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Abstract

The integration of Artificial Intelligence (Al) with gamified learning platforms demonstrates strong
potential to enhance student engagement and improve learning outcomes in English language
education. This study aims to develop and evaluate Al-supported gamified assessments focusing on
students’ mastery of English verb tenses, including Simple Present, Simple Past, and Simple Future.
The research employed a Research and Development (R&D) approach using the ADDIE model, which
consists of Analysis, Design, Development, Implementation, and Evaluation stages. The study was
conducted at Institut Teknologi dan Bisnis Asia Malang involving undergraduate EFL students. The
learning tool was developed through the Wayground (Quizizz) platform and supported by Al features
such as adaptive feedback, randomized questions, and automated performance monitoring. Validation
was carried out by media and subject-matter experts using Likert-scale questionnaires to ensure
pedagogical and technical quality. The implementation results showed that 87% of students achieved
the expected learning outcomes. These outcomes included the ability to accurately identify, analyse,
and apply English tenses in various grammatical and communicative contexts. In addition, students
demonstrated increased participation, greater learning motivation, and improved confidence when
completing grammar-related tasks. The findings indicate that Al-enhanced gamified assessments
effectively support grammar instruction by promoting learner autonomy, improving comprehension,
and creating a more engaging learning environment. Therefore, the integration of Al-powered gamified
assessments can serve as an innovative and effective approach to enhancing English grammar
learning in higher education EFL contexts.
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Introduction

The ongoing advancement of digital technology, particularly artificial intelligence (Al), continues to reshape
the educational landscape, transforming how instructional tools are developed and delivered. Heriyawati &
Romadhon (2025) added that artificial intelligence (Al) integration is becoming more and more common as
higher education changes to keep up with technology breakthroughs. In this era of immersive online
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platforms and intelligent systems, global education, including in Indonesia, has shifted from conventional
classroom instruction to more flexible, Al-integrated learning environments. However, these transitions
have also introduced significant challenges such as reduced engagement in asynchronous learning, limited
student-teacher interaction, and persistent difficulties in sustaining learners’ motivation and focus
(Rahmawati & Umam, 2019; Sujarwo et al., 2022).

To respond to these pedagogical challenges, educational institutions are increasingly integrating
Al-supported interactive solutions into their instruction. One such digital platform is Wayground (Quizizz),
an online assessment tool that gamifies learning through real-time feedback, multimedia-enhanced
questions, and dynamic scoring systems (Fakhruddin & Nurhidayat, 2020; Zhao, 2019). When enhanced
with Al features and instructional design, such platforms offer not only engaging assessments but also
adaptive learning pathways that support students’ mastery of complex language elements, particularly
English verb tenses (Liu et al., 2023).

This study aims to develop and validate an Al-enhanced tenses learning test using Quizizz as a
digital, gamified platform. The test is designed to address grammatical challenges in a more personalized
and motivating format. Employing the ADDIE (Analysis, Design, Development, Implementation, and
Evaluation) instructional model, the study outlines a structured process for creating and evaluating
interactive grammar assessments. By integrating Al-supported feedback and gamification into grammar
instruction, this research proposes an innovative and practical pedagogical solution to improve English
language instruction in digitally mediated learning environments.

Peer Feedback in EFL Contexts

Peer feedback remains a pivotal pedagogical approach in EFL writing instruction, particularly when
supported by digital or structured environments. Although originally developed in the 1970s (Hyland &
Hyland, 2006), its contemporary relevance continues to evolve in technology-integrated classrooms. Recent
studies demonstrate that scaffolded and qualified peer feedback can enhance writing performance and
revision quality. Gonzalez-Torres & Sarango (2023) found that peer feedback, when structured and
facilitated with digital tools, led to measurable improvements in writing outcomes. Nevertheless, recent
scholarship notes that learner beliefs and digital competence significantly influence feedback success.
Huisman et al., (2018) highlighted how trust in peer competence, clarity of rubric use, and training in
giving/receiving feedback are central to productive feedback engagement. This suggests the value of
integrating intelligent systems or Al to enhance peer-review clarity and reliability.

