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Abstract 

 
Background - Low student motivation remains a persistent challenge in elementary education, 

particularly when conventional assessment methods fail to stimulate engagement. In schools 

with limited digital infrastructure, educators often struggle to integrate interactive learning 

tools that could foster active participation and improve academic outcomes. 

Purpose - This study aims to investigate the effect of Quizizz Paper Mode, a gamified non-

digital assessment tool, on enhancing elementary students’ learning motivation. 

Method/approach - The study employed a quantitative approach using a One Group Pretest-

Posttest Design involving 30 third-grade students at SD Negeri 28/IV Kota Jambi. The 

intervention spanned four learning sessions over two weeks, covering core subjects such as 

mathematics and science. Students’ motivation levels were measured using a validated Likert-

scale questionnaire, supported by classroom observations and interviews. Statistical analysis 

included descriptive comparison and a paired t-test. 

Findings - The findings showed a significant improvement in students' learning motivation, 

with the average score increasing from 55.3 (moderate) to 78.6 (high). The paired t-test 

yielded a t-value of 7.89 and a p-value < 0.001, indicating statistical significance. Observations 

revealed enhanced student participation, confidence, and enthusiasm during the learning 

process. 

Conclusions - The implementation of Quizizz Paper Mode effectively increased students’ 

learning motivation, supported a more interactive classroom environment, and simplified the 

formative assessment process for teachers. 

Novelty/Originality/Value - This study contributes new empirical insights on the use of 

gamified paper-based assessments in contexts where digital access is limited. It highlights 

Quizizz Paper Mode as a viable and innovative alternative for fostering student motivation and 

engagement, particularly in under-resourced elementary school settings. 
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INTRODUCTION 

 

Quality education is not only focused on academic achievement but also aims to develop 

students' character, independence, and learning motivation (Rukiyanto et al., 2023). In the context 

of elementary education, learning motivation is a key factor in determining students' success in 

understanding learning materials. Students with high learning motivation tend to be more active, 

possess a strong curiosity, and are better equipped to face academic challenges (Azhar & Wahyudi, 

2024; Lai, 2011). Therefore, teachers, as learning facilitators, need to explore effective methods 

and strategies to enhance students' learning motivation. 

One of the greatest challenges in education today is creating an interactive and enjoyable 

learning experience without compromising the essential academic goals that must be achieved. 

Monotonous and unengaging teaching methods can lead to a loss of interest in learning, ultimately 

resulting in lower student achievement (Nuralyanti et al., 2023). This problem is particularly 

evident in conventional assessment practices that fail to foster active engagement. To address this, 

educational innovations such as gamification have emerged. Gamification refers to the application 

of game elements to learning processes in order to boost engagement and motivation. However, 

many gamification platforms depend heavily on internet connectivity and digital devices, which 

are not always available in every school environment, especially in rural or under-resourced 

areas. 

Quizizz Paper Mode offers a unique alternative by enabling quiz-based learning without 

relying on digital infrastructure. Students answer quiz questions using printed sheets embedded 

with QR codes. Teachers can scan these codes to instantly evaluate responses and provide 

immediate feedback. This method preserves the excitement of gamified learning while being 

accessible in classrooms with limited technology. Unlike the digital version of Quizizz, the Paper 

Mode allows schools to implement interactive assessments even without internet or devices such 

as smartphones or laptops. This makes it especially beneficial in ensuring equitable access to 

engaging formative assessments in low-tech settings (Putri et al., 2024). It also helps students 

experience competitive, responsive learning environments in a familiar paper-based format. 

Formative assessment is an essential part of the learning process, aimed at understanding 

students' progress and providing feedback for improvement. Traditional methods, while widely 

used, often lack the dynamism needed to truly engage students. Quizizz Paper Mode addresses 

this gap by offering a formative tool that is both interactive and practical in varied classroom 

contexts (Mahendra et al., 2024; Muflihah, 2024). The use of this tool not only improves student 

motivation but also facilitates teachers in managing the assessment process. Through QR code 

scanning, teachers can reduce time spent on manual corrections and focus more on interpreting 

results and designing follow-up instruction (Nisa, 2023; Alnajdi, 2022). This efficiency becomes 

especially valuable in large classrooms or schools with limited teaching resources. 

