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Abstract
Gamification has gained increasing recognition as an effective approach to enhancing student learning outcomes. However, research on the effectiveness of Quizizz Paper, as an integration of digital-paper-based gamified learning tool, in improving EFL students' reading comprehension remains limited. Addressing this gap, the present study aims to examine the impact of Quizizz Paper on students' reading performance compared to traditional teaching methods. A quasi-experimental design was employed, involving pre-tests and post-tests administered to students at SMA N 1 Bergas in the 2024/2025 academic year. The results revealed a significant improvement in the reading comprehension scores of students in experimental group who utilized Quizizz Paper, as indicated by the t-test (Sig. 2-tailed = 0.001) and N-gain analysis (57.27% for the experimental group, categorized as "effective enough," compared to 28.18% for the control group, categorized as "less effective”. Furthermore, students using Quizizz Paper demonstrated higher engagement, enthusiasm, and analytical skills in reading activities. While the study confirms the effectiveness of Quizizz Paper, it also acknowledges that individual differences, such as prior knowledge and motivation, may affect learning outcomes. Future research should explore additional instructional strategies to support students struggling with digital learning tools. This study reinforces the potential of gamified learning in enhancing reading comprehension and suggests its broader application in English language education.
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INTRODUCTION
Gamification has emerged as a transformative approach in education, enhancing student engagement and motivation through game design elements in non-game contexts (Balba et al., 2023). According to Harismayanti et al. (2020), gamification integrates rewards, competition, and interactive elements to make learning experiences more engaging compared to traditional methods. Quizizz, a widely recognized gamified learning tool, offers an offline adaptation known as Quizizz Paper, allowing students to experience gamified learning even in environments with limited technological access (Suryarini et al., 2024). The significance of gamification in education is further reinforced by studies demonstrating its ability to address challenges in student motivation, knowledge retention, and active participation in the learning process. By fostering enjoyment and active participation, gamified learning has been shown to positively impact students' academic outcomes. This approach has proven particularly effective in improving cognitive engagement, knowledge retention, and bridging the gap between theoretical learning and practical application (Wang & Tahir, 2024).
On the other hand, traditional learning methods often struggle to maintain student interest and engagement, leading to passive learning experiences that hinder comprehension and retention (Devitriana, 2025). Many students perceive reading comprehension as a tedious activity, resulting in decreased motivation and overall academic performance (Barber, 2020). The shift from conventional methods to gamification addresses the gap between expected learning outcomes and actual student performance, making learning more dynamic and effective
In this research, critical gap lies in the need for learning methods that align with the Kurikulum Merdeka, which emphasizes specific reading outcomes by the end of Phase F (High school). According to Kemendikbud (2022) By the end of Phase F, By the end of Phase F, students independently read and respond to a wide range of texts such as narratives, descriptives, expositions, procedures, argumentatives and discussions. They read to learn and read for pleasure. They locate, synthesize and evaluate specific details and gist from a range of text genres. These texts may be in the form of print or digital texts, including visual, multimodal or interactive texts. They demonstrate an understanding of the main ideas, issues or plot development in a range of texts. They identify the author’s purpose and make inference to comprehend implicit information in the text. However, in the reality, many high school graduates still struggle with reading comprehension, particularly in English as a Foreign Language (EFL) setting. This mismatch between the curriculum's goals and students' actual reading abilities highlights a gap in effective instructional methods, as many students are unable to meet these outcomes, often due to inadequate engagement and lack of access to dynamic, interactive learning tools that cater to these specific needs (Yusuf et al., 2023). Moreover, existing research has primarily examined students' perceptions of gamified learning tools rather than their direct impact on reading comprehension. While studies indicate that students find Quizizz Paper motivating and engaging, there is limited empirical data demonstrating its effectiveness in improving measurable learning outcomes. Previous studies, such as Zamri et al. (2023), have focused on qualitative methods, emphasizing student engagement rather than academic performance. This gap highlights the need for research that assesses the concrete effects of gamification on reading comprehension, particularly in high school-level EFL classrooms. To address this, the present study employs a quantitative approach to evaluate how Quizizz Paper influences students' English reading comprehension while also considering the challenges teachers face in implementing interactive learning tools.
Quizizz Paper presents itself as an innovative solution that balances traditional learning methods with the benefits of gamification, with offering an offline variant of the popular Quizizz platform, it ensures accessibility even in areas with limited digital infrastructure (Hartono & Syafri, 2024). This adaptability makes it a valuable tool for educators seeking to enhance reading comprehension without relying entirely on technology. The tool’s structured design, which includes multiple-choice questions, immediate feedback, and engagement-driven mechanics, aligns with best practices in educational research and instructional design (Pham, 2023). This research fills a critical gap in existing literature by examining how gamified learning tools can be adapted for offline use while maintaining their effectiveness. Although previous studies have explored the role of digital gamification in language learning, limited research has focused on offline gamified tools like Quizizz Paper.
To effectively integrate gamified learning tools like Quizizz Paper into the classroom, educators need a structured approach to implementation. While Quizizz Paper offers an accessible and engaging platform for enhancing reading comprehension, its success depends on how well teachers incorporate gamification strategies into their instructional design (Dreimane, 2024). Conferring to Gudio (2019), there are 5 steps in how to gamify the classroom. These methods use to encourage students, make the learning in reading comprehension of English be more interactive and making the students actively involved throughout the classroom.
1) Assess your students: Identify the students’ trouble and survey your class on what kind of genre of gamified learning should be the best to engage the students
2) Define learning goals: In defining the learning goals the teacher may set a learning goal to have the students implement/improve/master a specific skill by certain deadline.
3) Structure the gamified learning experience: Use tools like Quizizz to make integration easier which can display points, badges, leaderboards, stages of challenge, and level of students.
4) Identify resources: In this step we must make sure how the game work, what kinds of assignments that students will tackle, explain the scoring system, how the students can obtain rewards and what kind of reward that available for this time.
5) Apply gamification elements: the teacher may display about the students’ progress in certain period, which may show about their skill and XP that they have earned through homework, task, discussion etc. Furthermore, offer rewards is the last important in having gamification element where it encourages students to acknowledge their accomplishments and continue the progress until the goal of the learning is achieved.
The implications of this research extend beyond the immediate classroom setting. If Quizizz Paper proves effective, it could serve as a model for incorporating gamification in other subjects, particularly in environments where digital access is limited, and students are not allowed to use their phone. The findings may also encourage policymakers and educational institutions to explore alternative learning strategies that enhance student engagement and comprehension. This study seeks to demonstrate that gamification, when applied effectively, has the potential to transform learning experiences, making education more inclusive, engaging, and effective for all students.