Technological and Al-Enhanced Feedback Approaches

To address the limitations of manual peer feedback and enhance student engagement, researchers have
turned to Al-supported tools. Guo, et al (2024) investigated the use of an Al-powered chatbot named Eva
in EFL writing classes in China. Results revealed that Al integration significantly improved the quality of peer
feedback and fostered deeper reviewer engagement, indicating Al's role in strengthening both feedback
literacy and performance outcomes. Furthermore, such systems reduce teacher workload by automating
formative feedback while allowing personalization and repetition based on learner needs.

Gamification and Quizizz in EFL Grammar Learning

Gamified digital platforms like Quizizz have shown growing promise in supporting EFL grammar learning,
including the mastery of English tenses. Zhang & Crawford (2024) demonstrated that formative assessments
through Quizizz significantly enhanced learner motivation, autonomy, and task engagement. In Indonesia,
Fahada & Asrul (2024) revealed that students perceived Quizizz as helpful in increasing vocabulary and
grammar retention while reducing boredom and anxiety. Arifudin, Rizkina, & Pujiastuti (2024) further
reported that Quizizz supported interactive and low-stress assessments that benefited struggling grammar
learners. Rahayu & Widayanti (2018) found that fun learning media and methods are very important in the
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process of delivering lecturers' materials. Rahayu & Suwastika (2018) argued that in the teaching and learning
process, the utilization of learning media in the form of games as learning media plays an important role.

A broader view concluded that Quizizz ranks among the most widely adopted gamified tools in
EFL classrooms, effectively supporting reading skills, digital literacy, and language motivation. However,
while engagement is high, the cognitive depth of learning, especially regarding grammar mastery, still
depends on instructional design and question types used within the platform. Grabe (2009) emphasized the
importance of reading skills in second language learning as a foundation for effective instruction. Similarly,
Haswani (2014) highlighted the essential role of technology in enhancing interactivity in EFL classrooms.
During the COVID-19 pandemic, Haryati et al. (2021) observed that online learning posed both challenges
and opportunities, requiring adaptive teaching strategies. In line with this, Kurniawati et al. (2022) found
that teachers' subjective well-being significantly influenced students' creativity.

In gamified learning environments, Goksun and Gursoy (2019) demonstrated that tools like Quizizz
and Kahoot increased student engagement and success. Namara and Murphy (2017) compared online and
offline perspectives on gamified learning, revealing that online platforms offer more flexibility but demand
higher self-regulation. Additionally, Narca and Caballes (2021) emphasized that motivation strategies are
crucial to sustaining student engagement in virtual learning environments.

Engagement, Motivation, and Al Synergy

Gamified platforms inherently promote effective and behavioral engagement. Rachmania, Mustafa, &
Setyarini (2026) implementing gamification to teach telling-time expressions in elementary-level English as
a Foreign Language (EFL) classrooms is highly effective for boosting student engagement. Children learn
more quickly through physical activities, visual aids, and healthy competition. These findings align with meta-
analyses by Sailer & Homner (2020) and Huang et al. (2020), which report small-to-medium effect sizes for
gamification on educational motivation and achievement. During the COVID-19 pandemic, students faced
various obstacles in both online and blended learning environments, including limited access to technology
and reduced motivation (Adnan & Anwar, 2020; Aji et al., 2020).

The synergy of Al with gamification opens new possibilities. Karagoz (2025) demonstrated that Al-
driven personalization within gamified apps leads to improved feedback accuracy, real-time adaptation to
learner errors, and better engagement. Emerging systems such as Neural-AWE and chatbot-based learning
assistants, now enable feedback loops that mirror human scaffolding while maintaining consistency and
objectivity. The use of digital media such as Quizizz has a positive impact on students’ perceptions and
engagement in EFL learning (Chaiyo & Nokham, 2017; Anggia et al., 2023; Darmayanti et al., 2026).

Motivation and engagement play a central role in shaping student learning outcomes. Ryan and
Deci (2017), through Self-Determination Theory, emphasized the importance of fulfilling basic psychological
needs, autonomy, competence, and relatedness to enhance motivation and well-being. In marginalized
educational settings, Utomo et al.,, (2019) highlighted that understanding teaching motivation is crucial for
sustaining quality learning experiences. In terms of digital integration, digital technologies positively influence
students' research writing process, as Wiranda et al., (2020) reported that vocational English teachers
widely adopt ICT to support the learning process.

