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Abstract

Science, Technology, Engineering, and Mathematics (STEM) education is being increasingly
recognized as needing vital emphasis at a national level. To enhance learning in Science and
Mathematics, the repertoire of vocabularies plays a significant role. As the coronavirus disease
2019 (COVID-19) continues its spread across the world, people’s vocabulary learning has been
limited. Responding to this situation with appropriate awareness, e-learning is being applied to
teach the English language. The intent of this study is to utilize Quizizz to enhance the
vocabulary achievement among primary English as Second Language (ESL) pupils in rural
schools. The study’s research employed mixed methods with purposive sampling of 18
participants. The research site was a rural school located 60km from the nearest town. The data
were collected both pre and post-test as designed by the researcher and Likert scale questionnaire.
The data was analyzed using appropriate quantitative analysis. To shed more light on the
implementation, a thematic analysis by use of a semi-structured interview was conducted. The
study finds that 10 out of 13 participants have shown an increase in their post-test of filling in the
blank scoring test. The data is strengthened by a moderately high mean score of a Likert scale
questionnaire. Furthermore, the participants highlighted that the Quizizz’s leaderboard matched
their favored learning style. In this way, this feature tends to evoke a positive learning
atmosphere. Thus, it can be concluded that Quizizz could enhance vocabulary achievement among
primary English as Secondary Language (ESL) pupils in rural schools.
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Contribution of this paper to the literature
This study is to utilize Quizizz in enhancing vocabulary achievement among primary English as Second
Language (ESL) pupils in a rural school.

1. Introduction

The world around us is enveloped by the rapid growth of the IFourth Industrial Revolution (IR 4.0). Thus, new
challenges are arising. One of the key elements of IR 4.0 is the consolidation of the knowledge of Science,
Technology, Engineering, and Mathematics (STEM) into the human population (Chong, 2019). There is a
widespread effort to emphasize STEM through all educational stages. In the context of IR 4.0 innovation, English
is in great demand as it is an instrument that unites the disciplines of science, technology, and mathematics (Nga,
Lan, & Nam, 2018). Educators have recognized that the major obstacle for human resource managers in the hiring
process is Malaysian students’ lacking command of the English language. To leverage the scientific knowledge
which is often conveyed in English, it is best to be taught in English (Mahmud, Nasri, Samsudin, & Halim, 2018). A
large and growing body of literature has investigated vocabulary as the foundation among all the English language
learning skills. Vocabulary is reviewed as the most significant building block of language acquisition (Bai, 2018;
Nie & Zhou, 2017; Nurdiansyah, Asyid, & Parmawati, 2019). Today, due to the pandemic caused by COVID-19, the
effort of enhancing English language and vocabulary learning has been limited by the schooling dimension
(Famularish, 2020; Suparsa & Mantra, 2020).

Ali and Rosli (2019) explained that to maximize the learning outcome, it is essential to opt for a teaching
delivery method that emphasizes the effectiveness of interactive learning. They further elaborated that e-learning is
an interactive digital technology that contributes to increased motivation and total engagement among learners. E-
learning is referred to as an innovative, web-based system that blurs the boundaries between settings by increasing
the flexibility in accessing a learning experience (A. Kukulska-Hulme, Gaved, Jones, Norris, & Peasgood, 2017).
Education systems in Malaysia have highlighted that students are now in the era of globalization. Learners need to
be equipped with skills related to e-learning to maximize effective learning. Thus, the Frog Virtual Learning
Environment (VLE) was introduced in 2013 and served as an online learning platform.

However, Frog VLE was ended on June 30, 2019. E-learning in the lesson had contributed to cooperative
skills, interactive skills, and students’ learning autonomy. Besides, Elekaei, Tabrizi, and Chalak (2020) highlighted
that collaborative e-learning enables knowledge sharing activity, and students could boost other learners.
Nonetheless, a study placed the limitations of Frog VLE into two main categories (Zoolkafli, 2019). The first order
barrier was the infrastructure, namely limited access, lack of training, and impracticality. The second-order barriers
were teachers’ attitudes toward technology (Ali & Deris, 2019; Gryzelius, 2015).