METHODS 
This study employs a quantitative research approach to evaluate the effectiveness of Quizizz Paper as a gamified learning tool in enhancing students' English reading comprehension. A quasi-experimental design is implemented, consisting of an experimental group that receives the Quizizz Paper intervention and a control group that follows traditional teaching methods. By utilizing pre-tests and post-tests, this study systematically measures students' learning outcomes, providing statistically valid insights into the impact of gamification on reading comprehension. This approach ensures a rigorous, structured, and replicable evaluation of the tool’s effectiveness in a real classroom setting.
The research is conducted at SMA N 1 Bergas, involving eleventh-grade students from two different classes: XI-1 as the experimental group and XI-3 as the control group with the age range of the participants is 16-17 years old. The study follows a non-equivalent control group design, a commonly used quasi-experimental approach where participants are pre-existing groups rather than randomly assigned. The selection of these classes is based on practical and ethical considerations, ensuring minimal disruption to the learning environment while allowing a valid comparison of the two groups. To maintain confidentiality, students' identities remain anonymous throughout the study.
To assess students’ reading comprehension, pre-tests and post-tests are used as the primary instruments. These tests evaluate multiple aspects of reading comprehension, including lexical comprehension (word meaning and vocabulary understanding), literal comprehension (identifying main ideas and details), interpretative comprehension (inferring meaning beyond the text), applied comprehension (connecting text ideas to real-life contexts), and affective comprehension (emotional and reflective engagement with the text). A standardized scoring rubric is applied to ensure consistency and reliability in the assessment process.
In validating test instrument, content-based validity was used, also known as content validity, refers to the degree to which an instrument covers all aspects of the construct it aims to measure (Kania et al., 2024). According to Fraenkel et al. (2012) content validity involves ensuring that the instrument’s items are both relevant and representative of the underlying construct, thereby enhancing the credibility of the results. In educational research, content validity is particularly significant because it ensures that the instrument reflects the theoretical and practical nuances of the domain under investigation. In this study, the researcher will use a validation table to assess content validity. This table will be provided to expert validators, specifically teachers, who possess relevant experience and knowledge of the subject matter. These experts will evaluate each item on the instrument based on predefined criteria such as clarity, relevance, and alignment with the study's objectives. Their feedback will inform refinements to the instrument, ensuring that it comprehensively captures the intended construct. The use of content-based validity is justified by its ability to enhance the precision and relevance of the research instrument. This method not only strengthens the validity of the research findings but also ensures the instrument’s applicability in educational settings (Polit & Beck, 2021).
The data collection process begins with a pre-test administered to both groups to establish baseline reading comprehension levels. Following this, the treatment phase takes place two sessions on each class. The experimental group engages with Quizizz Paper, which includes gamified reading exercises, multiple-choice activities, and interactive assessments. Meanwhile, the control group follows traditional reading instruction using textbooks. After completing the instructional phase, a post-test is conducted for both groups to measure learning progress. The comparison of pre-test and post-test results provides insights into the effectiveness of Quizizz Paper in improving students' reading comprehension.
To analyze the collected data, various statistical tests are applied. A normality test using the Shapiro-Wilk test ensures that the data distribution follows a normal pattern, experts and researchers recommend using the Shapiro-Wilk test when the sample size is relatively small, particularly 30 or fewer observations (Razali & Wah, 2011; Mishra et al., 2021). This recommendation is because the Kolmogorov-Smirnov test, another common normality test, has lower statistical power for small datasets and may fail to detect deviations from normality effectively (Yap & Sim, 2011). while a homogeneity test via Levene’s test confirms that both groups have comparable variance before the treatment. The study then applies independent sample t-tests to compare the mean scores of the experimental and control groups, determining whether the observed differences are statistically significant. Additionally, the N-Gain score is calculated to measure the effectiveness of Quizizz Paper, categorizing improvement levels as ineffective, less effective, effective enough, or highly effective. These statistical analyses provide objective insights into the impact of gamified learning on reading comprehension performance.
Ethical considerations are strictly followed in this research. Students participate voluntarily, and informed consent is obtained from both students and teachers before the study begins. Confidentiality is maintained throughout, and the research aligns with institutional ethical standards for educational studies. By ensuring an ethical and structured approach, this study aims to contribute valuable findings to the field of gamified language learning, particularly regarding the practical application of Quizizz Paper as an alternative to digital gamification tools in classrooms with limited technological access.