Method
Pedagogical Setting & Participants

The present study was conducted at the Faculty of Economics and Business, Institut Teknologi dan Bisnis
Asia Malang, Indonesia. This faculty was selected as the research context due to its ongoing integration of
digital tools in language instruction and the accessibility of English-major and non-English-major students
enrolled in general English courses. The participants were undergraduate students who had previously
encountered difficulties in mastering English grammar, particularly verb tenses, as reflected in institutional
diagnostic records and faculty evaluations.
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A purposive sampling method was used to recruit participants for the study. This sampling strategy
was chosen to ensure the inclusion of students who demonstrated challenges with English tenses and were
actively participating in digital learning environments. The final sample consisted of 42 undergraduate
students (aged 18-22) enrolled in General English courses during the academic year 2024/2025. All
participants provided informed consent before the commencement of the research.

Design of the Study

This research employed a Research and Development (R&D) design to create and evaluate an instructional
media product aimed at enhancing students’ understanding of English tenses. Syahrul, Mustami & Ondeng
(2025) define R&D in education as a systematic method of developing educational products such as
curricula, instructional materials, or assessment tools through iterative testing, revision, and expert
validation. The primary product developed in this study was an Al-enhanced Quizizz-based digital learning
module focused on verb tenses. The study adopted the ADDIE instructional design model (Analysis, Design,
Development, Implementation, and Evaluation) as its framework for developing and refining the digital
game-based learning tool. This approach ensured a comprehensive instructional design process grounded
in pedagogical needs and iterative feedback.

Data collection & analysis

Data were collected through questionnaires, expert validation forms, and student performance
assessments. The questionnaire was administered in the initial Analysis phase to gather data on students’
learning experiences, challenges, and prior knowledge related to English tenses. Items were structured to
explore learners' self-perceived difficulties, frequency of grammar errors, and preferred learning modalities.
In the Development and Evaluation phases, expert validation sheets were used to assess the content
accuracy, interface design, pedagogical relevance, and language quality of the Quizizz-based learning product.
Experts included English language instructors and instructional technology specialists. For the
Implementation phase, students interacted with the digital learning module over two weeks, during which
they completed guided activities, self-assessment quizzes, and final evaluation tasks. Pre-test and post-test
data were collected to measure learning gains in the mastery of verb tenses.

Quantitative data were then analyzed using descriptive statistics (mean scores and standard
deviations) and paired sample t-tests to determine the effectiveness of the intervention. Qualitative
responses from open-ended questionnaire items were analyzed thematically to extract patterns related to
student motivation, usability, and perceived impact of the digital game. By combining both formative and
summative assessments in the R&D framework, this study aimed not only to measure the product's
effectiveness but also to refine it based on real-world feedback, thus ensuring practical relevance and
academic rigor.

The procedures in the ADDIE stages

The development process followed the ADDIE model, consisting of Analysis, Design, Development,
Implementation, and Evaluation stages. Firstly, during the analysis stage, content analysis was conducted to
identify target materials from the syllabus and curriculum that aligned with the learning outcomes related
to English tenses. In addition, a needs analysis was carried out to identify learning difficulties experienced
by students and to determine suitable digital tools to address these challenges, leading to the selection of
Quizizz as an interactive platform for grammar learning.

Secondly, in the design stage, a digital learning module was developed using Quizizz by
incorporating materials on the Simple Present, Simple Past, and Simple Future tenses in accordance with
the English syllabus of the Management Economics program. The module consisted of 20 multiple-choice
questions designed to be completed within 50 minutes and included gamified features such as real-time
feedback, visual aids, and score-based competition. Thirdly, during the development stage, the content and
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media were validated by material and media experts, including English instructors and instructional
designers. Based on their feedback, revisions were made to improve the pedagogical quality, content
accuracy, and usability of the module. Fourthly, in the implementation stage, a limited trial involving 12
students was conducted, followed by a larger field trial involving 60 students from four classes. During these
trials, students used the Quizizz-based module for two weeks and completed a series of learning activities
and assessments integrated into the platform.