Following the termination of I'rog VLE, Google Classroom took over the online learning platform. It appeared
Google Classroom claimed to be less user-friendly (Azhar & Iqbal, 2018; Ballew, 2017). In contrast, several studies
provided the advantages of Quizizz, such as being interactive, offering competitive (Zhao, 2019) self-assessment
(Rahayu & Purnawarman, 2019), and being user-friendly (Wibawa, Astuti, & Pangestu, 2019). Quizizz is one of the
most famous applications used to assess learners’ knowledge and progress (Amalia, 2020; Suryaman, Akbar, &
Salsabila, 2020). Driven by the awareness of the need for STEM education and the potential use of technology, the
researcher conducted education research with the alternative e-learning tool, Quizizz. Previous research conducted
Quizizz in a non-English-based lesson. Liong, Kwan, Abdullah, Govindasamy, and Yunus (2019) and Wibawa et al.
(2019) conducted Quizizz in idioms and grammar lessons. Highlighting the statement by Wibawa et al. (2019) and
Mukhtar, Zainal, Nasir, and Yunus (2019), Quizizz is among the best alternative mobile applications. The
integration of technology with the goal of enhancing language teaching has become an everyday occurrence. The
researcher was enlightened in integrating Quizizz into vocabulary learning. The significance of this study is that it
helps educators uncover the potential of Quizizz in enhancing the English language, specifically vocabulary, that
many researchers had not explored. The resulting data could encourage parents to cooperate with teachers as
enhancing literacy is a three-way partnership (Harji, Balakrishnan, & Letchumanan, 2017). Thus, this study aims to
investigate the relationship between Quizizz and the enhancement of primary ESL pupils’ vocabulary.

2. Literature Review
2.1. Theories in teaching vocabulary

On a par with advanced multimedia applications, there are various theoretical bases for the development of
effective tools in teaching vocabulary. One significant theory of vocabulary teaching in multimedia applications is
the Cognitive Theory of Multimedia Learning (CTML). Kanellopoulou, Kermanidis, and Giannakoulopoulos
(2019) stated that learners actively participate in constructing connections between words and pictures for long-
term memory retention. Learners are eftective in the aspects of selecting and organizing words with images, then
integrating them with their prior knowledge. Another theory is Dual Coding Theory (Kanellopoulou et al., 2019;
Moody et al., 2018). It also focuses on the connections between visual images and words, as well as taking
contextual references into account. When educators are only focusing on the association of words with visual
triggers, it is not Dual Coding Theory but multimodal theory. This is another theory that involves the interaction
between three or more symbols to construct meaning. Specifically, the research of Boers, Warren, Grimshaw, and
Siyanova-Chanturia (2017) concluded that new words are more likely to be remembered when the word meaning is
illustrated visually.

2.2. Process in vocabulary acquisition

The path to acquiring vocabulary involves noticing, retrieving, and creatively using targeted words
(Kanellopoulou et al., 2019; Moody et al., 2018). When learners encounter unfamiliar words, noticing them directs
the learner to learn. Next, the more often words are retrieved, the higher the likelihood of the words embedding
deeply in learners’ minds (Atikah & Rezki, 2018; Boers et al., 2017). Anggrarini (2018) reviewed the data that 40%
of vocabulary learning activity is listening and repeating so as to root the words in the learner’s mind. The last
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stage, creative use, could be achieved when the learners were exposed to words after stages one and two or when
the words were used differently from their previous encounter with the words.

2.3. E-Learning in teaching English language and vocabulary from previous studies

Today, e-learning has become more and more prevalent, especially during the COVID-19 pandemic. Among
various e-learning tools, smartphones are recommended as Agnes Kukulska-Hulme et al. (2015) revealed that
smartphones could support informal, authentic, and personalized learning. Different types of e-learning could be
classified based on the duration of the interaction. Bezhovski and Poorani (2016) elaborated asynchronous e-
learning as self-paced learning. On the other hand, synchronous e-learning tools require both educators and
learners to be present at the same time. Thus, the concept of vocabulary teaching through e-learning is either
through the asynchronous or synchronous use of electronic tools.

