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Abstract

This study aims to evaluate the effectiveness of the Team Game Tournament (TGT)
learning model supported by QuizWhizzer in improving the English learning
outcomes and motivation of ninth-grade students during the 2024-2025 academic
year at UPTD SMPN Satap 9 Barru. The research employed a true-experimental
design involving both pretest and posttest administered to control and experimental
groups. The experimental group was treated using the combination of TGT and
QuizWhizzer, while the control group was taught using Quizizz. A total of 29 students
participated in the study, divided into 15 students in the experimental group and 14
in the control group. Data were collected using English learning achievement tests
and student motivation questionnaires, and then analyzed using SPSS 29. The results
of the normality and homogeneity tests showed that both groups’ pretest and
posttest data were normally distributed and homogeneous. Normality was assessed
using the Kolmogorov-Smirnov test, while homogeneity was evaluated through
Levene’s test (Sig. = 0.569 > 0.05). The Independent Samples Test showed a Sig. (2-
tailed) value of 0.020, which is lower than the significance threshold of 0.05 (0.003
<0.05), indicating a significant difference between the two groups. The experimental
group demonstrated a notable improvement in learning outcomes, with scores
increasing from a pretest average of 60.80 (min = 44, max = 80) to a posttest average
of 86.13 (min = 76, max = 96). In comparison, the control group improved from a
pretest average of 50.86 (min = 36, max = 64) to a posttest average of 80.57 (min =
72, max = 92). These findings confirm that the use of TGT supported by QuizWhizzer
is more effective in improving students’ English learning outcomes than the use of
Quizizz. Therefore, this combination can be considered an innovative and impactful
instructional strategy for enhancing English achievement in junior high school
settings.
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Introduction

Integrating gamified tools and collaborative learning strategies has
transformed the education landscape, particularly in language learning (Yaccob et
al., 2022). As active participants in the learning process, learners play pivotal roles
in determining the success of teaching strategies, particularly in collaborative and
gamified educational settings (Nur et al, 2014). Among these innovations,
QuizWhizzer and Team Game Tournament (TGT) have gained prominence for their
ability to boost student engagement and learning outcomes (Kazu & Kuvvetli,
2023). Gamification, defined as the application of game elements in learning
contexts, introduces mechanisms such as points, badges, and leaderboards to
create a more interactive and enjoyable learning experience (Park & Kim, 2021).

Beyond entertaining students, gamification can enhance motivation and
academic achievement (Naseri et al., 2023). Hellin et al., (2023), highlighted that
gamified environments significantly enhance student engagement, with the
majority of participants reporting a heightened sense of involvement in their
learning (Latifa & Wadjedy, 2020). Similarly, Rivera & Garden (2021)that the
incorporation of gamification elements in educational settings led to measurable
academic improvements, with students achieving higher performance outcomes
compared to traditional methods.

QuizWhizzer exemplifies how gamified tools can enrich the learning
experience (Yanuarto & Susanti, 2023). Features like instant feedback,
leaderboards, and interactive quizzes foster active participation and peer
collaboration (Zainuddin, 2024). Furthermore, these elements align with the
principles of active learning, which emphasize student engagement and real-time
interaction to deepen understanding (Alamri, 2024). Suwarni et al, (2023)
emphasized the importance of timely feedback in driving effective learning, a core
element of QuizWhizzer's design. As timely feedback allows students to identify
gaps in their understanding and adjust their strategies, it becomes an essential
component in achieving better academic outcomes (Luo, 2022). However, as
Saputra & Rusmana (2021) noted, accessibility remains a key challenge,
underscoring the need for equitable access to such digital tools to ensure inclusivity.

Complementing gamification, TGT is a collaborative learning strategy that
merges teamwork with competition. Originally conceptualized by Slavin (1995),
TGT has proven to enhance both academic and social skills. Studies by
(Nurchasanah (2020) and Hidayah & Sari (2020) highlighted how TGT fosters
motivation, communication, and critical thinking. By encouraging students to work
together towards shared objectives, TGT not only improves learning outcomes but
also builds essential interpersonal skills (Aidarahma et al., 2022). This strategy also
creates a more engaging learning environment, making students feel more active
and enjoy the learning process more deeply (Latifa, 2021). Nonetheless, its success
relies on thoughtful planning, such as structuring tasks and balancing team
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compositions to promote active participation (Tussadiah & Febriyana, 2021).