findings
Validity Test
[image: A close-up of a checklist

AI-generated content may be incorrect.]According to Sürücü & Maslakci Validity (2020) validity test used to determine how accurately the results reflect the intended construct or concept. In assessing the validity and reliability of the question items used as a research instrument, the researcher opted for expert judgment instead of statistical validation, following the approach suggested by Istiadi (2024).
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AI-generated content may be incorrect.]Figure 1. Validity checking for teacher judgement
Figure 2. Instrument Validation Rating Scale

For this purpose, an English teacher at SMA Negeri 1 Bergas was consulted to review and assess the research instrument, specifically the question sheet used in Quizizz Paper. This review was conducted to ensure that the instrument was appropriately designed and aligned with the study’s objectives, thereby guaranteeing the validity and reliability of the assessment. The teacher’s expertise was invaluable in evaluating whether the questions effectively measured students' reading comprehension in English and were suitable for their proficiency level.
During the review process, the teacher examined various aspects of the question sheet, including the clarity of instructions, the relevance of the reading passages, the difficulty level of the questions, and their alignment with curriculum standards. Any ambiguities or inconsistencies identified were revised accordingly to enhance the accuracy and fairness of the assessment. This step was crucial in minimizing potential biases and ensuring that the instrument provided an accurate measure of students' reading comprehension skills.
By incorporating expert input, the study ensured that the assessment tool was both pedagogically sound and effective in capturing the intended learning outcomes. This rigorous validation process strengthened the credibility of the research findings, making the results more reliable for drawing meaningful conclusions about the impact of Quizizz Paper on students' reading comprehension.