The learning outcome could be maximized by leveraging the suitability of e-learning in delivering vocabulary.
Andreani and Ying (2019) and Lin (2015) used PowPow and Trade Ruler to sustain learners’ focus. Compliant with
the subsequent research of the online vocabulary game by Alfehaid (2019), 97% of teachers strongly agreed that
online vocabulary games are beneficial in vocabulary learning. Likewise, vocabulary could be taught by conducting
healthy competition among the learners (Lakshmi, 2016). A recent review (Wong & Yunus, 2020) found that
participants could learn vocabulary posted by their friends on Mentimeter. Hence, vocabulary could be acquired in
a fun way through learners’ study preferences (Godwin-Jones, 2014).

Recent research implemented the combination of several symbol resources in an effort to enhance vocabulary
learning. Lin and Wu (2016) received higher post-test scores when vocabulary was learned via a video through e-
mail or Facebook. Likewise, in the study of App book by Wang, Christ, and Chiu (2018), there was 9% of
vocabulary variance. App book was noted to have the features of interactivity, hyperlinks, feasibility, and narrative
or illustration. Hence, these two researchers echoed with the multimodal theory to aid vocabulary learning
effortlessly.

Synchronizing with the acquisition of vocabulary, several studies focused on the repetition of words through
the use of e-learning tools (Ali & Deris, 2019; Elekaei et al., 2020; Posyidin, 2019). The Duolingo mobile quiz
session enables learners to recap on their previous learning session. Audio Podcast plus’s animated picture showed
the experimental group had a better vocabulary gain and retention. The majority of the participants agreed
Quizlet’s effectiveness in learning vocabulary with its repetition of target words. Strong evidence was shown that
all of the participants agreed that Televocabot’s effectiveness was due to the feature of recapping the words.
Recapping through repetition engaged the learners and enabled them to learn. Around 84.9% of Said et al. (2013)
participants stated that blogging enabled them to check their word choices and spelling more carefully,
highlighting the engagement aids the learning process. In general, students” engagement is the primary factor for
successful e-learning (Jaleel, Sukri, & Ayub, 2019).

2.4. Challenges of using E-learning to teach the English language and vocabulary

Despite the advantages, there are obstacles to using e-learning. The biggest challenge to not achieving the
learning objective is the time constraints (Earslan & Topkaya, 2017). Also, the response from educators argued
that creating a visual space to learn vocabulary in is time-consuming and expensive (Candry, Deconinck, &
Eyckmans, 2018). In line with this, Sadikin (2016) also highlighted barriers such as individual characteristics,
technical challenges, knowledge challenges, and contextual challenges. Despite the obstacles in conducting Web
Quest, all the students achieved improvement in mastering vocabulary. The last challenge is identified as
desynchronizing of the targeted language skill (Heil, Wu, & Lee, 2016). The researcher argued that a picture
matching application signified a lack of contextual usage in vocabulary teaching. However, this study focused on
reading comprehension rather than vocabulary achievement. Moreover, there are alternative apps such as Babbel
which teach vocabulary in context. Overall, there was no perfect e-learning tool. As explained earlier, e-learning
tfor vocabulary is the encoding of vocabulary through the asynchronous or synchronous use of electronic tools.
Whether asynchronous self-learning, or synchronous learning requiring knowledgeable others, a good home-
school relationship merits vocabulary learning (Harji et al., 2017).

2.5. Quizizz in teaching the English language

Findings and discussions from Liong et al. (2019) showed Quizizz improved the achievement scores of forty
secondary school suburban learners in learning English language idioms. The flexibility of accessing Quizizz
merited the learning of idioms. Moreover, Quizizz could be attempted numerous times. Thus, learners could
monitor their achievement and strive to improve their current score. A broader perspective on Quizizz has been
adopted by Wibawa et al. (2019). They highlighted that Quizizz could be a learning medium if it achieved five
criteria, namely adequate Wi-Ii, accessed virtually anywhere, enthusiasm of learners, fair in scoring, and in
accordance with students’ learning preference. More recent evidence (Mohamad, Arif, Alias, & Yunus, 2020)
pointed out that marks displayed on the leaderboard in Quizizz promote a positive learning experience. Therefore,
this study would like to explore the practicality of using Quizizz in rural schools.

