am difficult to be accustomed when we begin to learn something new in class.

I ask question to teacher when | meet difficulty in learning.

During in learning class, | express my preferences and opinions about the material to my teacher.
| pay attention to my teacher explanation in front of class.

I try to understand the material as | can while learning in class.

NogokrwbdpE

Items to assess students’ cognitive outcomes

1. I have been able to make each example of all types of Sentence Structures without need to look at a notebook

2. lam able to describe the differences of the four types of Sentence Structures directly when asked by the teacher

3. 1 am adept at operating the Quizizz app well

4. 1 can get used to submit assignments through the Google Classroom app and will recommend it to other teachers
using this app.

5. I can post question (quizzes) that | made myself to be played by my classmates

Items to assess students’ affective outcomes

1. | pay attention to the subject as well about Sentence Structures because it is very important in English courses

2. | enjoy learning Sentence Structures through the Quizizz app

3. T organize my notebook to be completed and contains teacher’s explanation and my understanding of this
material

4. When working in group, | express my ideas and get opinions from group members

5. 1 enjoy assignments both individually and in groups through Quizizz app given by teacher. Therefore, I get good
scores

6. | am interested in learning English even harder. This is because applying Quizizz app on the learning

Items to assess students’ psychomotor outcomes
1. Using Quizizz is effective in enhancing my engagement in the class.
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2. Doing in-class exercises using Quizizz is more helpful in my learning than doing in-class exercise on paper.

Quizizz-based test is a test on English as a
Foreign Language by using the Quizizz app. Quizizz
reports documentation is real-time data of students'
scores of the test accomplishment. The teacher can
view the progress of the game use these data
reports. Observation Form which the data is
obtained by observing directly and indirectly by
using video support.

Data collection

We do a preliminary survey to measure the extent
of students' engagement before the study. The
preliminary survey aims to gain a deep
understanding of the conditions related to the
students' engagement. Thus becoming an indicator
refers to the measurement of students' engagement
after the study, whether to be the same or different
(increased).

Quizizz is applied for one class where the sample
(25 students) as the representation of all populations
of the fifth semester. Quizizz is used frequently
throughout the study. The purpose of researching
using Quizizz is to investigate how student
engagement influences their learning outcomes
which emphasize the frequency of using Quizizz as
a media tool of learning EFL. We collect data using
a secondary data source. The data collection
techniques are carried out by observing and giving
guestionnaires.

We do a test that would later be the data to be
used as a reference to measure the extent of student
engagement in the classroom. It is intended as the
reference to the final survey indicator where there is
a significant effect or not.

We give tests that we had named the Quizizz-
Based Test (Q-BT) to all participants of Quizizz
learning class in sections 1, 2 and 3. We teach
Sentence Structure first before giving the test. Once
teaching the material, we execute a test on Quizizz
application named Quizizz-Based Test (Q-BT) in
the 20 minutes-left of each section which first we
explain the tutorial of Quizizz application. The tests
are given frequently in sections 1, 2 and 3.
Therefore, we evaluate their engagement during the
treatment in-class by filling out an observation
form. Evaluations are done at the end of sections.
We survey at section 3 to examine their engagement
and learning outcomes during the study.

Data analysis

Students' engagement questionnaire consists of 27
items which factors loaded to be measured consist
of 9 indicators. They are (1) learning strategies and
meta-cognitive self-regulation strategies loaded on
cognitive engagement; (2) fun, interest, curiosity,
and enjoyment loaded on emotional engagement;
(3) expression of students' on-task attention, lesson
involvement, and effort loaded on behavioral
engagement. We analyze data of the result of
student engagement preliminary survey by using a
5-point Likert Scale ranging from 1 to 5.

We use a Google Form application to collect the
preliminary survey data. It is displayed by diagram
and statistical analysis. After analyzing the data, we
do the validity and reliability test to the overall
items of the questionnaire. We use Bivariate
Pearson Correlation and Cronbach's Alpha
technique to analyze the data survey on IBM SPSS
Statistics 25.

Direct observation is used to see the student
behavioral and emotional involvement among
individuals and particular situations (dealing with
the class situation and/or other students). The data is
displayed and arranged in the form of tabulated
data. The item of each indicator in the observation
form is recorded using the tally method. This relates
to the frequency of the same indicator that we
observe when in-class activities.