The extent of effectiveness Quizizz Paper as a gamified learning tool in enhancing students’ English reading comprehension.
Quizizz Paper is an effective gamified learning tool that enhances students’ English reading comprehension. The findings from the pre-test and post-test results indicate a significant improvement in reading comprehension scores among students in the experimental group who used Quizizz Paper. This research aimed to examine the effectiveness of Quizizz Paper compared to conventional teaching methods in improving students' reading comprehension in English among eleventh-grade students at SMA Negeri 1 Bergas. A total of 60 students participated in this study, with 30 students in the experimental class (class XI-1) using Quizizz Paper as a gamified learning tool and 30 students in the control class (class XI-3) using conventional teaching methods (textbooks).
The research process involved administering pre-tests and post-tests, and the collected data were analysed using SPSS version 30.0. The results of the data analysis are as follows. 

Table 1. Normality test result
	Test
	Class
	Statistic
	Df
	Sig
	Notes

	Pre-test
	Control
	.945
	30
	.127
	Normally Distributed

	
	Experiment
	.939
	30
	.087
	

	Post-test
	Control
	.943
	30
	.108
	Normally Distributed

	
	Experiment
	.938
	30
	.082
	



Based on the table Table 1. above, the results of the Shapiro-Wilk normality test indicated that both the pre-test and post-test data for the control and experimental groups were normally distributed. A normality test is a crucial statistical procedure used to determine whether a dataset follows a normal distribution, which is a key assumption for many parametric tests (Khatun, 2021). Among the various normality tests available, the Shapiro-Wilk test (Shapiro & Wilk, 1965) is widely recognized as one of the most powerful and reliable tests for assessing normality, particularly for small sample sizes (Davoodeh, 2020). Experts and researchers recommend using the Shapiro-Wilk test when the sample size is relatively small, particularly 30 or fewer observations (Razali & Wah, 2011; Mishra et al., 2019). This recommendation is because the Kolmogorov-Smirnov test, another common normality test, has lower statistical power for small datasets and may fail to detect deviations from normality effectively (Yap & Sim, 2011). Therefore, in research scenarios where the sample size is 30 or less, the Shapiro-Wilk test is the preferred method for assessing normality due to its higher sensitivity and accuracy. The results are shown in the table below. In the pre-test, the significance value (Sig) for the control group was 0.127, while for the experimental group, it was 0.087. Both values are greater than 0.05, indicating that the pre-test data met the assumption of normality. Similarly, in the post-test, the significance value for the control group was 0.108, and for the experimental group, it was 0.082, confirming that post-test data were also normally distributed. 
Since normality assumption was satisfied, statistical analysis could proceed.

Table 2. Homoogeneity test results
	Test
	Levene StTreatatistic
	df1
	df2
	Sig.
	Note

	Nilai Post-test
	.020
	1
	58
	.887
	Homogenous



Next step on the Statistical analysis procedure research, table.2 presenting the results of the homogeneity test using Levene’s Test confirmed that the post-test data from both groups were homogeneous, with a significance value (Sig.) of 0.887 (greater than 0.05). This indicates that there was no significant difference in variance between the two groups, fulfilling the assumption of homogeneity and allowing for valid parametric comparisons.




Table 3. N-gain value category table
	Percentage (%)
	Category

	<40
	Ineffective

	40-55
	Less effective

	56-75
	Effective enough

	> 76
	Effective








As described by Hake (1999), the N-Gain value classification scale was defined as in table 3. The N-gain score will be calculated to measure the effectiveness of the intervention. This metric will compare the relative improvement of the experimental group to that of the control group, quantifying the learning outcomes achieved. In this study, the N-Gain score was calculated to assess the improvement in students' reading comprehension skills in class XI 3 (control class) and class XI 1 (experimental class). 