—

Evaluation Analyze

Implementation Design

Development

Figure |. ADDIE model

Finally, in the evaluation stage, both formative and summative evaluations were conducted.
Formative evaluation involved collecting feedback from expert validators and students regarding the quality
and usability of the learning media, while summative evaluation was carried out through learning outcome
assessments to measure students’ mastery of English tenses and determine the effectiveness of the
developed module.

Findings

The results of this research are presented based on the stages of the ADDIE model used to develop the
Al-integrated digital learning media using Quizizz for teaching English tenses. Each phase of the development
provides detailed insights into student responses, expert validation, and the overall effectiveness of Al-
enhanced grammar learning.

Analyse

In the analysis phase, the research team conducted a comprehensive needs assessment to identify the
requirements for developing Al-enhanced gamified assessments for English tenses learning. The process
began with a material analysis that focused on students’ needs to master the forms and functions of the
Simple Present, Simple Past, and Simple Future tenses. These grammar topics were selected based on the
course learning outcomes and their importance in developing students’ communicative competence in
English. Following the identification of learning needs, a media analysis was conducted to determine the
most appropriate digital platform for delivering the assessments. Wayground (Quizizz) was selected because
of its compatibility with Al-supported features, including adaptive question delivery, instant feedback,
randomized questions, and learning analytics that enable both students and lecturers to monitor learning
progress effectively.
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The next step involved analyzing student characteristics. The participants were undergraduate
students aged between |9 and 21 years, which, according to Piaget’s cognitive development theory, places
them in the formal operational stage. At this stage, learners are capable of abstract thinking, logical
reasoning, and problem-solving, making them cognitively prepared to understand and apply grammatical
concepts (Pakpahan & Saragih, 2022). Subsequently, a concept analysis was carried out to organize and
sequence the selected tense materials in accordance with the intended learning outcomes. Finally, a task
analysis was conducted to identify learning activities and assessment functions supported by Quizizz, such
as immediate feedback, leaderboard-based motivation, and multimodal learning inputs through text, images,
and videos. These analyses collectively provided the foundation for designing an effective Al-enhanced
gamified assessment system.

Design

In this stage, lesson plans were aligned with the Management Economics English syllabus. The Quizizz
platform was designed to include 20 multiple-choice questions within a 50-minute session. Al integration
allowed question randomization, gamification, and automatic feedback. The appearance of the Quizizz
application can be seen in the figure 2.

What would you like to create?

Assessment Lesson
S pract o5 to relect on studkt - S8 o the \ 10+ question types
' P

o Interactive video 9 Passage
v Multiple-Choice

Q Flashcard

Figure 2. The Appearance of Quizizz

Figure 2 presents the updated user interface of Wayground Al (formerly known as Quizizz), which
serves as the primary platform used in this study to develop Al-enhanced tenses learning assessments. As
seen in the figures, users are offered several content creations options: Assessment, Lesson, Interactive
Video, Passage, and Flashcard. Among these, the Assessment feature was selected to design the English
tenses quiz used in the present study.

This platform integrates Artificial Intelligence features such as adaptive question sequencing,
automated feedback generation, real-time analytics, and student performance tracking, elements that align
directly with the pedagogical goals of this research. In particular, the Assessment tool enabled the
researchers to create customized multiple-choice questions focused on the Simple Present, Simple Past,
and Simple Future tenses. These were further enhanced by multimedia options, providing a multimodal and
engaging experience for learners. The intuitive design and Al capabilities of the platform reflect current
trends in educational technology, where learner-centered interactivity, personalized feedback, and data-
driven instruction are prioritized to improve grammar acquisition in EFL contexts.
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Create a new activity
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Figure 3. Wayground (Quizizz) Activity Creation Interface

Figure 3 illustrates the interface of Wayground Al when initiating the creation of a new digital
learning activity. As seen in the figure, users are presented with three main options: Import
worksheets/questions, generate with Al, and Create from scratch. For the present study, the “Generate
with Al” and “Create from scratch” options were utilized to build a customized tenses assessment. This
Al-powered functionality allowed the development of interactive quizzes from existing documents,
websites, or textual content. Specifically, the “Assessment” type was selected to design grammar-focused
quizzes targeting mastery of English verb tenses. The Al features embedded in Wayground (formerly
Quizizz) offered automated question generation, adaptive sequencing, and real-time feedback delivery,
enabling personalized and scalable formative assessment practices. This reflects the platform’s shift toward
Al-assisted instructional design, aligning with the goals of the present study to offer engaging and data-driven
grammar learning experiences in English as a Foreign Language (EFL) context. By integrating these tools,
educators can easily create assessments that are not only interactive but also tailored to students’
performance trends and learning needs.