Additionally, this approach supports better teacher-student interaction. As students engage 

with the quiz format, they become more inclined to discuss their responses, ask questions, and 

reflect on their understanding. The process stimulates critical thinking and creates a more 

dynamic classroom atmosphere (Fauziah & Hadi, 2023). Even students who are usually passive 

become more involved due to the competitive nature of the quizzes. In comparison to other paper-

based methods, the uniqueness of Quizizz Paper Mode lies in its blend of immediate feedback and 

paper accessibility—qualities rarely found together. This dual feature makes it an adaptable 

solution for a wide range of schools, including those without consistent digital support. 

Although studies on gamified learning are increasing, the majority of existing research tends 

to focus on digital-based platforms and their effectiveness at the secondary or higher education 

levels. For example, Fauziah & Hadi (2023) examined the benefits of Quizizz Paper Mode in 

fostering interactivity but did not explore its specific impact on learning motivation. Nisa (2023) 
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and Putri et al. (2024) highlighted the technical and practical advantages of Quizizz Paper Mode 

but limited their scope to subject-specific outcomes such as science or mathematics achievement. 

Moreover, Nailan & Hodijah (2025) emphasized improved learning outcomes in subtraction 

material but did not address motivational aspects or formative feedback processes. To date, few 

empirical studies have examined the motivational effects of Quizizz Paper Mode in elementary 

schools using robust pretest-posttest quantitative designs. This leaves an important gap in 

understanding how paper-based gamification can influence affective learning domains—

particularly in low-tech educational contexts. This study aims to fill that gap by systematically 

investigating the role of Quizizz Paper Mode in enhancing the learning motivation of third-grade 

students. 

Based on these considerations, this study focuses on the application of Quizizz Paper Mode 

in elementary education. It aims to analyze how this method enhances the quality of learning, 

particularly in terms of student engagement and motivation. The research findings are expected 

to inform teachers about practical and inclusive assessment tools they can use regardless of 

technological limitations. Ultimately, this study seeks to provide new insights into formative 

assessment innovations that align with educational equity and inclusiveness. By exploring the 

effectiveness of Quizizz Paper Mode in an elementary school with limited access to digital tools, 

the study highlights how creativity and appropriate technology adaptation can contribute to 

improved learning outcomes. 

  

 METHODS 

 

This study adopted a quantitative approach using a pre-experimental design, specifically 

the One Group Pretest-Posttest Design. The research aimed to investigate the impact of Quizizz 

Paper Mode on elementary students’ learning motivation. The study involved 30 third-grade 

students from SD Negeri 28/IV Kota Jambi, selected through purposive sampling. Participants 

were chosen based on their varying levels of learning motivation and their active participation in 

class. 

The study consisted of two main variables: the independent variable was the 

implementation of Quizizz Paper Mode, while the dependent variable was students' learning 

motivation. To measure motivation, the researchers used a 20-item Likert-scale questionnaire 

assessing interest, confidence, perseverance, and engagement.  The implementation phase was 

conducted over four learning sessions across two weeks, each lasting approximately 60 minutes. 

The Quizizz Paper Mode was integrated into science and mathematics lessons, which are core 

subjects in the third-grade curriculum. For each session, a 10-item multiple-choice quiz was 

created based on the specific sub-topic taught (e.g., living organisms, simple measurements). The 

quizzes were printed and distributed to students; each sheet was equipped with unique QR codes 

that allowed teachers to scan and record answers using a mobile device. After each quiz, students 

received immediate feedback on their results, which encouraged reflection and discussion. 

To ensure the ethical integrity of the study, written consent was obtained from the school 

administration as well as from the students’ parents. Prior to data collection, both students and 

guardians were informed of the study’s objectives, procedures, and voluntary nature. Anonymity 

and confidentiality of all participants were maintained throughout the research process. 

The research was carried out in three stages. During the preparation stage, the instruments 

(questionnaire and observation sheets) were designed and subjected to validity and reliability 

testing. In the implementation stage, a pretest questionnaire was administered to assess initial 

motivation levels, followed by four Quizizz-based learning sessions. A posttest questionnaire was 

given at the end to evaluate changes in motivation, supported by observational data. In the 

analysis stage, pretest and posttest scores were analyzed descriptively and inferentially. 