These approaches are grounded in well-established educational theories.
Vygotsky’s (1978) social constructivism underscores the importance of learning
through social interaction within the Zone of Proximal Development (ZPD). In this
context, TGT facilitates peer collaboration, enabling students to achieve beyond
their individual capacities. Similarly, Werbach & Hunter’s (2012) gamification
theory highlights how game elements like rewards and competition can sustain
engagement and motivation. These theories, alongside Krashen (1982) emphasis
on meaningful input in language learning, provide a robust framework for
integrating QuizWhizzer and TGT into English education.

Despite their potential, existing studies often explore gamification and TGT
separately, leaving a gap in understanding their combined impact. While
QuizWhizzer has been shown to enhance engagement (Hamid et al., 2022) and TGT
has demonstrated improvements in collaboration and motivation (Riyanti et al.,
2024), little is known about how these strategies work together to support English
learning outcomes. Addressing this gap is crucial, particularly in the face of
persistent challenges such as low motivation and disengagement among language
learners. A survey by the British Council (2022) revealed that 60% of students find
traditional methods monotonous, which negatively impacts their learning.
Similarly, data from the Ministry of Education and Culture (2021) indicated that
only 40% of students meet expected English proficiency levels by the end of
secondary school. These findings underscore the urgency of adopting innovative
teaching strategies that resonate with students.

In the Indonesian junior high school context, improving students’ English
learning outcomes remains a persistent and widespread challenge. Many students
exhibit low levels of achievement, which are often linked to traditional teaching
methods, minimal use of interactive media, and lack of contextualized learning
experiences (Ding & Yu, 2024). Particularly in under-resourced or rural schools,
English instruction tends to rely heavily on rote memorization and textbook-
centered learning, which limits students’ ability to internalize and apply language
knowledge effectively (He, 2024).

These conditions not only hinder academic progress but also contribute to
student disengagement, making it increasingly difficult to meet curriculum targets
and national education standards. Therefore, there is an urgent need to explore
innovative instructional approaches that can enhance student participation and
improve measurable learning outcomes in English classrooms.

This study seeks to examine how the integration of Team Game Tournament
(TGT) supported by QuizWhizzer affects students’ English learning outcomes. The
primary research question guiding this investigation is: “How do team game
tournaments supported by QuizWhizzer influence students’ English learning
outcomes?” In this study, learning outcomes are operationally defined as students’
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academic performance in four targeted skill areas: vocabulary, grammar, listening
comprehension, and reading comprehension.

Grounded in social constructivist and gamification theory, this research
hypothesizes that the integration of collaborative and competitive learning
methods will result in significantly improved learning achievement compared to
conventional approaches. By fostering active participation, contextual engagement,
and immediate feedback, the TGT-QuizWhizzer approach is expected to enhance
students’ mastery of English language content in a measurable and meaningful way.

Method

This study employed a quantitative approach to analyze the impact of team-
based tournaments supported by QuizWhizzer on students' English learning
outcomes. The primary aim was to measure the significant differences in students’
English learning outcomes before and after the intervention using gamified and
collaborative learning methods. A quantitative method was deemed appropriate as
it facilitates measurable data collection and statistical analysis to clearly
demonstrate the effectiveness of QuizWhizzer in educational contexts. A t-test was
utilized to test the hypothesis that significant differences exist between the control
and experimental groups. This study aimed to contribute to the development of
more effective and engaging methods for teaching English.

The participants in this study were 29 ninth-grade students from UPTD SMPN
Satap 9 Barru during the 2024-2025 academic year. This population was chosen
because ninth graders are at an optimal cognitive stage to engage with structured
language tasks and collaborative learning strategies. Importantly, each grade level
at this school consists of only one class, which limited the possibility of expanding
the sample across multiple groups. Therefore, all students in the ninth-grade class
were involved in the study and randomly assigned into two groups using a lottery
method: an experimental group of 15 students (TGT + QuizWhizzer) and a control
group of 14 students (Quizizz). Despite the relatively small sample size, this design
enabled in-depth classroom observation and consistent implementation across six
sessions.