3. Methodology
3.1. Research design

This study implemented an action research design as it fits with the use of pre-tests and post-tests to evaluate
the achievement in vocabulary. This selected design is defined as systematic, together with organized steps, which
was mostly adopted in an educational setting for collecting data (Haj-Bolouri, Purao, Rossi, & Bernhardsson, 2018).
The present study applied a mixed-method approach. The difference in scores between pre-test and post-test,
together with quantifying a Likert scale, served as quantitative data. At the same time, thematic analysis was
derived from the semi-structured interview presented as qualitative data.

The study was conducted during a Movement Control Order (MCO) due to COVID-19. The study progressed
in accordance with the Lewin and Laidlaw action research model, which involved five stages (Haj-Bolouri et al.,
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2018). The researcher started to implement Quizizz in the period of a Conditional Movement Control Order
(CMCO). During the third week of a Recovery Movement Control Order (RMCO), the post-test was conducted. A
better description of these five steps for conducting the study is tabulated in Table 1.

Table-1. Stages of the study.

Week MCO Phase and remarks Stages
1 MCO phase 1 (18/8-31/3) Identifying a focus
2
3 MCO phase 2 (1/4-14/4) Planning
4
5 MCO phase 3 (15/4-28/4)
6
7 MCO phase 4 (29/4-12/5)
8
9 CMCO (18/5-19/5)
10 CMCO (20/5-26/5) Hari Raya Aidilfitri (21/05-22/05) Implementation
Pre-test and Lesson 1: 20.05.20
11 CMCO (27/5-2/6) Mid-year school holiday (25/05-05/06)
12 CMCO (8/5-9/6) Mid-year school holiday (25/05-05/06)
13 RMCO (10/6-16/6) Lesson 2: 10.06.20
14 RMCO (17/6-23/6) Lesson 3: 17.06.20
15 RMCO (24/6-30/6) Post-test: 26.06.20
16 RMCO (1/7-7/7) Observing
17 RMCO (8/7-14/7) Evaluation

3.2. Research partictpants

Two rationales drove the purposive sampling of 18 students from a year 4 class. First was the matter of
accessibility of the selected pupils, sourcing people as equivalent as possible in social, cultural, economic, and
academic levels. Second was the students’ eagerness to take part in the study. The participants’ involvement, along
with their caregivers, was completely voluntary. The research site was 60km away from the town, categorizing it
as a rural school. Among the samples, three out of 13 pupils had Al-low and Bl-low in English language
proficiency, respectively. The remaining seven were A2-low. The level of proficiency is based on the school’s
formative assessment in congruence with the Common European Framework Reference (CEIR) as cited in
Namaziandost, Nasri, and Esfahani (2019).

3.3. Pre-test and post-test

Pre-tests and post-tests were applied to identify the effectiveness of Quizizz in enhancing vocabulary
achievement. The researcher focused on the appropriate way to present vocabulary, rebus-replacing pictures into
words. This was to ensure the participants were familiar with the words they were learning in context, acquiring
the face validity of the test. Moreover, reference books were also used. Before implementing pre-tests and post-
tests, a pilot test was administered on a random sample of six pupils who shared similar characteristics in terms of
academic, social, cultural, economic, and academic levels with the samples. The test was also validated by experts.
The reliability was first enhanced through a difficulty coefficient. The test consisted of both high- and low-
frequency sight words. Next, the test was enhanced with a discrimination coefficient. To differentiate between the
high and low achievers, some of the sentences were adapted into complex sentences.

3.4. Likert Scale questionnaire

The questionnaire was constructed by adapting it from previous studies (Atmazaki & Indriyani, 2019; Cheng,
2020; Wang, 2017). The researcher implemented the (Behling & Law, 2000) technique. Three translators with
excellent proficiency in both English and the Malay language were appointed. The first translator translated the
Likert scale questionnaire from English into Malay. Next, the second translator back translated it from Malay into
English. Then, the third translator compared the original and back translated versions and prepared the final draft.
Based on the recommendation from these experts, and also taking into account participants” comprehension levels,
the Likert scale questionnaire was constructed. Through reviewing previous studies and the feedback from the
experts, each scale and item in the questionnaire were closely related as a group.