Table 4. Score test of experimental group
	Experimental Group (XI-1)

	Students Total
	30

	Mean
	57,27

	Minimum
	0

	Maximum
	86








Based on Table 4, the results indicated that the experimental group achieved an N-Gain score of 57.27%, which falls into the category of “effective enough.” This suggests that the use of Quizizz Paper contributed to a moderate level of effectiveness in enhancing students' reading comprehension skills. While a portion of the students did not show any improvement, as reflected by the minimum N-Gain value of 0%, the majority exhibited notable progress, with some achieving a maximum N-Gain value of 86%.
The variation in N-Gain scores among students suggests that while Quizizz Paper was generally beneficial, its effectiveness may have been influenced by individual differences such as prior knowledge, engagement levels, and learning styles. The fact that some students achieved significantly high N-Gain scores highlights the potential of Quizizz Paper to serve as an effective supplementary tool for improving comprehension. However, the presence of students with no improvement suggests that additional support mechanisms, such as differentiated instruction or personalized feedback, might be necessary to ensure that all learners benefit from the intervention.
However, educators may need to consider complementary strategies to address the needs of students who did not experience measurable improvement. Future research could explore factors that contribute to individual differences in N-Gain scores and investigate additional instructional approaches to maximize the effectiveness of Quizizz Paper in diverse learning contexts. 

How significant is the difference in English reading comprehension between experimental group being taught using Quizizz Paper and control group being taught using traditional methods.

Table 5. The Ngain pre-test and post-test scores for both groups:
	No
	Control Group (XI-3)
	Experimental Group (XI-1)

	1
	Students Total
	30
	Students Total
	30

	2
	Mean
	28,18
	Mean
	57,27

	3
	Minimum
	0
	Minimum
	0

	4
	Maximum
	60
	Maximum
	86



The results presented in Table 5 indicate a significant difference in English reading comprehension performance between students taught using Quizizz Paper and those taught through traditional methods. The N-Gain scores from the pre-test and post-test reveal a notable improvement in the experimental group, whereas the control group showed a more modest increase.
The experimental group (XI-1), which utilized Quizizz Paper as an intervention, achieved an average N-Gain score of 57.27%. This score suggests a moderate level of effectiveness, classifying it as “effective enough.” Additionally, while some students in this group did not show improvement (minimum N-Gain score of 0%), others experienced substantial gains, with the highest individual N-Gain score reaching 86%. This significant range highlights the varying impact of Quizizz Paper on different learners, possibly influenced by factors such as prior knowledge, engagement, and individual learning styles.
In contrast, the control group (XI-3), which followed traditional teaching methods, attained a much lower average N-Gain score of 28.18%. The highest score in this group was 60%, while some students also showed no improvement (minimum N-Gain score of 0%). These results indicate that while traditional methods contributed to some progress, they were not as effective in enhancing reading comprehension compared to the gamified approach of Quizizz Paper.
The contrast between the two groups supports the research that incorporating game-based learning tools, such as Quizizz Paper, can significantly enhance students’ reading comprehension skills. The interactivity, engagement, and instant feedback provided by Quizizz Paper may have contributed to greater student motivation and learning retention, leading to more substantial performance gains. These findings emphasize the potential of innovative educational technology in improving learning outcomes and suggest that further research should explore how such tools can be optimized to benefit a wider range of students.

Table 6. Independent T-test results
	Test
	Sample T-test
	T
	Df
	Sig. (2 tailed)
	Description

	Post-test
	Equal/same variances assumed.
	-5.874
	58
	<.001
	There is a significant difference.