Students' engagement questionnaire on this final
survey is consisted of 26 items which factor loaded
to be measured also consist of 9 indicators, same
with the students' engagement questionnaire on the
preliminary survey. The students' learning outcomes
consist of 22 items which factors loaded consist of
11 indicators to be measured. They are (1) doing,
connecting,  applying,  conceptualizing, and
evaluating loaded onto cognitive outcomes; (2)
receiving, responding, assessing, processing, and
appreciating loaded on affective outcomes and (3)
psychomotor outcomes.

Both questionnaires also consist of positive and
negative statements that use a 5-point Likert scale
ranging from 1 to 5. Students fill out the
questionnaires on the Google Form application. We
also do validity and reliability test which measuring
with the same techniques on the questionnaire on
the preliminary survey.

After the preliminary and final survey data are
collected, we do a paired sample t-test. Before
doing the test, it is necessary to ensure that the data

301



Ahmad Munawir & Nurul Pratiwi Hasbi

The effect of using quizizz to EFL students’ engagement and learning outcome

distribute normally by the test of normality. Then,
data also are tested on a paired sample correlation
test to know whether there significant correlation or
not of both data.

Once the data collected, the analysis technique
of Structural Equation Modeling (SEM) is used to
examine the effect of using Quizizz application to
variables (student engagement and learning
outcomes and EFL learning).

Research model through SEM enables the
researcher to answer the research question that is
both regressive and dimensional (Hooper et al., n.d.,
2008). SEM is a combination of two separate
statistical models namely factor (regression)
analysis and path analysis into one comprehensive
statistical method (Bungin, 2005).

RESULTS AND DISCUSSION

After administering the preliminary survey, we did
the treatment at three sections where each section
was held per week from 4th to 18th November
2019. At the end of the third section where the
treatment was finished, we administered a final
survey to know the effect after using Quizizz
application as media learning in their learning
activities. The questionnaires contain statements
related to student engagement and learning
outcomes before and after using the Quizizz
application.

Student engagement on EFL learning before using
Quizizz application
The finding shows that most of the students know
how to develop learning strategies. Firstly, students
need to clear that to make the learning process run
effectively, they must know what will be achieved
or the aims from the first place. It is to avoid the
ignorance to own learning. Secondly, their
emotional engagement towards the learning shows
good, although, some of them still have a neutral
attitude whether they enjoy learning in class or not.
To the factor loaded from students' behavior
towards learning, students listen the material
carefully, especially about the new topic. But, they
need to take more time to be accustomed with.
Further, some students prefer to ask if they find
difficulty in learning. Related to their efforts in
learning, many of them are confused to express
preferences and opinions about the lesson to the
lecturer. Sometimes, some prefer to talk with
friends rather than listen to the lecturer's

explanation. Moreover, almost half of them agree or
doubt that they still have difficulty understanding
the lesson.

Quizizz-based-test result

The reliability test of overall students' score results
through Quizizz application showed an indication of
whether the tests are reliable or not and is
acceptable for both upper and lower group level
(Hair, 2017). The test results showed some fairly
unreliable tests, for instance in the first, second and
last meeting on individual tasks (classic mode). The
highest reliable tests are shown in homework mode.

We consider this phenomenon occurs for some
reason which is the same as the factors affecting the
level of reliability written by Hair (2017). In the
first meeting, study time is limited by other lecture
hours caused a very brief explanation of the subject
and doing the exercise on Quizizz in a hurry. Some
students have not finished working quizzes while
others guessed which the right answer.

There are some students did not answer or
complete their quizzes on homework mode. They
said that they lost internet connection while
working so they could not continue their work. This
we state the weakness of this application requiring a
strong internet connection before losing any work.
But also, they have a lot of time to do homework
rather than doing the test live-on class.

Students' behavior during the EFL class

The finding identified that students tend to
discuss/ask their friends than to the teacher.
However, all the students agreed to listen to the
teacher's explanation or take a friend's note before
missing the lesson. We also took control of the class
by influencing students through orders. This is as
our effort constructively to influence and to keep
the students' attention in the class. Command
sentences are "Listen to what explain, once the
Quizizz is running, you will have no time to look
the book, you will race against the time!", and "Pay
attention to what explain, you won't get this such
lesson in any lecture".