Figure 4 (the following figure) illustrates the “Text/Prompt” feature available under the Generate
with Al option on the Wayground platform (formerly Quizizz). This feature allows educators to directly
input custom text, such as grammar explanations or topic outlines, which the Al will process to auto-
generate quiz questions. Users can configure several preferences, including the number of questions, subject
type, educational level (e.g., university), and output language.

& Createanew activity

Start from
import workeheets
C port * Enter quiz topic or paste content to generate using Al

ﬂ,’}f Genersts with Al

@ crosto o seroten
2 Preferences Qutput language: English +

Numbor of questions

Subjoct and Grada

Figure 4. Wayground (Quizizz) Activity Options
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In the context of this study, this functionality was leveraged to input tailored content related to
Simple Present, Simple Past, and Simple Future Tenses, aligning with the course objectives for English
grammar mastery. The decision to utilize the “Text Prompt” method rather than document upload, website
scraping, or video input allowed for precise alignment between Al-generated questions and the validated
material content.

This step significantly accelerated the development process, showcasing how Al integration in
digital learning platforms can support adaptive test creation, learner-centered design, and efficient content
personalization in EFL grammar instruction.

Development

The development process involved content creation and media enhancement based on expert
validation. Both media and material experts assessed the learning tool using a 4-point Likert scale to
measure dimensions such as accessibility, interactivity, instructional alignment, and digital interface. The
assessment of media expert and material expert using a questionnaire consists of four Likert scales, namely
Strongly Agree, Agree, Disagree, and Strongly Disagree.

Table I. The Aspects Assessed by Media Expert
Indicator Aspect

Accessibility Ease of access to digital games
Clarity of instructions for using digital games
Effectiveness of digital game features

Language Ease of understanding the language
Accuracy of language and spelling
Ease of understanding tenses material

Display The font type is read easily
Suitability of backsound with digital games
Digital game display design

Table 2. The Aspects Assessed by Material Expert
Indicator Aspect
Objective The suitability of digital games with basic competencies
The suitability of digital games with learning objective

Reducing learning difficulties
Material content Suitability of quizzes with the material studied
Encourage curiosity

Encourage learning motivation

Presentation The quiz presented is interesting
Updating the quiz
The language used is easy to understand

The assessment data of media expert and material expert used as a reference in the feasibility
percentage. According to Arikunto (2010), the percentage of feasibility from the average converted into

qualitative values with categories of very feasible, feasible, quite feasible, and not feasible. Shown in the table
3.

Table 3. Quantitative Value Conversion Table

Category Precentage
Very Feasible 76%-100%
Feasible 51%-75%
Quite Feasible 26%-50%

Not Feasible 0-25%
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The results of the assessment conducted by media expert include indicators of accessibility,
language, and display, while the assessment by material expert is based on indicators of objectives, material
content, and presentation. The recapitulation of media expert validation is shown in table 4.

Table 4. Media Expert Validation

Average media expert

Validator Assessment Results for Each Indicator
percentage
| 2 3
Media Expert 93% 87% 80% 87%

The media expert validation results indicated an overall feasibility percentage of 87%, which falls
under the "very feasible" category based on the established criteria. This confirms that the Al-enhanced
tenses learning test using Quizizz is well-suited as an interactive digital instructional tool in English language
teaching. The media expert provided several suggestions to optimize the implementation of this tool. These
include maximizing the use of various Quizizz features beyond multiple-choice items such as short answer
and sequencing questions to foster more dynamic and interactive learning. They also recommended the
integration of multimedia elements like images, short videos, or audio clips that align with the grammatical
tense being taught, which can enhance both visual and auditory learning modalities.