The instruments used in this study included pre-tests and post-tests designed
to assess students' English proficiency. The pre-test measured the students’
baseline abilities before the intervention, while the post-test evaluated
improvements in their skills following the application of QuizWhizzer and team-
based tournaments. These instruments provided quantitative data essential for
analyzing the differences in learning outcomes between the control group and the
experimental group. This data is expected to offer a clear picture of the
effectiveness of the implemented methods in improving students’ English learning
outcomes.

The intervention was conducted over six sessions, each lasting 80 minutes
over a three-week period. In the experimental group, students were introduced to
the Team Game Tournament mechanics and trained in using QuizWhizzer during
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the first session. The subsequent sessions involved collaborative team-based
learning activities, gamified quiz rounds via QuizWhizzer, and immediate feedback
to support comprehension and motivation. The control group received similar
material but through individual quiz practice using Quizizz, without the elements
of collaboration or structured competition.

The data collection process began with the administration of a pre-test to
assess students’ initial English proficiency. Afterward, students were divided into
two groups: a control group and an experimental group. The control group was
taught using Quizizz, while the experimental group used QuizWhizzer combined
with the team game tournament method. The intervention took place over six
sessions, each designed to facilitate active student interaction and enhance
learning motivation. Upon completing the intervention, both groups undertook a
post-test to evaluate differences in learning outcomes. This procedure ensured that
the collected data accurately reflected the impact of the methods on students’
English learning outcomes (Outhwaite et al., 2020).

The data analysis aimed to evaluate the effectiveness of using QuizWhizzer in
the Team Game Tournament (TGT) method to improve students' learning outcomes.
Data from the pre-tests and post-tests were analyzed using a t-test to compare the
average learning outcomes of the control and experimental groups. The t-test was
deemed appropriate for determining significant differences between two
independent groups (Hazra & Gogtay, 2016). The results are expected to provide
clear insights into the impact of the applied learning methods on students' English
learning improvement. The data were analyzed using IBM SPSS Statistics 29,
employing an independent samples t-test to compare performance between the
two groups, and paired sample t-tests for within-group improvements. A
significance level of p < 0.05 was used to determine statistical relevance.

Results

The results of this study were analyzed using the SPSS 29 statistical
application, employing descriptive and inferential approaches to evaluate the
impact of integrating Team Game Tournament (TGT) and QuizWhizzer on students’
English learning outcomes. The analysis focuses on determining whether the data
meets the assumptions required for parametric tests, such as normality and
homogeneity, before conducting further statistical tests.
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Table 1. Tests of Normality

Kolmogorov-Smirnova  Shapiro-Wilk

Class Statistic Df  Sig. Statistic Df  Sig.
Result Pre-test (Control) .199 14 139 941 14 435

Post-test (Control) .180 14 .200° 945 14 485

Pre-test 190 15 .152 944 15 430

(Experimental)

Post-test 203 15  .097 914 15 .155

(Experimental)

*. This is a lower bound of the true significance.
a. Lilliefors Significance Correction

The normality test aims to ensure that the data on student learning outcomes
in this study are normally distributed. The normality test results show a
significance value greater than 0.05, which means that the data is normally
distributed. This ensures that the normality assumption is met, so parametric
statistical analysis, such as the t-test, can be validly used to evaluate differences in
learning outcomes between experimental and control groups. With normal data
distribution, the analysis results have high accuracy in representing the
relationship between the variables under study.