On the medium category finds some students did
something irrelevant during the teaching and
learning activities. This is still tolerated. Some sets
of class where require students to look and work on
different team randomly several times caused this
reaction. It was also found that in-class students
prefer to ask a friend when meet problems operating
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Quizizz application. Meanwhile, in the low category
was connected to the good criteria where students
seem to discuss/ask a friend than to the teacher.
Also, students do not read the related lesson from
any resources except to the teacher explanations.

Student engagement and learning outcomes in EFL
learning after using Quizizz application
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Once done statistical analysis with the Structural
Equation Modelling, the results are as shown in the
following figure. Besides looking at the overall
impact of using Quizizz on students' engagement
and learning outcomes, we also analyze several
possible effects of students' engagement and
learning outcomes. The influence of these two
dependent variables might be even greater than the
Quizizz on both.

Table 2. The empirical model of the role of Quizizz on student engagement and learning outcomes (n=24)
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Based on the calculation of the Structural
Equation Modelling for the modified model, the
result of the Goodness-of-fit index is summarized in
the following table. It concludes that the results of
the model analysis show the criteria for Goodness-
of-fit models that are unfit. Those are indicated by
the SRMR value (standardized root mean squared
residual for the between-person model) which is
greater than 0,08 and NFI value (normed fit index)
which is smaller than 0,90. Unfit SRMR and NFI
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indicate the model cannot be accepted (Browne &
Cudeck, 1993).

The chi-square value (397,319) is much greater
than the critical value 36,42 which according to
Joreskog & Sorbom (1993) to assess the fit model,
it is expected that the chi-square value is not
significant (p-value > 0,05). This is because the
result indicates that there is no difference between
the model and the data.

Table 3. Fit summary

Saturated Model Estimated Critical Value Evaluation Model
Model
SRMR 0.154 0.187 > 0,08 Unfit
Chi-Square 367.732 397.319 >36,42 Fit
NFI 0.238 0.176 <0,90 Unfit

Table 4. Path coefficients
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The roles of students' engagement and their
learning outcomes turn out to be more indirect
where through variable using Quizizz in-class and
out-class. The tables show that those findings
cannot be read as a single result that is sufficient to
represent the true effect of using Quizizz because
they stand equally as strong as evidence.

Student cognitive engagement and cognitive
outcomes after using Quizizz application

The influence of Quizizz test scores has little impact
or not related to the students' cognitive engagement.
Student activities involve to learning strategies i.e.
relating learning to what have already known and/or
making own example to ease to understand the
material while learning and activities involve to
meta-cognition i.e. thinking about what to get done
before begin to study, focusing on certain things
that she/he can understand apparently cannot be
measured only by direct questioning. This is
because actually, cognitive involvement activity
occurs when the learning process is ongoing.

There are still quite a lot of respondents who
chose to be undecided about the statement of
cognitive engagement factors. We conclude
students could not figure out the expression towards
cognitive engagement factors. It is like the
statement "I make up my own example so it is easy
to understand the important material” dominates
undecided responses. This needs further study when
Reeve & Tseng (2011) use this kind factor loaded
on engagement, whether this can be used to other
research or only addressed to their research
purposes.

Based on the findings, the only reliable result
used as an indicator for students' cognitive
engagement activities during class is the students'

scores result on Quizizz itself which improves in
each section/meeting. Increased reliability is one
proof that the level of difficulty of the test on
Quizizz that we made fit to students who are in the
upper group and lower group.

To the cognitive outcomes results still seem
better than the influence on student engagement
above. It is as seen on the path coefficient chart,
students' cognitive outcomes related to Quizizz
around 28% and r square chat, Quizizz gives an
effective contribution 23% to cognitive outcomes.

Learning outcomes factors involve intellectual
aspects such as knowledge, understanding and
thinking skill. In fact, more respondents choose a
neutral attitude towards the statements of learning
outcomes factors that make the contribution or
effect of Quizizz on learning outcomes look very
small. The results are students operate Quizizz
application well and at the same time, they get used
to submitting the assignment on Quizizz. They also
will recommend using this app for lectures.
Moreover, some students can post quizzes they
made to be played to friends.