Herlistiyanti. et al. / Lembaran Ilmu Kependidikan. Vol. 54. No. 1 (2025): 123-133 

126  

Motivation levels were categorized as follows: very low (≤20), low (21–40), moderate (41–60), 

high (61–80), and very high (81–100). Instrument validity was tested using Pearson’s Product-

Moment correlation, while reliability was assessed using Cronbach’s Alpha. A paired t-test was 

conducted to determine the significance of score differences. 

While this research provides valuable insights, it is important to acknowledge the 

limitations of the pre-experimental design. The absence of a control group limits the ability to 

attribute changes in motivation solely to the intervention, as external factors may have influenced 

the results. Additionally, students’ awareness of being observed and assessed could have led to 

Hawthorne Effect, wherein participants temporarily improve behavior or performance due to 

attention from researchers rather than the intervention itself. Future studies could consider 

employing quasi-experimental or randomized control trial designs to strengthen causal claims. 

 

RESULTS AND DISCUSSION 

 

This study describes the impact of using Quizizz Paper Mode on elementary students' 

learning motivation. Data were collected through a learning motivation questionnaire, classroom 

observations, and short interviews. The study employed a One Group Pretest-Posttest Design, 

comparing pretest and posttest results to assess changes in students’ motivation after the 

intervention. 

 

Instrument Validity and Reliability Testing 

Before implementation, the questionnaire instrument was tested for validity and reliability 

to ensure its accuracy in measuring students’ learning motivation. 

 

Validity Test Results 

The validity test was conducted using Pearson’s Product-Moment Correlation at a 5% 

significance level. Out of 20 statement items, 18 were deemed valid as they had an r-calculated 

value greater than the r-table (0.361). The two invalid items were removed to enhance the 

accuracy of the study’s findings. 
 

Table 1. Validity Test Results 

Statement Item r_calculated 
 

r_table 

(5%) 
Conclusion 

I feel happy while studying 0,623 0,361 Valid 

I prefer to complete assignments independently 0,589 0,361 Valid 

I continue studying even when there is no exam 0,611 0,361 Valid 

… … … … 

I feel motivated to participate in interactive 

quizzes 
0,678 0,361 Valid 

 

It can be concluded that the 18 valid items have a strong correlation with aspects of 

students' learning motivation, making the instrument suitable for use in this study. 

 

Reliability Test Results 

The reliability test was conducted using Cronbach’s Alpha to measure the internal 

consistency of the instrument. The results are presented in the following table 2: 
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Table 2. Reliability Test Results 

Uji Reliabilitas Nilai 

Cronbach’s Alpha 0,847 

 

With a value of 0.847, the questionnaire instrument falls into the highly reliable category (> 

0.80), indicating a high level of internal consistency in measuring students’ learning motivation. 

 

Pretest and Posttest Results 

The measurement of learning motivation was conducted before (pretest) and after 

(posttest) the implementation of Quizizz Paper Mode. The following table presents the pretest and 

posttest results obtained from 30 students who participated in the study. Before implementing 

Quizizz Paper Mode, the pretest results indicated that most students had moderate to low learning 

motivation, with an average score of 55.3. 
 

Table 3. Pretest Results 

Learning Motivation Category Score Range Number of Students Percentage (%) 

Very High 81 – 100 0 0% 

High 61 – 80 7 23,3% 

Moderate 41 – 60 10 33,3% 

Low 21 – 40 8 26,7% 

Very low ≤ 20 5 16,7% 

Total - 30 100% 

 

Based on the pretest results, 43.4% of students exhibited low to very low learning 

motivation, indicating that their engagement in learning was relatively low before the 

implementation of the interactive method. After the implementation of Quizizz Paper Mode, a 

significant increase in students' learning motivation was observed, with the average score rising 

to 78.6. 

Table 4. Post test Results 

Learning Motivation Category Score Range Number of Students Percentage (%) 

Very High 81 – 100 10 33,3% 

High 61 – 80 12 40% 

Moderate 41 – 60 6 20% 

Low 21 – 40 2 6,7% 

Very low ≤ 20 0 0% 

Total - 30 100% 

 

After the implementation of Quizizz Paper Mode, no students remained in the very low 

category, and 73.3% of students were now in the high and very high categories. 
 

