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Abstract: During the last years, gamification has been regarded as a powerful tool to transform 

the EFL classroom into an engaging and entertaining learning context. The present paper aims to 

give insight into how gamification affects students’ intrinsic and extrinsic motivation. With a 

sample of 51 students of a state school located in Almazora (Castellón, Spain), an experimental 

group and a control group were created in order to compare digital to traditional methodologies, 

respectively. With the implementation of a Motivation’s Questionnaire and an Attitude’s 

Questionnaire, the obtained results indicated that the use of Quizizz motivates students both 

intrinsically and extrinsically and that students hold a favorable attitude towards the introduction 

of gamification in the EFL classroom. Finally, gamification seems to offer favourable results in the 

students’ learning process. Further research in this field should focus on other individual variables 

such as age, gender and background. 
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1. Introduction 

Globalisation and international communication are two factors that have produced 

the increasing interest in English as a Foreign Language (EFL) in the last decades. Research 

in the learning field includes Motivation as one of the factors that determine the students’ 

success in the EFL learning process (Dörnyei, 2001).  

In the last decades, gamification has been analysed regarding its correlation with 

students’ motivation (Schunk, Meece, & Pintrich, 2013). In this sense, games are regarded 

as pedagogical tools that transform the traditional learning environment into an innovative 

learning context. Therefore, games seem to provide students with an exciting and enjoyable 

learning experience that heighten learners’ motivation, stimulate EFL learning and check 

students’ comprehension (Kim, 2015; Leaning, 2015). 

The present paper aims to analyse students’ motivation regarding gamification. To 

do so, the main instrument of the study is Quizizz. This popular application allows teachers 

to create quizzes as well as share them with other users. In order to correlate the 

implementation of Quizizz and the students’ motivation, this paper introduces a brief 

theoretical framework with important remarks about the topic. Then, the study is based on 

the comparison of an experimental group (i.e. the group that uses Quizizz) to a control 

group (i.e. the group that follows traditional methodologies). Finally, it concludes with the 
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explanation and discussion of results obtained from the implementation of two 

questionnaires and with the need for further research. 

2. English as a Foreign Language (EFL): Traditional and Contemporary 

Learning Approaches 

Reviewing the history of EFL learning and teaching enables linguists, language 

teachers and other experts to examine past trends, methodologies and approaches so as to 

draw renewed conclusions. From this inspection, it can be inferred that EFL learning has 

followed a communicative direction focused on the imitation of the natural acquisition of 

the four language skills (i.e. reading, listening, speaking and writing).  

The choice of teaching methods usually depends on the subject area that is being 

taught or on the educational philosophy. A long tradition in the EFL instruction is presented 

by the Grammar-Translation Method (Austin, 2003). This method is based on explanations 

in the students’ mother tongue and on the translation of grammar rules. As a reaction 

against its large amount of theory and lack of utility for everyday routines, the Direct 

Method was developed (Howatt, 1984). The Direct Method was based on the assumption 

that students should learn a foreign language in the same way they acquired their mother 

tongue. By the 1920s, its practice decreased and this led to the origin of the Audio-Lingual 

Method. The Audio-lingual Method was based on the positive reinforcement of correct 

responses and on memorisation of structural patterns that included vocabulary in context 

(Richards & Rodgers, 2001). The Audio-lingual Method experienced a decline and, in the 

late 1970s,  The Natural Approach, which focused on the imitation of the way people 

acquire their mother tongue, was developed (Krashen & Terrell, 1983). Another method 

that appeared at that time was the Silent way, which consisted in increasing students’ 

initiative and autonomy by the reduction of the teacher’s speaking time (Gattengo, 1972). 

Also in this decade, Lozanov (1978) developed Suggestopedia, a teaching method in which 

music was the most remarkable aspect since the learning process was based on intonation 

and rhythm.  

Finally, the importance of being communicatively competent in a foreign language 

led to the emergence of communicative methods: Task-Based Language Learning (TBLT), 

Content-Based Instruction (CBI) and Content and Language Integrated Learning (CLIL). 