Students' emotional engagement and affective
outcomes after using Quizizz application

To the effect of using Quizizz to the student
emotional engagement and affective outcomes
seems to be improved compared to the first. It is
shown by the path coefficient test where the effect
of using Quizizz to the students' emotional
engagement and affective outcomes is 0,35.
Likewise, the emotional engagement survey
findings look satisfying. Students enjoyed and felt
interested in learning through Quizizz in the class.
They felt curious about the learning and it made
learning fun.
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However, a review of the overall score results on
Quizizz seems not so. The score results show that
many students got low scores and some of them did
not accomplish answering all the quizzes. The fact
happened in class that we observed shows the
reason. Several students admitted somewhat
'depressed’ working on Quizizz. This is due to the
time demand. This is true, that the score on Quizizz
is not only determined by the correct number of
answers but also the speed in answering each
question. So, even though some students have the
same number of correct answers, it does not mean
they have the same scores due to different duration
answering each question. This why there are still
among students guessed the answer, it is because of
suggestion being the earlier finished.

It is found that the model inequality between
Quizizz and students' engagement on the structural
equation modeling test is a different data figure.
This phenomenon also found on the effect on
students' affective outcomes. The data collected
reveal that Quizizz was successful in capturing
students' affective outcomes. The survey of this
factor showed high mean scores instead of the
Quizizz score results which mean scores tend to be
low despite increasing in each section. This is what
makes the path coefficient test model is not so
effective or influential due to the different data
figure we stated.

However, the result of students' affective
outcomes found that almost all students paid
attention to what we taught. They enjoyed learning
Sentence Structure and assignments both individual
and group through Quizizz application. They also
became not hesitate to get involved in group
working and received feedback from group
members. They were interested in learning English
even harder.

Students' behavioral engagement and psychomotor
outcomes after using Quizizz application

The first thing to know is that the study established
that English as a foreign language is not only
perceived as an important subject for the broader
majority of participating students. But, it is how to
bring English to be enjoyable learning in the EFL
classroom. Furthermore, the findings revealed that
using Quizizz changes students' behavioral
engagement in-class regarding students’ on-task
attention, lesson involvements and students' efforts
on learning English.
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The survey on students' behavioral engagement
found that students listen to the material more
carefully, tried to understand the material while
learning and more interestingly, they got paying
more attention to what the teacher talked about a
new topic. Once you start playing on Quizizz, you
have a little or even no chance to see your textbook
due to time running.

Especially, for the effect of using Quizizz to the
students' psychomotor outcomes viewed by the r-
square chart found that Quizizz has an impact or
greatest significant contribution among others. This
indicates that the most significant factor being
influenced by the use of Quizizz is on the students'
psychomotor outcomes. The varied respondents'
answers tend to be the cause. However, all students
agree that the use of Quizizz is effective in
enhancing students' engagement in the class. Also,
it found an interesting fact that because of the
requirement, students should accomplish all
quizzes. It makes students inevitably have to listen
to the lesson in the first place. A fact also majority
students agreed that doing in-class exercise through
Quizizz is helpful than doing exercise on paper
besides there are still at least four students who did
not agree on it so.

CONCLUSION

Students vary in the way they react to the learning
activities that teacher provides, as some students
work harder with greater joy and prioritizing
strategies in learning. These behaviors, emotional
and cognitive are important in predicting students
learning and their achievement in the future. But
students are more varied in how much or little they
are 'depressedly' learning because of the demands
by the teacher as requirement in-class or school
rules in general. With this students' engagement test
as a way for how they can be enriched,
personalized, or enhanced in their learning
especially in English as a foreign language.

The use of Quizizz found that students are more
interested in the lesson, and being encouraged to be
more ambitious for success. Similarly, the use of
learning platform devices proved to have a positive
impact on student motivation. Students responded
that collaboration is very important during learning
which supported Quizizz's application and make
them help each other in learning. The students who
play and learn on this application stated that the
Reward and Leaderboard system increases their
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motivation. The students can see the status of their
progress on projection displayed and on the
smartphone. They can evaluate which sub material
that they are deficient. Additionally, a combination
of a gamification approach to the learning method
help students better understands the lesson. Badges
make students feel important and students are easier
to remember information when presented in a
gamified manner. Competition helps them to
improve their response to time management and

allows them learning topics that difficult to
understand.
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