Then, the results of the Independent Sample T-Test indicated a statistically significant difference between the post-test scores of the experimental group, which utilized Quizizz Paper as a learning tool, and the control group, which did not. The calculated t-value was -5.874 with degrees of freedom (df) of 58, and the significance level (p < .001). Since the p-value is far below the conventional threshold of 0.05, it strongly suggests that the difference observed between the two groups is not due to chance but rather due to the intervention. This result highlights the effectiveness of Quizizz Paper in enhancing students' reading comprehension performance compared to traditional methods.
 A negative t-value in this context implies that the mean post-test score of the experimental group was significantly higher than that of the control group. This substantial difference supports the hypothesis that incorporating Quizizz Paper into reading comprehension instruction positively impacts students' learning outcomes. Given that a significance value lower than 0.05 generally denotes strong evidence against the null hypothesis, the findings confirm that the implementation of Quizizz Paper plays a crucial role in improving students' engagement and comprehension skills.
Furthermore, these results align with previous research emphasizing the effectiveness of game-based learning tools in promoting active learning, motivation, and retention of information. The interactive and engaging nature of Quizizz Paper may have contributed to higher student participation and increased comprehension. In contrast, the control group, which relied on conventional learning methods, may not have received the same level of stimulation and engagement. These findings have important pedagogical implications, suggesting that integrating gamified learning platforms such as Quizizz Paper can be a valuable strategy to enhance students' academic performance and overall learning experience.

DISCUSSION
Quizizz Paper roles in students’ reading comprehension effectiveness
The effectiveness of Quizizz Paper as a gamified learning tool in enhancing students' English reading comprehension can be classified as moderately effective, based on the results of the study. The integration of gamification elements, such as interactive quizzes, real-time feedback, leaderboards, and rewards, significantly contributed to increasing students’ engagement and motivation in learning, which in turn positively impacted their comprehension skills. The study revealed that students in the experimental group, who used Quizizz Paper, demonstrated a substantial improvement in their reading comprehension abilities compared to those in the control group, who were taught using traditional methods.
The extent of effectiveness can be measured through the comparison of pre-test and post-test scores. Before the intervention, both groups had similar pre-test scores, indicating that they started with relatively the same level of reading comprehension ability. However, after the implementation of Quizizz Paper, the experimental group showed a significant increase in their post-test scores, whereas the control group displayed a less pronounced improvement. The experimental group’s mean score increased from 63.875 to 85.25, reflecting a 21.375-point improvement, while the control group’s score rose from 66 to 75.875, with an increase of only 9.875 points. This considerable difference indicates that Quizizz Paper was able to enhance students' comprehension more effectively than traditional teaching approaches.
Further supporting this conclusion is he N-Gain score analysis, which measures the effectiveness of an intervention in terms of learning gains. The experimental group achieved an N-Gain score of 57.27%, categorizing it as moderately effective. This indicates that Quizizz Paper had a notable impact on students' reading comprehension skills, facilitating better retention, comprehension, and application of reading materials. The interactive and engaging nature of Quizizz Paper likely played a role in helping students process information more effectively, improving their ability to identify main ideas, infer meaning, and analyse texts with greater confidence.
Pahamzah et al. (2020) examined the effectiveness of Quizizz as a learning medium for students' reading comprehension, highlighting its role in increasing engagement and understanding in the classroom. Their study, conducted at the eleventh grade of Dwi Putra Bangsa Vocational School in Cimanggu, provides empirical evidence on how gamified digital platforms enhance students’ motivation and reading skills. Furthermore, Annisa & Susanti (2024) investigated the effect of the Quizizz Paper application on students’ reading comprehension, emphasizing its role in enhancing engagement and comprehension skills through interactive learning. Their study, conducted on seventh-grade students at one of Surabaya's public junior high schools, provides empirical support for the effectiveness of Quizizz Paper as a digital learning tool. These studies align with my research, which also explores the impact of Quizizz Paper on reading comprehension, reinforcing its validity across different educational contexts. By referencing their findings, my study strengthens the argument that gamified platforms like Quizizz can improve students’ reading comprehension by making learning more engaging and effective. Similarly, Robith and Agustina (2024) investigated the effectiveness of Quizizz Paper Mode in English language teaching, emphasizing its positive impact on student learning outcomes and motivation. These findings align with my research, which also examines the role of Quizizz in improving reading comprehension. By incorporating these studies, my research further validates the effectiveness of Quizizz as an interactive learning tool, reinforcing its applicability in various educational settings to enhance students' reading skills. 
Classroom observations revealed that Quizizz Paper created a more dynamic and enjoyable learning experience, reducing the boredom and disengagement that often accompany traditional reading exercises. Students in the experimental group were more actively involved in reading activities, as they found the competitive and interactive aspects of the platform to be motivating. Unlike conventional methods, which primarily involve text-based exercises and teacher-centered instruction, Quizizz Paper provided instant feedback, allowing students to self-correct and understand their mistakes in real time, which is a crucial factor in effective learning and retention.
The difference in English reading comprehension between the experimental group (taught using Quizizz Paper) and the control group (taught using traditional methods) was found to be statistically significant based on the study’s findings. The data from pre-tests and post-tests, along with the N-Gain score analysis, provide strong evidence that the gamified learning approach had a greater impact on reading comprehension improvement than conventional teaching techniques.
The most evident indicator of this significance is the post-test score comparison between the two groups. The experimental group, which used Quizizz Paper, had a mean post-test score of 85.25, whereas the control group, which followed traditional methods, obtained a mean post-test score of 75.875. The difference of 9.375 points demonstrates that students in the experimental group experienced higher learning gains compared to those who were taught with traditional approaches. This notable gap suggests that Quizizz Paper contributed significantly to better reading comprehension outcomes than the methods used in the control group.
With the statistical tests conducted on the pre-test and post-test results confirmed that the difference in reading comprehension scores between the two groups was significant. The independent sample t-test applied to the data yielded a p-value of less than 0.05, indicating that the improvement seen in the experimental group was not due to random chance but rather the use of the Quizizz Paper intervention. This further solidifies the claim that the gamified learning tool had a measurable and substantial impact on improving students’ reading comprehension skills.
Further evidence of the significance of this difference is provided by Laura-De La Cruz et al. (2021), who found that gamification in English learning increased student attentiveness and performance in reading comprehension exercises and demonstrated better comprehension outcomes than those in traditional classrooms. These findings reinforce the idea that gamification significantly enhances reading performance, making it a viable alternative to traditional teaching approaches. Furthermore, A study by Faroh (2023) on The Effects of Quizizz Paper Mode on Students’ Grammar Mastery at SMP IT Harapan Bunda Purwokerto demonstrated that the use of Quizizz Paper Mode significantly improved students’ grammar proficiency. Using a quasi-experimental design, the study found that the experimental group outperformed the control group, with a statistically significant difference (t = 2.977, p < 0.05). This aligns with my research on Quizizz’s impact on reading comprehension, further validating its role as an effective digital learning tool. 
Based on provided explanation above, Quizizz Paper proves to be an effective tool in improving students’ English reading comprehension to a moderate extent, as demonstrated by the significant increase in test scores, the higher N-Gain score, and the observed increase in student engagement and motivation. While traditional methods still contributed to learning, the gamified approach provided a more engaging and interactive learning environment, leading to greater improvements in comprehension skills. These findings suggest that incorporating gamification in reading instruction can be a valuable strategy to enhance student learning outcomes, particularly in an EFL (English as a Foreign Language) context, where engagement often pose challenges.