Firstly, in TBLT, the planning of learning materials and teaching sessions are based around 

a central task and then, language is taught according to the students’ needs. According to 

Cerezal (1996, p. 183), the Task-based Language Learning approach can be described as 

“how a learner applies his or her communicative competence to undertake a selection of 

tasks”. Secondly, CBI consists of using the foreign language as the medium of instruction, 

in other words, the focus is not on the language itself, but rather on the content that is being 

taught (Stryker & Leaver, 1997). Its essence lies in the fact that students are more likely to 

learn the target language if they are engaged in meaningful tasks and the knowledge 

acquired leads them to a desired objective. Content-based Instruction is regarded as “one 

of the most promising present and future trends in language teaching and learning” (Madrid 

Fernández & García Sánchez, 2001, p. 129). Closely related to Content-based Instruction 

is Content and Language Integrated Learning (CLIL). However, while CBI regards content 

as a vehicle for mastering language, CLIL is "a dual-focused educational approach of both 

subject content and language learning" (Coyle, Hood & Marsh, 2010, p .6). 

3. Digital Instruction and Gamification in the EFL Classroom: Quizizz 
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The Internet revolution and the rapid growth of new technologies have led to the 

emergence of diverse interactive multimedia platforms. Implementing technology into 

school subjects has become a common global trend for teaching and it can help students in 

their EFL learning process. The objective of Digital Instruction is to encourage students to 

get involved in the learning activities and help them achieve the learning outcomes (Pai & 

Tu, 2011). Finally, the combination of the positive aspects of traditional methodologies, 

the current teaching trends and the benefits of Digital  Instruction, can lead to a highly 

effective teaching.  

In the present days, interactive technology is embedded in students’ daily activities. 

Some of the digital applications are adapted by the educational system to improve learning 

competences while entertaining (Dix, Finlay, Abowd & Beale, 2004). The introduction of 

digital applications such as games in the learning environment to boost learners’ motivation 

is known as Gamification (Leaning, 2015). When learning through digital games, students 

move from passive recipients to active agents and they also may discover different learning 

styles, new skills and strategies which lead to a highly motivational learning (Gee & Hayes, 

2012).  

The application chosen to implement the present study is Quizizz, which is regarded 

as a fun game in which learners attempt to get the answers right so as to win the game. 

Participants can access Quizizz via smartphones or PCs. In order to play, teachers have to 

create their own account so they will be able to create quizzes or borrow other quizzes 

appearing on the Quizizz page (See Figure 1).  

   Figure 1. Homepage of Quizizz. Howard (2016).  

Once the game has been created or taken from the page, participants can type the 

game’s pin number to enter the game. Then, they can choose a username so the game starts 

once all of them check they are connected. The student getting more correct answers will 

win the game (see Figure 2). In case of a tie, the winner will be chosen by the time spent 

completing the quiz. 
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Figure 2. Ranking of the participants. Howard (2016).   

4. Motivation and Education: Extrinsic and Intrinsic 

Teachers and researchers regard Motivation as a complex construct and as one of 

the main factors affecting the EFL learning process (Gardner, 2010). Motivation is a 

difficult term to describe so there are many definitions from diverse points of view, 

especially in the language field. Harmer (1991, p. 3) defines Motivation as “the internal 

drive that pushes individuals to do an action”. In addition, Gardner (2010) defines EFL 

Motivation as the extent a person strives to get a language due to the satisfaction 

experienced in the activity. Then, Motivation can be defined as the individual and internal 

desire to perform an action with a special purpose. 

Motivation has been examined throughout the years and several theories and 

classifications have been developed (Oxford, 1996). This paper considers the classification 

provided by Deci & Ryan (1985), who distinguishes two types of motivation: extrinsic and 

intrinsic. Firstly, Intrinsic Motivation means that an individual performs an activity for 

personal pleasure, curiosity or fulfillment. Thus, Intrinsic Motivation arises from within 

the individual (Dörnyei, 2001). In this sense, intrinsically motivated individuals are 

characterised by being self-driven and eager by the challenging nature of the activities since 

they have internal desire to learn (Carreia, 2011). Secondly, Extrinsic Motivation makes 

reference to a desire to attain a reward or to avoid some punishment not directly linked to 

the task itself including marks, stickers or teaching approval (Lepper, 1988). Then, 

extrinsic motivated students have the minimal intention to learn and are prone to put the 

minimum efforts needed to receive the promised reward (Arnold, 2000). Therefore, when 

the punishments or the rewards are removed, students will not show interest to learn the 

language any longer.  