Table 2. Tests of Homogeneity of Variance

Levene
Statistic df1l df2 Sig.
Value  Based on Mean 332 1 27 .569
Based on Median 202 1 27 .656
Based on Median and with adjusted df.202 1 25.692 .657
Based on trimmed mean 278 1 27 .602

The homogeneity test was conducted to determine whether the variance of
the learning outcomes data from the two groups was similar. Based on the results
of the Levene test, the significance value of 0.569, greater than 0.05, indicates that
the variances of the two groups are homogeneous. This equality of variance is
important for the validity of the t-test analysis, as it allows direct comparison
between the experimental group using Team Game Tournaments with
QuizWhizzer and the control group using Quizizz. The homogeneity of the data
supports the conclusion that the differences in learning outcomes found come from
the treatment given, not from differences in group variance.
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Table 3. Descriptive Statistics

N  Minimum Maximum Mean Std. Deviation

Pretest (Control Group) 14 36 64 50.86 8.796
Posttest (Control Group) 14 72 92 80.57 6.047
Pretest (Experimental Group) 15 44 68 53.60 7.059
Posttest (Experimental Group) 15 80 96 87.20 5.060
Valid N (listwise) 14

Based on the descriptive statistical analysis, both the control and
experimental groups demonstrated improvements from pretest to posttest. In the
control group, pretest scores ranged from 36 to 64 with a mean of 50.86 and a
standard deviation of 8.796. The posttest scores increased significantly, ranging
from 72 to 92, with a mean of 80.57 and a standard deviation of 6.047. Meanwhile,
the experimental group had a higher pretest mean score of 53.60, with scores
ranging from 44 to 68 and a standard deviation of 7.059.

Following the intervention using the Team Game Tournament method
supported by QuizWhizzer, the experimental group’s posttest scores increased
notably, with a mean of 87.20, ranging from 80 to 96, and a standard deviation of
5.060. The comparative increase in posttest scores indicates that the learning
strategy implemented in the experimental group was more effective in enhancing
students’ English learning outcomes compared to the single-method approach
used in the control group.

Table 4. Independent Samples Test

Independent Samples Test
fI(;erVEecr;sasli’It;ztf t-test for Equality of Means
95% Confidence
Significance Mean Std. Error | Interval of the
One- Two- | Difference | Difference
F Sig. t df | Sidedp | Sidedp Lower | Upper
Value |Equal 0.332| 0.569| -3.210 27 0.002 0.003 -6.629 2.065| -10.866| -2.391
variances
assumed
Equal -3.190| 25.449 0.002 0.004 -6.629 2.078| -10.905| -2.352
variances
not
assumed

Based on the Independent Samples Test table, the Levene's test result shows

a significance value (Sig.) of 0.569, which is greater than the threshold of 0.05. This
indicates that the variance in learning outcomes between the group treated with
Gamified Team Tournaments with QuizWhizzer and the other group is
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homogeneous. Assuming equal variances, the t-test result shows a significance
(two-tailed) value of 0.003, which is less than 0.05. This result indicates a
statistically significant difference in students' English learning outcomes before
and after being treated using the method. The average difference in learning
outcomes between the groups is -6.629, with a 95% confidence interval ranging
from -10.866 to -2.391, demonstrating a substantial impact of the treatment on
students' academic performance.

Table 5. Independent Samples Effect Sizes

Point 95% Confidence Interval
Standardizera  Estimate  Lower Upper
Value Cohen's d 5.557 -1.193 -1.978 -.389
Hedges' 5.718 -1.159 -1.922 -378
correction
Glass's delta 5.060 -1.310 -2.167 -421

The effect size analysis was conducted using Cohen’s d, Hedges’ g, and Glass’s
delta to assess the practical significance of the intervention. Cohen’s d yielded a
value of -1.193 (95% CI: -1.978 to -0.389), indicating a large effect size, while
Hedges’ g showed a similar result at -1.159 (95% CI: -1.922 to -0.378), accounting
for small sample bias. Glass’s delta reported the highest value of -1.310 (95% CI: -
2.167 to -0.421), reinforcing the robustness of the intervention effect. These
findings demonstrate that the combination of Team Game Tournament and
QuizWhizzer produced not only statistically significant differences but also
substantial educational impact, confirming the effectiveness of this innovative
approach in improving students’ English learning outcomes.

The findings of this study indicate that the implementation of Gamified Team
Tournaments with QuizWhizzer significantly improves students' learning
outcomes in English language learning. This method not only provides an
innovative, technology-based learning experience but also effectively enhances
student engagement and motivation to learn. The effectiveness of this method is
evident from the significant difference in learning outcomes between the students
who received the treatment and those who did not.