3.5. Semi-structured interview

The semi-structured interviews aimed to gain an in-depth description of how Quizizz helps participants to
learn vocabulary. The study of Lau (2019), which utilized Frog VLE in vocabulary learning, served as the reference
for constructing interview questions. The questions were revised through the back translation method described
above with English and Malay language experts. Changes were made so as to suit local settings and participants’
understanding.

3.6. Data analysis procedure

The result from filling in the blank scoring test is tabulated in the table below for both pre- and post-tests. The
researcher recorded the increment in the percentage of the result, and the differences are tabulated. From the
result, the CEFR level was also compared. In triangulating data, the Likert Scale questionnaire was also utilized.
The questionnaire data are tabulated and presented in the form of percentages so as to answer the research
question. At the same time, a back translation of the transcripts of semi-structured interviews was conducted with
the experts (Behling & Law, 2000).
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4. Findings

In general, Quizizz showed an improvement in vocabulary achievement. Table 2 presents the data from filling
in the blanks scoring test. The first column indicates the pre-tests and is followed by the post-test scores. The last
column shows the comparison viewpoint between the tests. Table 2 shows ten participants improved, whereby the
biggest percentage was 50% (S2). One participant’s score (S8) decreased, 10%. Two participants (512 and S13)
showed no significant relationship between Quizizz and vocabulary achievement. In the pre-test, five participants
(S1, S2, S8, S4, and S5) obtained a score of 30%, and one participant (S6) obtained 40%. What is striking in Table 2
is that the six participants who were initially A1 achievement reduced to only one participant. Besides, two of the
low vocabulary achievement learners (S2= 30% and S6= 40%) enhanced their levels, from basic learner to
independent learner with 80%, respectively. Three participants (S8, S12, and S13) claimed that their performances
were influenced by inconducive test orientation and anxiety. In the pre-test, the highest level was B1-low. In
contrast, five participants surpassed Bl-low in the post-test. Overall, having five fewer A1 levels and five more
advanced B1 signified the participants had gained a significant level of vocabulary knowledge.

Table-2. Comparison between pre-test and post-test.

Sample Pre-test (%) CEFR level Post-test (%) CEFR level Difference (%)
S1 30 Al-low 70 Bi-low +40
S2 30 Al-low 80 Bi-low-medium +50
S3 30 Al-low 50 A2-low +20
S4 30 Al-low 60 Ag-high +30
S5 30 Al-low 40 Al-low +10
Se 40 Al-low 80 B1-low-medium +40
S7 50 A2-low 60 A2-high +10
S8 60 A2-high 40 Al-low -10
S9 70 Bi1-low 90 B1-medium high +20

S10 70 Bi-low 80 Bi-low-medium +10
S11 70 Bi-low 80 Bi-low-medium +10
S12 70 Bi-low 70 Bi-low -
S18 70 B1-low 70 Bi-low -

Apart from filling in the blanks scoring test, five Likert Scale questionnaires were utilized. The items which
achieved the most percentage were statements 1, 3, and 6. These three statements are attained by 62% of the
participants, respectively, n=8. These three statements showed that the participants were more engaged, had more
learning opportunities, and had better vocabulary mastery. As can be observed from Table 3, all the statements are
highly rated on a scale of 4, agree. Thus, the overall mean score for the questionnaire was 3.9. Based on the
interpretation by Ibrahim, Bakar, Asimiran, Mohamed, and Zakaria (2015), the score is signified as moderately
high.

Table-3. Self-assessment on vocabulary achievement.