5. Methodology 
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The main purpose of this study is to determine students' motivation and opinions 

towards the use of Gamification in the EFL classroom. The Research Questions of the 

present study are: 

RQ1) Does Digital Instruction affect students' extrinsic and intrinsic motivation? 

  

RQ2) Do students have a positive attitude towards the application of digital games 

in the EFL classroom?  

 5.1. Context and Participants 

A total of 51 students of the High School IES Vila-Roja in Almazora (Castellón, 

Spain) were the participants of this study. More specifically, they were 28 females and 23 

males between 15 and 17 years old that were studying 4th of ESO. Participants belonged 

to two different groups: one group composed of 24 students was selected to be the 

experimental group while the other group with 25 students was chosen to be the control 

group.  

 5.2. Data Collection Procedure 

The procedure followed in this study included five steps: 

1) Design of the quizzes, 

2) Implementation of the quizzes in the experimental group, 

3) Distribution of the Motivation’s Questionnaire to both two 

groups, 

4) Distribution of the Attitude’s Questionnaire to the 

experimental group, 

5) Data Collection and Analysis. 

During the first week of March 2020, three quizzes were designed in Quizizz 

according to three exercises of the students’ book Spectrum 4. On the one hand, the 

experimental group completed the three quizzes with Quizizz at the end of each of the three 

lessons in order to review the content (e.g. grammar and vocabulary). On the other hand, 

the control group did the same but the exercises of the students’ book were done on their 

notebooks. After the three lessons, learners of both groups were asked to complete the 

Motivation’s Questionnaire to examine their motivation’s levels. Then, in order to know 

students’ opinion in relation to Gamification, students of the experimental group were 

requested to complete the Attitude’s Questionnaire. Finally, data were collected and 

analysed. 

 5.3. Instruments 

  5.3.1. Quizizz 

As it has been previously mentioned, three quizzes based on three exercises 

included in Spectrum 4 were implemented with the application Quizizz. The first quiz (see 

Appendix A) was focused on phrasal verbs and students had to choose the correct phrasal 

verb so as to give meaning to the sentence. The second quiz (see Appendix B) was focused 

on the third conditional and students were asked to fill in the gaps with the correct third 

conditional form of the verbs in brackets. The third quiz (see Appendix C) was a reading 

comprehension activity in which students had to read a text divided in three paragraphs 

and identify in them some key information. 

  5.3.2. Motivation’s Questionnaire 
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The second tool used in the study was a version of The Academic Motivation Scale 

developed by Vallerand et al. (1992) to elicit the participants' motivation. However, the 

questionnaire was modified in order to suit the purpose of the study and adjusted to the 

learners' level (see Appendix D). For these reasons, some statements were removed, newly 

designed or rephrased. The questionnaire included 20 statements presented with a 5-point 

Likert scale and participants were asked to choose one of the five given points (1= strongly 

disagree, 2= disagree, 3=neither agree nor disagree, 4= agree, 5= strongly disagree). The 

questionnaire was divided into two parts. The first part of the questionnaire (statements 

from 1 to 10) measured intrinsic motivation while the second part (statements from 11 to 

20) measured extrinsic motivation. The participants took approximately 5 minutes to 

complete it.  

  5.3.4. Attitude’s Questionnaire 

The third instrument was a questionnaire used to examine participants’ points of 

view on gamification and it was a modified version from Students’ Attitudes Towards the 

Gamification Technique (Wichadee & Pattanapichet, 2017). The Attitude’s Questionnaire 

(see Appendix E) consisted of five items and they were measured with a five-point scale. 