Therefore, Gamified Team Tournaments with QuizWhizzer can be
recommended as an interactive and effective teaching approach to support the
achievement of learning objectives in English classes. Integrating technology with
gamified learning methods offers an innovative solution to increase student
engagement and improve overall learning outcomes (Bouchrika et al., 2021).
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Experimental Group
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Figure 1. comparison of pre-test and post-test scores in the experimental group

The data above presents a notable improvement in the English learning
outcomes of students in the experimental group after receiving instruction through
the integration of Team Game Tournament (TGT) and QuizWhizzer. The pre-test
scores ranged from 44 to 68, with a mean of 53.60 (SD = 7.059), reflecting generally
low to moderate English proficiency prior to the intervention. Following six
structured learning sessions using TGT and QuizWhizzer, post-test scores
increased significantly to a range of 80 to 96, with a higher mean of 87.20 (SD =
5.060). The average gain of 33.6 points not only indicates a meaningful academic
improvement, but also confirms the effectiveness of the collaborative and gamified
strategy in enhancing students' comprehension and engagement.

Every student in the experimental group (N = 15, 100% response rate)
showed progress from pre- to post-test. Even the student with the lowest pre-test
score (44) improved to 84, while the highest scorer advanced from 80 to 96. This
consistent improvement across all ability levels suggests that the method is both
inclusive and impactful, particularly for students with initially weaker performance.
Observations during the treatment revealed high levels of student enthusiasm,
active group discussions, and visible motivation to participate, reflecting the
influence of gamification and cooperative competition in sustaining engagement
and learning focus.

The data emphasizes that the elements of competition and team collaboration
applied in the classroom play a crucial role in enhancing students' motivation and
learning outcomes. The consistent improvement across all students demonstrates
that this method is not only effective in increasing their understanding of the
learning material but also positively impacts their engagement and active
participation in the learning process. Therefore, this method can be recommended
as an innovative learning approach that supports optimal improvement in
students' learning outcomes.
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Control Group
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Fiqure 2. comparison of pre-test and post-test scores in the control group

The data shows the learning progress of the control group, which used Quizizz
as the primary learning tool. The group’s pre-test scores ranged from 36 to 64, with
a mean of 50.86 (SD = 8.796). After six sessions using Quizizz, post-test scores
improved to between 72 and 92, with a mean of 80.57 (SD = 6.047). The
improvement of approximately 29.71 points demonstrates that Quizizz
contributed positively to students’ learning outcomes, especially through
individual quizzes with instant feedback and engaging visuals.

However, the gains in the control group appeared more uniform and moderate
compared to those in the experimental group. The student with the lowest pre-test
score (36) increased to 72, and the highest pre-test scorer (64) reached 92. While
progress was evident, classroom observations noted more passive interaction, as
most students worked independently, with limited collaboration or peer-to-peer
learning. This outcome suggests that while Quizizz can effectively support
comprehension, it may not promote the same level of dynamic engagement and
motivational reinforcement as the combined TGT and QuizWhizzer approach.

100

Pretest

Posttest

B Control ™ Experimetal

Figure 3. The comparison of pre-test and post-test mean score of the experimental and
the control group.
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In addition to the statistical analyses, a visual comparison of mean scores
further reinforces the differences in learning outcomes between the two groups. As
depicted in the figure, both the control and experimental groups demonstrated
improvements from pretest to posttest. However, the increase in the experimental
group was more substantial. The control group showed an improvement from a
pretest mean of 50.86 to a posttest mean of 80.57, while the experimental group
improved from 53.60 to 87.20. This visual evidence supports the statistical findings,
clearly illustrating that the integration of Team Game Tournament (TGT) and
QuizWhizzer produced greater academic gains. The use of collaborative and
gamified strategies in the experimental group not only enhanced performance but
also created a more dynamic and interactive learning environment.

While Quizizz proved to be an effective digital learning tool, its impact
appears to be more moderate when compared to the TGT and QuizWhizzer
combination. The improvements in the control group were more uniform,
suggesting a consistent but less varied effect across students. In contrast, the
experimental group exhibited not only higher average gains but also more notable
individual progress, particularly among students with initially lower scores. This
contrast suggests that the inclusion of competition and team collaboration
elements as embedded in the experimental method provides added value in
promoting deeper engagement and comprehension. Therefore, although both
methods contributed positively to learning outcomes, the experimental approach
demonstrated superior effectiveness in fostering meaningful learning
improvements.

