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Abstract: Although digital platforms and gamification 
are increasingly used in English language classrooms, 
maintaining students’ interest and performance in 
learning remains a challenge. Therefore, this study 
examines whether the use of Wayground online teaching 
media affects students' interest and performance in 
English language learning, with student feedback and 
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ease of teaching material as mediating variables. A 
quantitative approach was applied using an online 
questionnaire with a five-point Likert scale as the 
research instrument. Data were collected through 
random practical sampling from 142 junior high school 
students with experience using Wayground. The data 
were then analyzed using Structural Equation Modelling 
(SEM) with AMOS and SPSS version 25.  The results show 
that the use of Wayground online teaching media has a 
significant positive effect on student interest (coefficient 
= 0.200; p < 0.01). However, the use of Wayground online 
teaching media does not directly affect students’ learning 
performance (coefficient = 0.029; non-significant). In 
addition, student feedback and ease of teaching materials 
were found to be highly significant mediating variables 
in the relationship between the use of Wayground online 
teaching media and student performance (p < 0.001). 
These findings suggest that effective digital English 
learning requires system usability, meaningful 
interactions, quality feedback, and relevant materials. 
Research on Wayground media highlights these elements 
as vital for future educational success. 

Keywords:   English performance; game-based learning; 
online teaching media; students’ interest; Wayground 

 
INTRODUCTION 

The integration of information technology in education has 

shifted from being a supporting tool to a fundamental component of 

the modern learning ecosystem. The massive use of online teaching 

media has not only changed the way material is delivered, but also 

requires a redefinition of the roles of teachers and students in a more 

interactive and autonomous virtual classroom environment. 

Fundamentally, education is a process of shifting individual behavior 

for the better, driven by continuous interaction between educators and 

students across all stages of planning, organizing, implementing, and 

evaluating education. 
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The development of information and communication 

technology in the industrial era has heavily influenced this interaction, 

enabling educators to improve overall educational quality through 

digital integration. Since the invention of the Internet technology, 

spatial and temporal boundaries in education have largely dissolved. 

According to Rizqiningsih and Hadi (2019). Students can now study 

anywhere and anytime through the facilities provided by electronic-

based learning systems. Consequently, teachers must select the right 

media and instructional methods that systematically spark and 

maintain learning motivation. 

Learning through online teaching media aligns closely with the 

principles of Self-Determination Theory (Ryan & Deci, 2020) because it 

actively supports autonomy, improves competency, and strengthens 

social connections among students. When executed by an effective 

instructional design, online teaching media can directly optimize 

intrinsic motivation, student engagement, and long-term academic 

outcomes (Pan et al., 2021). 

The development of information and communication 

technology in the industrial era has heavily influenced this interaction, 

enabling educators to improve overall educational quality through 

digital integration (Nadeem et al., 2023). Since the invention of the 

Internet, spatial and temporal boundaries in education have largely 

dissolved. Consequently, teachers must select the right media and 

instructional methods that systematically spark and maintain learning 

motivation (Mandouit, 2018). 

Online teaching media is a teaching technique that facilitates 

learning, encourages motivation, improves performance and 

participation, enhances lesson interactivity, and stimulates learning, 

leading to the expansion of students' knowledge (Zainuddin & Perera, 

2019). This mechanism aligns closely with the foundational theory of 

Prensky (2001). Who stated that an educational game must include 

rules, explicit goals, immediate feedback, challenges, interactions, and 

narratives to stimulate performance improvement. While deploying 

game elements in contexts that do not traditionally involve gaming is 
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a relatively new development, it serves as an effective strategy for 

generating a positive learning environment (Nadeem et al., 2023). 

When integrated into language acquisition frameworks, several 

studies in English language teaching (ELT) have noted that game-

based learning stands out as one of the most enjoyable, engaging, and 

effective instructional methods available to modern educators (Chan & 

Lo, 2024). Gamification research has demonstrated that targets 

centered on intrinsic motivation and core linguistic competence exert a 

significant positive impact on active work engagement and 

spontaneous problem-solving (Inayati & Waloyo, 2022). 

Despite these pedagogical benefits, foreign language educators 

frequently encounter severe emotional, behavioral, and logistical 

learning difficulties in traditional setups (Munawir & Hasbi, 2021). 