Furthermore, the expert emphasized the importance of continuously updating and expanding the
Quizizz question bank to maintain its relevance with evolving curricula and student learning needs. These
suggestions support the Al-enhanced and gamified approach of the study, reinforcing its potential to
transform traditional grammar instruction into a more engaging and adaptive experience. The assessment
of the expert material was carried out in the same way, namely, filling out a questionnaire consisting of four
scales. The recapitulation of the material expert is shown in the table 5.

Table 5. Material Expert Validation

Average material expert

Validator Assessment Results for Each Indicator
percentage
| 2 3
Material Expert 93% 87% 93% 91%

The material expert validation yielded an average feasibility percentage of 91%, placing the Al-
enhanced digital tenses test in the "very feasible" category for instructional use. This supports the
effectiveness of integrating Quizizz as a gamified learning platform to teach English grammar, particularly
verb tenses.

Several constructive suggestions were provided by the material expert to enhance the instructional
quality of this Al-supported platform. First, it is recommended that each tense-based question be
accompanied by sufficient and varied examples to thoroughly assess student comprehension. The question
bank should also present a progressive difficulty level starting from simpler to more complex structures to
scaffold learning effectively. Additionally, every answer option should be followed by automated feedback
or review explanations to help students identify and correct their errors. The inclusion of multimodal
content such as images, audio, or video relevant to the grammar topic is also encouraged to enrich learners'
understanding and engagement. Lastly, the expert emphasized the importance of maintaining a dynamic and
updated quiz bank, allowing instructors to vary assessment content across sessions and track student
progress through regular performance evaluations. These recommendations affirm the study’s approach in
using Al-driven instructional design to foster deeper learning and sustained motivation in English language
classrooms.
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Implementation

At this stage, the Al-enhanced tenses learning test developed through Quizizz was implemented in actual
classroom settings. The implementation process consisted of two phases: a limited trial and a field trial. The
limited trial involved 12 students selected as class representatives, accounting for 67% participation within
the pilot group. The students responded positively to the usability, content clarity, and interactive features
of the digital learning tool. Subsequently, a larger-scale field trial was conducted across 4 different classes,
involving a total of 60 undergraduate students. During this phase, the effectiveness of the developed learning
media was measured based on the percentage of students achieving learning completeness. Accordingly,
learning is considered successful when at least 85% of students reach the minimum "good" classification.

Table 6. Pre-test results: student mastery of English tenses before using Wayground (Quizizz)

Category Number of Students Percentage
Score 2 80 (Good) 6 10%
Score 60-79 (Fair) 14 23.3%
Score < 60 (Poor) 40 66.7%
Total 60 100%

Before implementing the Al-enhanced Quizizz-based learning media, a pre-test was administered
to 60 students, focusing on the simple present, simple past, and simple future tenses. Results showed that
only 10% of students achieved a “good” score, while the majority (66.7%) scored below 60, indicating
significant challenges in mastering English tenses. This baseline data justifies the need for developing an
engaging, personalized, and interactive learning solution like Quizizz with Al features, which was later
implemented to improve student outcomes

Table 7. The students' completeness after using Wayground (Quizizz)

Category Total number of students Percentage
Completed 52 87%
Not complete 8 13%
Total 60 100%

The findings from the field trial revealed that 87% of students successfully met the learning criteria,
confirming that the Quizizz-based Al learning media effectively supported students in mastering English verb
tenses within an EFL context.

Evaluation

The evaluation stage was conducted to determine the effectiveness and suitability of the Al-integrated
Quizizz learning media. Initially, formative evaluation was carried out by collecting feedback from students
and instructors regarding the usability, engagement, clarity, and overall quality of the learning tool. The
feedback obtained during this stage was used to identify areas for improvement and to ensure that the
assessment media met both pedagogical and technical requirements. Following the formative evaluation, a
summative evaluation was conducted to measure the overall effectiveness of the developed media. This
evaluation focused on students’ learning outcomes, including performance scores and completion rates in
the grammar assessments. The results of the second-cycle trial showed that 87% of students successfully
achieved the expected learning outcomes, indicating that the Al-based Quizizz platform was an effective
and reliable medium for assessing and improving students’ mastery of English tenses.