Discussion

The results showed that the implementation of team game tournament
tournament with QuizWhizzer significantly improved students' English learning
outcomes compared to the Quizizz-based method. In the experimental group, the
pre-test scores ranged from 44 to 68 with an average of 54, increasing to 80 to 96
with an average of 87 after the intervention. Meanwhile, the control group using
Quizizz showed a lower improvement, from pre-test scores of 36 to 64 with an
average of 51 to post-test scores of 72 to 92 with an average of 81. These findings
suggest that the use of competition-based gamification and team collaboration
through QuizWhizzer not only improved students' material understanding, but
also their learning motivation and active engagement during the learning process.

This significant change can be explained through Vygotsky's social
constructivism theory (1978), which emphasizes the importance of social
interaction in learning, as well as Werbach & Hunter's gamification theory(2012),
which shows how competition and reward elements can motivate students more
effectively. Teachers need to pay attention to the importance of designing lessons
that support active collaboration and healthy competition among students, while
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students should be directed to utilize immediate feedback and interactive learning
experiences to identify and correct their shortcomings. Thus, the integration of
gamification technology such as QuizWhizzer is able to create an inclusive and
effective learning environment to improve student learning outcomes.

The use of Team Game Tournament (TGT) supported by QuizWhizzer in
English language learning has significant practical implications for teachers,
students and all educational stakeholders. For teachers, the findings demonstrate
the importance of designing learning strategies that are not only oriented towards
meeting curriculum targets but are also able to increase student motivation and
active engagement. The use of gamification elements, such as competition, rewards
and team collaboration, requires careful planning, from the preparation of
interactive materials to the formation of heterogeneous working groups to
e(Firmansyah & Rosmansyah, 2024) (Firmansyah & Rosmansyah, 2024).

On the other hand, the challenge of forming balanced teams (heterogeneous
in ability and participation) required careful teacher attention and classroom
management. This highlights the need for clear guidelines in team selection to
ensure all students benefit equally. In this collaborative setting, students are
encouraged to share ideas and work together when they encounter difficulties in
understanding the text, fostering a sense of mutual support and collective problem-
solving (Nur, 2021).

By providing immediate feedback and fun learning experiences, teachers can
create a conducive learning environment for all students, both high and low ability,
creating a learning atmosphere that encourages active participation and healthy
competition (Dornyei & Muir, 2019). In terms of cost-effectiveness, Quizizz is
easier to implement due to its ready-to-use format and lower preparation
requirements, making it suitable for schools with limited resources. However,
QuizWhizzer and TGT, though requiring more preparation, offer higher pedagogical
value when effectively managed. Schools and teachers need to weigh the trade-off
between ease of implementation and the depth of student engagement.

For education policy makers and other education actors, the results of this
study highlight the need to support the use of technology in the learning process
through providing equal access and training for teachers in implementing
gamification-based methods. Investment in technology infrastructure and capacity
building for educators are key to maximizing the effectiveness of this method. In
addition, education actors at the school level are expected to encourage
collaboration and competition-based learning innovations, by adapting this
approach to their respective local contexts. Thus, educational policies that support
the integration of gamification such as QuizWhizzer in English language learning
can have a positive impact not only on improving student learning outcomes, but
also on developing 21st century skills, such as communication, cooperation, and
creative problem solving.
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To ensure that such policy-driven innovations lead to long-lasting
improvements, it is also necessary to consider the sustainability of the method's
effectiveness over time. While the study showed short-term gains in learning
outcomes and motivation, further longitudinal research is needed to assess
whether such improvements can be maintained. Future studies might explore how
frequent use, periodic reinforcement, or gradual integration of such tools influence
long-term student achievement and engagement.