These ongoing classroom problems include strictly limited class hours 

for practicing active language skills, a lack of authentic material 

resources, and excessively large class sizes. Therefore, utilizing 

targeted online teaching media serves as a necessary digital innovation 

to minimize these systemic barriers and facilitate students’ systematic 

improvement of their learning abilities.  

Wayground, formerly known as Quizizz, is a free online 

teaching platform and formative assessment tool that enables teachers 

to administer assessments in class and as homework (Irwansyah & 

Izzati, 2021). In addition, the Wayground application is very easy for 

anyone to access, anywhere, and at any time, as a learning medium 

(Sapuan et al., 2025). Besides, the Wayground application as a learning 

medium is designed to be creative, innovative, fun, and valid. Utilizing 

the Wayground application, teachers and students can immediately see 

their learning scores, and teachers can download them in an Excel file 

format. This tool tends to be used effectively, helping to stimulate 

students’ metacognition, classroom activity, and attendance in higher 

education, which requires limited participation from teachers and 

students (Bicen & Kocakoyun, 2018). 

Several previous studies revealed that integrating game-based 

learning is highly effective in increasing students’ overall interest in 
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educational contexts. According to Chan and Lo (2024). the explicit 

application of game-based learning methods in the classroom 

systematically drives student activity (Baptista & Oliveira, 2019). 

Observed that the use of digital game-based learning tools can develop 

students' intrinsic interest in learning, a trend that is clearly visible 

when tracking student enthusiasm for quiz-centered mechanics 

(Efendi et al., 2025). Further research confirmed that a gamification-

based learning design directly amplifies active student engagement.  

However, while these previous studies have described the structural 

benefits of using Wayground and tracked students’ general 

perceptions of the platform in language classrooms (Degirmenci, 2021). 

A critical gap remains. For example, few studies have analyzed these 

outcomes through the interconnected perspective of cognitive, 

affective, and psychomotor domains alongside robust mediating 

variables such as feedback and material ease (Sersanawawi et al., 2023).  

To address this gap, this study applied the Wayground 

application as a gamification approach in the classroom to map its true 

impact on junior high school students’ engagement and interest. The 

aim of this study was to determine how student engagement and 

interest are influenced in terms of their ability to use Wayground in 

learning English as a foreign language. Based on these objectives, this 

study seeks to answer the following research questions: 1) Does the use 

of Wayground online teaching media directly affect students' interest 

and performance in English?, 2) To what extent do student feedback 

and the ease of teaching materials mediate the relationship between the 

use of Wayground and students’ overall interest and performance in 

English? 

By addressing these questions, the researchers hope that the 

empirical results of this study can provide deep insight into the 

effectiveness of Wayground as a game-based learning medium that can 

systematically increase students’ interest and performance in learning 

English. 
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METHOD 

Research Design 
This study employed a quantitative research design to examine 

the causal relationships among the observed variables and validate 

their structural pathways based on the game-based learning theory 

(Byrne, 2018). This design was considered appropriate because it 

allowed for rigorous hypothesis testing using Structural Equation 

Modelling (SEM) to simultaneously evaluate direct and indirect 

mediating effects within an educational setting (Ahmar & Rahman, 

2017). 

Participants and Sampling 

The target population of this study comprised junior high 

school students. The sample was drawn using a random practical 

sampling technique from grades 7, 8, and 9 at SMP Negeri 2 Wotu, East 

Luwu Regency, Indonesia. A total of 185 junior high school students 

participated in the survey; however, after data cleaning, 142 responses 

were deemed valid and complete, resulting in a usable response rate of 

76.76%.  

Data Collection Instruments 

Data were collected using an online survey questionnaire as the 

primary research instrument. A standard five-point Likert scale 

ranging from 1 (“strongly disagree”) to 5 (“strongly agree”) was used 

for all scale items. To maintain data integrity and address potential 

behavioural measurement biases common in junior high school 

settings, measurement items were adopted from established 

instruments with high reliability and validity (Podsakoff et al., 2003). 

These items were carefully tailored to measure five distinct constructs: 

the use of Wayground online teaching media, student feedback, ease 

of teaching materials, student interest, and student performance. 