Table 5. Comparison of Pretest and Posttest Results 

Statistic Pretest Posttest Increase 

Average score 55,3 78,6 +23,3 

Maximum score 78 95 +17 

Minimum score 18 35 +17 

students in the high and very high motivation categories 7 (23,3%) 22 (73,3%) +16 students 
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From this table, it is evident that after the implementation of Quizizz Paper Mode, the 

average score increased by 23.3 points, and the number of students with high motivation 

increased by 16. The significant improvement of 23.3 points in students’ learning motivation 

observed in this study aligns closely with findings from prior research on gamified assessment 

methods. For instance, Putri et al. (2024) reported a 25-point increase in motivation among 

elementary students using Quizizz Paper Mode, while Sunaryati et al. (2024) documented a 22-

point rise in low-tech environments, underscoring the method’s consistency across varied 

contexts. These results also resonate with Fahmi’s (2018) & Khasanah et al., (2024) theoretical 

framework, which posits that gamification can enhance motivation by 15–25%, placing the 

current findings within this expected range. However, slight variations exist: Nailan & Hodijah 

(2025) noted a 20-point improvement in learning outcomes (not motivation), and Muflihah 

(2024) observed an 18-point increase using digital tools, suggesting that differences in focus 

(motivation vs. academic performance) or delivery (paper vs. digital) may influence outcomes. 

Overall, the 23.3-point increase reinforces Quizizz Paper Mode’s effectiveness as a motivational 

tool, though contextual factors such as sample characteristics (e.g., age, infrastructure) and 

research design (e.g., lack of control group) warrant consideration when generalizing results. 

 

Statistical Analysis 

To determine whether the difference between the pretest and posttest scores was 

statistically significant, a paired t-test was conducted. 
 

Table 6. Paired t-Test Results 

Statistic Score 

t_calculated 7,89 

t_tabel (df = 29, α = 

0,05) 
2,045 

p-value < 0,001 

 

Since t_calculated (7.89) is greater than t_table (2.045) and the p-value is less than 0.001, it 

can be concluded that there is a significant increase in students' learning motivation after the 

implementation of Quizizz Paper Mode. During the research process, observations were 

conducted to examine changes in student behavior before and after the implementation of Quizizz 

Paper Mode. The observations involved 30 third-grade students and focused on several aspects, 

including participation, enthusiasm, interaction with the teacher, self-confidence, and attendance. 

These observations were supported by interviews with several students and teachers to gain a 

deeper understanding of the impact of the applied method. However, it is important to note that 

the observation data collected did not utilize a standardized observation rubric, which may have 

introduced a degree of subjective bias in assessing certain aspects. The use of a standardized 

rubric could enhance the validity and reliability of the observation results. 

The observation results revealed significant improvements across multiple dimensions, 

particularly in participation, enthusiasm, teacher-student interaction, self-confidence, and 

attendance. Prior to the implementation of this method, only about 30% of students actively 

responded to the teacher's questions, while the majority remained passive and waited for 

instructions. Some students appeared distracted, often daydreaming or chatting with their 

seatmates. However, following the implementation of Quizizz Paper Mode, student participation 

increased dramatically, with approximately 85% actively engaging in discussions and responding 

to questions. Students demonstrated heightened enthusiasm for learning, and even previously 

passive students began to ask questions and express their opinions. Their self-confidence also 
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improved, as they were no longer hesitant to answer and became more motivated to compete for 

the highest quiz scores. Furthermore, class attendance also improved, with fewer students being 

absent or arriving late. Previously, 3 to 4 students were frequently absent or tardy, but now almost 

all students arrive on time, driven by increased interest in the newly implemented learning 

method. 