Discussion

The current study examined the development, validation, and implementation of an Al-enhanced, Quizizz-
based learning module for English verb tenses within an EFL higher education context. The results
demonstrate the instructional benefits of integrating Al and gamification in grammar instruction.
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First, the expert validation process provided strong evidence of the instructional media’s feasibility.
The media expert gave an average score of 87%, emphasizing the accessibility, interface design, and language
clarity of the Quizizz-based platform. Meanwhile, the material expert assigned a 91% feasibility rating,
acknowledging the alignment between instructional objectives, content quality, and student needs. These
results confirm that the learning module met high standards of quality in both design and pedagogical
relevance.

Second, during the implementation phase, 87% of the participating students successfully mastered
the target grammar concepts, surpassing the 85% threshold for effective learning interventions. The field
trial involved 60 students and indicated a high level of learner engagement and comprehension. Students
appreciated the instant feedback, competitive point system, and visual and interactive elements supported
by the Quizizz platform. These features, powered by Al and gamification, likely contributed to increased
student motivation, reduced anxiety, and improved retention of grammatical structures. Furthermore, the
student responses in both limited and full-scale trials were overwhelmingly positive. A 93.75% satisfaction
rate reflects learners' enthusiasm for the tool’s usability, fun factor, and adaptive learning features. This
aligns with the goal of personalized instruction, where learners receive immediate corrective input and
progress at their own pace key affordances of Al-supported environments.

Relationship to and Comparison with Previous Research

The results of this study are consistent with and reinforce several findings from existing literature on
gamified and Al-supported learning environments in EFL settings. For instance, research by Rahmawati &
Umam (2019) emphasized that digital media have a positive impact on learner motivation and interaction.
This study supports that claim by demonstrating high levels of student engagement and satisfaction with the
Quizizz platform. Similarly, Liu et al. (2023) highlighted the role of gamification in enhancing student
engagement, formative assessment quality, and learning motivation. These principles were reflected in the
present study, particularly through the use of real-time feedback, interactive rankings, and game-based
features in Quizizz, which contributed meaningfully to students’ mastery of verb tenses.

Moreover, Zhao (2019) and Amalia (2020) identified that Quizizz helps improve comprehension
and fosters competitiveness among learners. The current study confirmed these insights by illustrating how
the platform’s dynamic question formats and scoring mechanisms stimulated healthy competition and
encouraged students to enhance their performance. The Al features in Quizizz such as automated feedback,
randomized question delivery, and real-time performance analytics mirrored these pedagogical
recommendations and proved effective in deepening grammar comprehension. While many prior studies
have investigated gamification or Al in isolation, this research bridges both approaches. It demonstrates
how Al capabilities embedded within a gamified platform like Quizizz can provide a scalable, adaptive, and
student-centred learning experience that surpasses the limitations of conventional teacher-led instruction.
Overall, the findings contribute to the expanding body of evidence validating the combined use of artificial
intelligence and gamification in language education. Beyond confirming the practicality and feasibility of using
Quizizz for grammar instruction, the study underscores its transformative potential in addressing EFL
learners’ difficulties with English tenses, offering a highly interactive, personalized, and engaging learning
model well-suited for contemporary higher education contexts.

Conclusion

This study concludes that integrating Al-based digital learning media, specifically Quizizz, can significantly
enhance students’ understanding and mastery of English tenses. The use of the Al-supported Quizizz
platform led to an 87% student completion rate, indicating its effectiveness in improving grammar
proficiency. Students reported a more enjoyable and engaging learning experience, attributed to Quizizz’s
interactive features such as real-time scoring, gamified assessments, and accessible interface. Quizizz not
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only fosters student motivation but also allows teachers to design varied practice materials and evaluate
student performance effectively. Its accessibility through multiple devices makes it a practical tool for both
in-class and independent learning. Despite the positive outcomes, this study is limited in scope due to its
sample size and context, which was restricted to students from a single university program. Future research
is recommended to explore Al-integrated media across broader learner populations and in different
educational contexts. Further studies may also investigate the long-term impact of Al-assisted tools on
grammar retention, learner autonomy, and personalized learning experiences. Overall, the findings support
the continued development and integration of Al-powered digital tools such as Quizizz in EFL instruction,
reinforcing their role in transforming traditional grammar instruction into more dynamic and effective
learning experiences.
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