Strongly | Disagree | Don’t Agree | Strongly | Mean
No. | Statements disagree (2) know (4) agree score
(1) (3) ()
1 I am more focusing on the lesson once the 0 0 1 8 4 4.2
teacher using Quizizz. (0%) (0%) (8%) (62%) (30%)
. I memorize the vocabulary faster once I 0 1 4 5 3 3.8
play Quizizz. (0%) (8%) (30%) (89%) (23%)
. I have more opportunities to learn English 0 1 2 8 2 3.8
by using Quizizz. (0%) (8%) (15%) (62%) (15%)
P Quizizz feedback for questions makes me 0 2 3 5 3 8.7
focus. (0%) (15%) (23%) (89%) (23%)
5 Quizizz helps me to collaborate with others 0 1 4 5 3 3.8
(my classmates and family members). (0%) (8%) (30%) (89%) (23%)
& Quizizz is an effective tool to help me 0 0 4 8 1 3.8
master vocabulary. (0%) (0%) (30%) (62%) (8%)
Overall mean score 3.9

A total of 13 participants were invited for the follow-up semi-structured interview. The selected excerpts and
the frequency of each sub-theme that had been mentioned are tabulated. At the end, the excerpts are attached with
a [#n7]. What can be seen in Table 4 is the three main themes, which are the factors that encouraged interviewees
to learn vocabulary involuntary. Preferable vocabulary learning strategy was the most significant factor,
specifically multi-featured learning strategies as mentioned most frequently by the interviewees. This could be
identified when the second participant claimed that everything in Quizizz is in her favor. The feature was also
mentioned by the fourth participants, who asserted that learning is only a click with the fingertip. Another
participant then elaborated, in detail, that it was the pictures that engaged him to learn vocabulary.

5. Discussion

Being aware of the transformations brought about by IR 4.0, Liong et al. (2019) conducted learning English
idioms through Quizizz. In compliance with previous research, this study investigates the effectiveness of Quizizz
in enhancing the vocabulary learning of rural school pupils. The findings from filling in the blanks scoring test
showed the increment of marks to be a minimum of 10% to a maximum of 50%. Apart from this, nine out of the 13
participants advanced their initial CEFR level. The present result of 77% pupils in marks increment is even higher
than the previous result conducted by Liong et al. (2019) at 63%. This further exemplifies the success of Quizizz in
learning the English language, especially in vocabulary achievement. Moreover, the response of seven participants
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also correlates fairly well with Mohamad et al. (2020) and further supports the role of the leaderboard in
facilitating academic learning taking place.

Table-4. Selected excerpts from the semi-structured interview.

Theme Sub-theme Excerpts

Perceived Usefulness in | “Quizizz is useful. It helps me to stay motivate.” [Student#1]

usefulness motivating “It is useful because I see I learn more. I want to copy new words.”
(mentioned by four | [Student#7]
interviewees) “My previous learning method is boring, this (Quizizz) is different. I

have desire to learn. [Student#13]

Usefulness in | “I am engaging to the lesson. I can play for many times.” [Student#4]
engaging “Quizizz is a game. Game, I want play more games. Play more question.”
(mentioned by six | [Student#6]
interviewees) “It makes me focus to learn. I am not sleepy.” [Student#8]

Preferable Multi-features “I like all about Quizizz. I like everything.” [Student#2]

vocabulary learning strategy “I like the answering session the most because it’s only choosing the

learning (mentioned by ten | answer.” [Student#4 ]

strategy interviewees) “I can see the pictures. I can see the cartoon pictures and real pictures.”

[Student#7]
Learning through | “The last part to see my name. I want to be the first. If not the first, I

competition want to be the top 3. If not top 3, at least top 5. [Student#7]
(mentioned by three | “I am not always the last. I correct more and faster, my name over the
interviewees) others” [Student#97]
Evoke Positive learning | “Quizizz is fun and exciting to answer faster than my friends.”
learning emotion [Student#3]
emotion (mentioned by nine | “Happy to see my name. Happy to keep playing. Many times, I can play.”
interviewees) [Student#97]

Based on the moderately high mean score of participants’ self-assessing vocabulary achievement, the
practicality of Quizizz in vocabulary learning is justified. The present research finding was anticipated and
consistent with previous studies that highlighted that E-learning promotes immersion and enhances vocabulary
learning. This is also supported by Alfehaid (2019), who highlighted online vocabulary games increase learners’
success and are beneficial to vocabulary learning. This is further cemented by the researchers’ participants. Almost
all of the participants agreed that Quizizz created an immersive learning environment. They recognized Quizizz
has the characteristics of collaborating, providing feedback, and offering a learning opportunity. Hence, the
research discovered that Quizizz is a preferred learning strategy for learners (Godwin-Jones, 2014). This
preference plays a significant role as supported by the cognitive theory of multimedia learning, stating learners
tend to have higher memory retention when they can connect words with pictures (Kanellopoulou et al., 2019).