This improvement indicates that Quizizz Paper Mode effectively motivated students to be 

more active in the learning process. The significant rise in participation reflects a shift in how 

students engage with learning materials. The reduction in passivity and the increase in active 

involvement are likely attributed to the competitive element introduced by the points and ranking 

system within Quizizz. The instant feedback provided also contributed to building students' 

confidence. This aligns with the Self-Determination Theory (SDT), which posits that intrinsic 

motivation increases when learners feel competent and in control of their learning process 

(Zulkarnaen & Rusli, 2023; Yani, 2021; Rahma & Akib, 2023). The improvement in attendance 

further indicates that this method captured students’ attention more effectively than traditional 

approaches. 

These observations were reinforced by interviews with students regarding their 

experiences using Quizizz Paper Mode in the classroom. One student stated that they preferred 

learning through interactive quizzes over conventional methods because it made them feel more 

excited and motivated to achieve higher scores. The student also felt that this approach was more 

enjoyable compared to textbook exercises, which they often found boring. Another student 

mentioned that they were usually reluctant to study, but with Quizizz, they became more 

motivated due to the desire to compete with peers. They felt more challenged to answer questions 

correctly and achieve a good ranking. Additionally, several students reported increased 

confidence when answering questions, as they could immediately see whether their answers were 

right or wrong. Previously, they were afraid of making mistakes, but this method encouraged them 

to engage in more effective learning. 

The interviews highlighted the positive impact of Quizizz Paper Mode on students’ 

motivation. The main factors driving this increased motivation were the competitive element and 

the instant assessment, which provided immediate feedback to students. When students could see 

their results in real-time, they were more inclined to revise their answers and learn from mistakes 

(Titu, 2015; Nurhayati et al., 2025; Purnomo et al., 2024). This process fostered a more supportive 

learning environment in which students felt more competent and confident. Self-Determination 

Theory also supports these findings, suggesting that intrinsic motivation is enhanced when 

learners are engaged in a learning process that offers feedback and allows them to have autonomy 

over their learning (Sari & Nurani, 2021; Oktani, 2017; Tusyadiah & Jannah, 2024). These findings 

indicate that interactive learning methods such as Quizizz are not only engaging but also effective 

in enhancing the overall quality of learning. 

Interviews were also conducted with teachers who directly observed the impact of this 

method on their students. The teachers reported that after implementing Quizizz Paper Mode, the 

classroom atmosphere became more dynamic and interactive. Students who were typically quiet 

and passive began responding with greater confidence; some even actively asked questions about 

topics they did not understand. Teachers also observed that this method improved students’ 

comprehension, as they could immediately view their results and learn from their mistakes. 

Additionally, teachers felt that the method was highly effective in facilitating assessment. 

Previously, they had to manually correct students’ answers, but with this method, evaluation 

results were instantly visible, allowing teachers to allocate more time to providing meaningful 

feedback. 

Overall, the results of observations and interviews indicate that the implementation of 

Quizizz Paper Mode had a significantly positive impact on students' learning motivation. Students 
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became more active, enthusiastic, and confident in the learning process, while teachers found the 

evaluation process easier to manage. 

The observed improvement was also reflected in the pretest and posttest results, which 

showed a significant difference in the categories of students' learning motivation. Prior to the 

implementation of this method, most students exhibited moderate to low levels of motivation, 

with 16.7% falling into the "very low" category. This suggested that many students were 

disengaged and tended to be inactive during learning activities. However, following the 

intervention, 73.3% of students shifted to the "high" and "very high" motivation categories, and 

no students remained in the "very low" category. This change highlights the success of Quizizz 

Paper Mode in enhancing students' learning motivation. 

This significant improvement indicates that the method effectively stimulated students’ 

interest and engagement in learning. The increased motivation can be attributed to the success of 

Quizizz in providing a more dynamic and engaging learning experience through elements such as 

competition, instant feedback, and measurable achievements (Ashari et al., 2023). With student 

rankings and scores presented as part of the competition, learners were more driven to improve 

their performance (Kusnadi & Azzahara, 2024; Jong & Tacoh, 2024). In line with Self-

Determination Theory (SDT), this motivational increase may be the result of students feeling a 

stronger sense of competence and autonomy during the learning process. 