Instrument Validation Scale
The validation results of the reading comprehension assessment instrument indicate a high degree of reliability and effectiveness. The expert evaluation shows that most aspects of the instrument received the highest rating of 5 - Strongly Agree, confirming that the tool aligns well with the study’s objectives and is appropriate for assessing reading comprehension. The instrument effectively covers multiple aspects of reading comprehension, including lexical, literal, interpretative, applied, and affective comprehension. Additionally, the clarity of the questions was highly rated, ensuring that students can understand and respond appropriately. However, two specific aspects—Question 5 (eliciting accurate responses) and Question 10 (encouraging critical thinking)—received a slightly lower rating of 4 - Agree, suggesting minor areas for improvement.
The expert’s agreement with the relevance of the instrument’s tasks to the learning objectives reinforces its content validity. The structure and format of the instrument were also appropriate for a gamified learning environment, such as Quizizz Paper. This is particularly significant, as game-based learning platforms require assessments that engage students while maintaining educational factor. The validation process also confirmed that the instrument is of an appropriate length, allowing students to complete tasks within the allocated time without cognitive overload. Furthermore, the clarity and comprehensibility of the questions received high approval, meaning that the instrument is accessible to the target group.
Despite its overall high validity, the expert’s rating of 4 for Question 5 suggests that the instrument may not always elicit fully accurate responses in measuring reading comprehension skills. This could indicate a need for slight modifications in the wording of questions or response formats to ensure greater consistency in assessing comprehension. Similarly, the rating of 4 for Question 10 suggests that the instrument, while effective, may not fully maximize opportunities for reflective and critical thinking. Addressing this issue could involve incorporating more open-ended questions or deeper analytical tasks that encourage students to critically engage with the text.
The validation process aligns with recent studies that emphasize expert evaluations in educational assessments. Cabero-Almenara (2023) validated a digital reading comprehension test using expert agreement, confirming that digital tools can effectively assess comprehension skills when properly structured. Similarly, Rizki and Wahyuni (2023) assessed the validity of interactive quiz-based learning tools, highlighting the importance of ensuring questions are designed to elicit accurate responses. additionally, Istiadi (2024) explored improving students’ speaking skills in giving and asking opinions using think-pair-share technique, using a similar validation from expert judgement method to validate their instrument. These studies reinforce the importance of expert validation as a key process in ensuring educational assessments are both valid and reliable.
To quantify the overall expert evaluation, the Likert scale responses were analysed, and the mean score was calculated at 4.8. This indicates a high level of validity, as the score is very close to 5 (Strongly Agree), confirming that the instrument is highly effective and acceptable for use. A breakdown of the results shows that 80% (8 items) received a score of 5, while 20% (2 items) received a score of 4. Importantly, no items were rated as neutral, disagree, or strongly disagree, reinforcing the instrument’s strong alignment with the study’s goals. In conclusion, the results of this validation confirm that the instrument is highly valid and effective for assessing reading comprehension in a gamified learning environment. The strong agreement across most aspects indicates that the tool is well-structured and aligned with the study’s objectives.