The results of this study make a significant theoretical contribution to the
development of English language education and teaching, particularly at the junior
secondary school level. In the context of learning based on Vygotsky's social
constructivism theory(1978), the use of Team Game Tournament (TGT) and
QuizWhizzer supports collaborative learning that encourages students to learn
through social interaction within the Zone of Proximal Development (ZPD). This
approach not only strengthens students' understanding of English materials, but
also provides a more meaningful learning experience through collaboration and
competition. By integrating gamification elements such as rewards, immediate
feedback and leaderboards, this research enriches active learning theory which
emphasizes the importance of students' involvement in the learning process as
active subjects, not just recipients of information.

More broadly, this research also contributes to the development of English
language learning theories that are relevant to the needs of the 21st century. The
findings show that the use of technology such as QuizWhizzer, which supports
gamification-based learning, not only improves students' motivation and learning
outcomes but also facilitates the development of communication and problem-
solving skills. In the context of English language teaching, this approach helps
students improve language skills through interactive practice and meaningful
repetition (Nitta & Baba, 2018).

In addition, these results provide a conceptual framework for educational
researchers and practitioners to further explore the effectiveness of integrating
gamification and collaborative learning in various aspects of language teaching.
Thus, this study is not only relevant to English language teaching theory but also
broadens the scope of educational technology implementation in supporting more
innovative and inclusive learning.

This study has some similarities with previous research in terms of the
positive impact of using gamification and collaborative learning strategies on
student learning outcomes. As revealed by Yaccob et al., (2022) and Kazu & Kuvvetli
(2023)the integration of gamification tools such as QuizWhizzer can improve
student engagement and their academic outcomes. In addition, the research of
Hellin et al,, (2023) and Rivera & Garden (2021) also support that gamification
elements such as leaderboards, points, and rewards have a significant impact on
student motivation and performance. These findings are in line with research
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results showing that TGT, as a collaborative method designed to blend teamwork
and competition, is able to improve students' social and academic skills, as
proposed by Nurchasanah (2020). Support from previous research shows
consistency in the effectiveness of gamification and collaboration approaches to
learning, particularly in the context of language education.

However, the difference of this study lies in the exploration of the combination
between gamification through QuizWhizzer and TGT collaborative learning
strategy, which has rarely been discussed in one integrated study. Previous
research tends to focus on one of the approaches, thus providing less insight into
how these two strategies can complement each other in improving student
learning outcomes. For example, Hamid et al.,, (2022) focused more on the role of
QuizWhizzer in increasing student engagement, while Riyanti et al, (2024)
emphasized the contribution of TGT in building collaboration and motivation.

This study fills the gap by showing that the combination of these two
approaches not only increased students' motivation and engagement but also
significantly improved their English learning outcomes. This difference may be due
to the more holistic approach in this study, which was designed to integrate aspects
of gamification and collaboration together, resulting in a more comprehensive
impact on student learning.

Conclusion

This study shows that the use of Team Game Tournament (TGT) supported by
QuizWhizzer significantly affects the improvement of students' learning outcomes
in English language learning. The results of the analysis showed a significant
difference between the group of students using this method and the control group
using the conventional Quizizz based method. The TGT-based gamification method
with QuizWhizzer increased students' engagement, motivation, and understanding
of learning materials more effectively through elements of healthy competition and
team collaboration. Thus, the integration between interactive gamification and
collaborative learning approaches can strengthen student learning outcomes and
create a more inclusive learning experience.

However, this study has some limitations. One of the main limitations is the
limited sample size, which involved only 29 students from one school. This limits
the generalizability of the results to a wider population. In addition, this study only
focused on cognitive aspects in the form of learning outcomes without further
examining affective aspects or social skills that may also be improved through this
method. Future research should include a larger sample size from different school
backgrounds to increase external validity. In addition, further research should also
examine the impact of this method on social skill development, long-term
motivation, as well as the utilization of this method in other subjects.

As a recommendation for future study development, further research could
explore the development of a more adaptive gamification-based learning platform,
tailored to heterogeneous student ability levels. In addition, collaboration between
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researchers, educational technology developers, and policy makers needs to be
strengthened to design gamification-based learning models that can be widely
applied at various levels of education. With continuous innovation, this method is
expected to not only improve students' academic achievement but also support the
development of 21st century skills such as teamwork, problem solving and digital
literacy.
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