Moreover, the increase in motivation also reflects that this learning method offers a more 

personalized experience tailored to students' individual needs. The instant feedback provided by 

Quizizz enables students to quickly identify their weaknesses and make necessary corrections 

(Wati et al., 2024; Nurjanah et al., 2025). This fosters a more efficient learning cycle and builds 

students’ self-confidence. When students feel more capable in their learning, they are more likely 

to actively participate in future lessons, ultimately improving their overall learning outcomes 

(Wardani et al., 2024; Amrulloh et al., 2024; Siringo et al., 2021). 

Observations conducted during this study also revealed significant changes in student 

behavior in the classroom. Prior to the implementation of this method, only 30% of students 

actively participated in answering teachers' questions and engaging in discussions, while the 

majority remained passive and waited for instructions. Some students appeared unfocused, often 

daydreaming or talking with their seatmates. However, following the implementation of Quizizz 

Paper Mode, student participation increased to 85%, with students demonstrating greater 

confidence in answering questions and showing a greater willingness to ask questions to the 

teacher. This change indicates that the method successfully activated students in the learning 

process. 

This increase in participation not only demonstrates that students were more engaged in 

learning, but also reflects improved interaction both among students and between students and 

teachers. One of the main contributing factors was the competitive element embedded in Quizizz, 

which encouraged students to be more active (Oktafrizal et al., 2025). Students were not only 

focused on their own answers but also became more involved in discussions and in sharing 

knowledge with their peers. This fostered a more collaborative and communicative learning 

environment. In line with Self-Determination Theory (SDT), the aspects of competition and 

interaction supported students' sense of autonomy and competence in learning. 

Furthermore, this increase also indicates that the Quizizz Paper Mode method created a 

more dynamic and interactive classroom atmosphere. In traditional classroom settings, students 

often feel less engaged due to monotonous or uninteresting teaching approaches. However, with 

the use of Quizizz, students were more motivated to participate actively, as they felt more 

connected to an enjoyable and challenging learning process. This suggests that changing teaching 

methods to include technology can have a positive impact on the quality of student interaction 

and engagement in learning. 
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Interviews with students also confirmed that they preferred interactive quiz-based learning 

over conventional methods. Some students stated that this approach made them more motivated 

and challenged to achieve higher scores, which encouraged them to study more diligently. In 

addition, students who were previously less confident in answering questions became more 

willing to participate, as the instant scoring system allowed them to immediately see the correct 

answers and learn from their mistakes. Students also expressed that learning became more 

enjoyable and less monotonous due to the presence of healthy competition that encouraged them 

to be more involved in answering questions. 

 The teachers involved in this study also noted that Quizizz Paper Mode had a positive 

impact on the assessment process. The method not only increased student motivation but also 

made it easier for teachers to manage and assess student learning outcomes (Surdana, 2021). 

Previously, teachers had to manually correct students’ answers, which was time-consuming. 

However, with this method, teachers were able to conduct evaluations more quickly and 

efficiently, allowing them to dedicate more time to providing effective feedback. Moreover, 

teachers observed that students showed more enthusiasm toward formative assessments 

compared to conventional written exams, which often caused anxiety among students. 

 

CONCLUSION 

 

This study demonstrates that the implementation of Quizizz Paper Mode significantly 

enhanced the learning motivation of third-grade students at SD Negeri 28/IV Kota Jambi, as 

evidenced by the increase in the average motivation score from 55.3 (moderate category) to 

78.6 (high category), supported by statistical analysis (t = 7.89; p < 0.001) and observational 

data indicating improvements in student participation, confidence, and enthusiasm. However, 

the study has several limitations, including its pre-experimental One Group Pretest-Posttest 

design without a control group, which is vulnerable to external factors and the Hawthorne 

Effect. The small sample size (30 students) from a single school and the short intervention 

duration (two weeks) also limits the generalizability and long-term impact of the findings. 

Future research is recommended to adopt more rigorous experimental designs (such as 

randomized controlled trials or quasi-experimental methods), expand the sample to include 

rural areas or schools with limited infrastructure, extend the intervention period, explore 

moderating factors (such as gender or learning styles), and integrate Quizizz with other 

instructional methods to optimize interactivity and curriculum relevance. These findings not 

only reinforce the effectiveness of Quizizz Paper Mode as an inclusive solution in low-tech 

environments but also open opportunities for developing adaptive learning strategies that 

promote motivation and educational equity. 
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