Students from the experimental group were the participants that completed the Attitude’s 

Questionnaire after the Motivation’s Questionnaire since they were the group who had 

joined in the Quizizz activities. The questionnaire consisted of five items.  

6. Results and Discussion 

In relation to the first Research Question (i.e. Does Digital Instruction affect 

students' extrinsic and intrinsic motivation?), the following table offers the results obtained 

in the Experimental Group (see Table 1): 

Table 1. Experimental Groups’ Motivation 

Intrinsic 

Motivation 

Mean (out of 

5) 

Extrinsic 

Motivation 

Mean (out of 

5) 

Statement 1 3.36 Statement 11 3.40 

Statement 2 3.52 Statement 12 3.44 

Statement 3 3.24 Statement 13 3.28 

Statement 4 3.40 Statement 14 4.52 

Statement 5 4.12 Statement 15 3.16 

Statement 6 3.04 Statement 16 2.72 

Statement 7 3.44 Statement 17 4.24 

Statement 8 3.28 Statement 18 4.48 

Statement 9 3.56 Statement 19 2.60 

Statement 10 3.76 Statement 20 3.76 
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Average 3.50 Average 3.60 

On the other hand, the following table offers the results obtained in the Control 

Group (see Table 2): 

Table 2. Control Group’s Motivation 

Intrinsic 

Motivation 

Mean (out of 

5) 

Extrinsic 

Motivation 

Mean (out of 

5) 

Statement 1 3.12 Statement 11 3.16 

Statement 2 3.40 Statement 12 3.68 

Statement 3 2.32 Statement 13 2.84 

Statement 4 2.88 Statement 14 4.44 

Statement 5 3.88 Statement 15 3.08 

Statement 6 2.56 Statement 16 2.92 

Statement 7 2.92 Statement 17 4.16 

Statement 8 3.16 Statement 18 4.08 

Statement 9 3.64 Statement 19 2.32 

Statement 10 3.20 Statement 20 3.60 

Average 3.10 Average 3.40 

 

The results obtained in the Motivation’s Questionnaire suggest that the 

Experimental Group showed higher levels of intrinsic and extrinsic motivation in 

comparison to the Control Group. Therefore, the reported findings seem to indicate that 

Gamification improves both types of motivation, being the intrinsic motivation clearly 

higher.  

Regarding the second Research Question (i.e. Do students have a positive attitude 

towards the application of digital games in the EFL classroom?),  the following table offers 

the results obtained in the Experimental Group (see Table 3): 

Table 3. Experimental Group’s Attitude towards Gamification 

Statements Mean (out of 5) 

Quizizz increased engagement in the class. 3.72 

I want Quizizz to be used in other courses. 3.88 

Quizizz is suitable for the language class. 3.84 
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Quizizz increased my interest in learning. 3.60 

Quizizz made the lessons funnier. 3.96 

 

The results above show a favourable opinion towards Gamification in the EFL 

classroom. These findings reveal that the design of Quizizz is appropriate to be 

implemented in the learning context. For example, some features of Quizizz such as the 

screen or music make learning more appealing and draw the students’ attention. In addition, 

the competitiveness inherent in this game made learners attentive in order to gain the 

knowledge they were required to succeed in the game. 

7. General Conclusions and Further Research 

Gamification and Motivation are two features that are entangled in the EFL context. 

The positive impact of gamification on students’ motivation reveals that students may feel 

enthusiastic towards EFL learning. One of the problems that students can face during the 

complex learning process is the lack of motivation but it can be solved with the adoption 

of new technologies as pedagogical tools. In other words, the implementation of digital 

games in the EFL classroom can transform challenging or boring content into engaging or 

easy one (Kim, 2015).  

The present study includes some important limitations. Firstly, the number of 

participants is not ample so it limits the findings. Moreover, it is important to mention that 

English is a compulsory subject in state schools so it can make it less appealing. In addition, 

motivation does not remain constant nor unstable so the results may change in the future. 

According to the aforementioned limitations, further research should consider the 

implementation of other games in other institutions with a higher sample of participants. 

Furthermore, it could consider other individual variables (e.g. age, gender and background) 

that may be affected by Gamification.  
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