CONCLUSION
This study aimed to examine the effectiveness of Quizizz Paper as a gamified learning tool in enhancing students' English reading comprehension. Through a quasi-experimental design, the research compared the reading comprehension performance of students in an experimental group using Quizizz Paper and a control group taught with traditional methods. The findings confirmed that Quizizz Paper significantly improved students' reading comprehension, as demonstrated by the higher post-test scores and N-Gain values in the experimental group. Statistical analyses, including the independent sample t-test and N-Gain test, revealed that the use of Quizizz Paper was more effective than conventional teaching methods, supporting the role of gamification in fostering student engagement and comprehension.
Beyond the statistical results, this study highlights the pedagogical value of gamified learning in an English language classroom. By incorporating game elements such as competitive quizzes, instant feedback, and structured progress tracking, Quizizz Paper increased student motivation and engagement, leading to improved reading performance. These findings align with theories such as Self-Determination Theory and Flow Theory, which emphasize the importance of motivation and immersion in learning. However, the study also found that not all students benefitted equally, indicating the need for differentiated instructional strategies to support diverse learning needs.
The practical implications of this study suggest that educators can integrate Quizizz Paper as an alternative to digital gamification tools, particularly in classrooms with limited technological resources. Teachers should explore adaptive gamification strategies to cater to students with varying levels of prior knowledge and motivation. Furthermore, institutions should provide professional development programs to help teachers implement gamified learning effectively.
For future research, it is recommended to explore the long-term effects of using Quizizz Paper in reading comprehension and other language skills. Additional studies could investigate how different gamification elements influence various learner profiles, ensuring that gamified learning approaches are inclusive and beneficial for all students. Furthermore, mixed-method research integrating qualitative insights with quantitative data could provide deeper perspectives on students' experiences and learning processes when engaging with gamified instructional tools.
In conclusion, this study reinforces the potential of Quizizz Paper as an effective tool for enhancing English reading comprehension. While the results indicate significant improvements in student learning, further research and continued refinement of gamified instructional strategies are necessary to maximize its impact in diverse educational settings.
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