During the interview session, the outcomes also confirmed the beneficial use of Quizizz in widening the
repertoire of vocabulary. One interviewee said, “I can see the pictures. I can see the cartoon pictures and real
pictures.” Turning now to the basics of vocabulary teaching, Moody et al. (2018) suggested visualizing the word of
vocabulary in its correct context. Quizizz fulfilled the theory of Dual Coding vocabulary teaching. Quizizz
displayed both pictures and words simultaneously in a sentence, instead of just providing a wordlist with pictures.
This multi-symbol approach aids learners in constructing meaning, as concluded by Boers et al. (2017).
Interestingly, Quizizz, which was initially oriented for assessment, could be leveraged to teach vocabulary. These
findings are also supported by Elekaei et al. (2020), who claimed the feature of visual and verbal annotation in their
article. Thus, Quizizz aids vocabulary learning through the multimodal theory.

However, one out of the 13 interviewees claimed she preferred to have face-to-face learning rather than use
Quizizz. She appeared to be a little unresponsive when the researcher mentioned the final leaderboard of Quizizz.
This was probably the result of psychosocial development and industry vs. inferiority. Gaming with a competition
element is not everyone’s cup of tea, as described as gender preference by Godwin-Jones (2014). Another insight
was when two of the interviewees highlighted “...to see my name.” This was another interesting feature of e-
learning. Another study in line with the current study was Barham (2017). His participants rated eight or nine
points out of ten, claiming that e-learning was fun, simple to use, and autonomous. When learners have fun, they
have the desire to learn. These findings are consistent with an earlier study by Lakshmi (2016). She utilized Power
Vocabulary, a mobile application, as it creates healthy competition among learners. This current study seems to
align with the research of Wibawa et al. (2019) and Mukhtar et al. (2019), who both claimed that Quizizz is the best
gamified-learning application, especially for vocabulary learning. Therefore, for e-learning, Quizizz could enhance
vocabulary achievement as it boosts learners’ interest through engagement.

6. Conclusion

With information at the tips of our fingers, learning is now limitless. Vocabulary learning is essential as it is an
essential foundation of developing language skills. Promoting a high repertoire of the English language could
benefit pupils for STEM education, as English bridges the knowledge to the learners across the globe. Before
planning STEM education, educators might need to draw their attention to a strategy for English vocabulary
teaching during the COVID-19 pandemic. The finding from this study confirms the association between Quizizz
and vocabulary achievement. The explanations for this result are that Quizizz is equipped with the vocabulary
theory of marginal effect, and it is multimodal. Providing an immersive learning environment through recapping
words is another explanation for the good correlation between Quizizz and vocabulary learning. This study
produced results that corroborate the findings of a great deal of the previous work in the field of e-learning.
Previous researches acknowledged the usefulness of e-learning but highlighted the lack of practicality in terms of
the time it takes. However, Quizizz is not limited to a timeframe. The educators could set the duration for each
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word, ranging from five seconds to 15 minutes. Learners could complete the learning in a more flexible timeframe
ranging from hours up to 14 days.

A longitudinal study is recommended in the future to further justify the effectiveness of Quizizz in enhancing
vocabulary achievement. This study only implemented multiple choice in the teaching of vocabulary. To teach
vocabulary, educators could include other options such as fill-in-the-blank and open-ended as offered by the
webpage. Consequently, educators are urged to take this study to another stage. By doing so, the use of e-learning
could provide help to a range of ESL teachers and learners to improve both the teaching and learning experiences.
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