The specific literary sources from which these measurement 
instruments were adapted are systematically summarized in Table 1. 
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Table 1.  
Summary of literary sources of the instrument  

Construct Source Adaptation 

Use of Wayground Online Teaching 
Media (X1) 

Adapted from (Nuci et al., 2021) 

Student Feedback (Z1) Adapted from (Inayati & Waloyo, 
2022) 

Ease of Teaching Materials (Z2) Adapted from (Lusiana & Maryanti, 
2020) 

Student Interest (Y1) Adapted from (Maulidya et al., 
2022) 

Student Performance (Y2) Adapted from (Almufarreh, 2026) 
 

Based on these instruments, a conceptual framework was 
developed to track the structural interactions among the variables. As 
illustrated in the following Figure 1, the model is organized around the 
following pathways.   
Direct Effects: The use of Wayground online teaching media (X1) is 
hypothesized to directly influence student interest (Y1), student 
performance (Y2), student feedback (Z1), and ease of teaching 
materials (Z2). 
Indirect Medial Pathways: Student feedback (Z1) and the ease of 
teaching materials (Z2) function as critical mediator variables that 
connect the platform's usage to final student interest (Y1) and academic 
performance (Y2).  
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Figure 1. Research model 

 

The following eight hypotheses (H1–H8) were formulated based on the 

research model: 

H1: The Use of Wayground Online Teaching Media (X₁) has an 

effective influence on Student Interest in Learning English (Y₁) 

H2: The Use of Wayground Online Teaching Media (X₁) has an 

effective influence on Student Performance in English (Y2) 

H3: The Use of Wayground Online Teaching Media (X₁) has an 

effective influence on Student Feedback in English Lessons (Z₁) 

H4: The Use of Wayground Online Teaching Media (X₁) has an 

effective influence on the Ease of Teaching Materials in English 

Subjects (Z2) 

H5: Student Feedback (Z₁) has an effective influence on Student 

Interest in Learning English (Y₁) 

H6: Student Feedback (Z₁) has an effective influence on Student 

Performance in English (Y2) 
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H7: The Ease of Teaching Materials (Z2) has an effective influence on 

Student Interest in Learning English (Y₁) 

H8: The Ease of Teaching Materials (Z2) has an effective influence on 

Student Performance in English (Y2) 

 

Data Collection Procedures 
Data collection was conducted in several distinct stages using 

digital distribution channels. An online survey was developed and 

deployed using Google Forms. The active data collection ran from 

November 1 to December 1, 2025. Prior to completing the survey, all 

junior high school students were fully briefed on the purpose of the 

study regarding their English language classes, and participation was 

completely voluntary. Informed consent was obtained from all 

participants, and strict data anonymity was guaranteed throughout the 

research process to minimize the response bias. 

 

Data Analysis 

The collected data were systematically analyzed using 

Structural Equation Modelling (SEM) with AMOS and SPSS version 25 

software. First, descriptive statistics were applied to evaluate the 

frequency distribution of the demographic samples. Second, Pearson's 

correlation tests were conducted to evaluate the relationships between 

the predictors (use of Wayground online teaching media, student 

interest, and student performance) and criterion variables (student 

feedback and teaching material ease). This step allowed the researchers 

to check for Common Method Variance (CMV) and detect post-

collection biases. Finally, this study utilized the bootstrapping process 

established by Sari et al. (2025) to perform rigorous significance testing 

on the direct, indirect, and mediating effects of the mediating variables. 

 

FINDINGS 

Respondent Demographic Characteristics 

The respondents of this study consisted of 142 junior high 

school students. Within the gender distribution, female students 
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accounted for 81 participants (57.0%), while 61 were male (43.0%). In 

terms of academic grade level, the sample included 50 students from 

Grade 7 (35.2%), 49 from Grade 8 (34.5%), and 43 from Grade 9 (30.3%). 

Regarding direct experience with digital learning platforms, 50 

students (35.2%) reported having experience using Wayground or 

Quizizz for 0–1 year, 49 students (34.5%) had been familiar with the 

platform for 1–2 years, and 43 students (30.3%) had used the platform 

for more than two years. This demographic distribution indicates that 

all participants had sufficient exposure to digital learning platforms, 

supporting the reliability and relevance of the data for subsequent 

structural analyses  

Table 2.  
Respondent demographics 

Demographic Items Frequency Percentage (%) 

Gender   

Male 61 43 

Female 81 57 

Class   

Seventh  50 35.2 

 
Eighth        49 34.5 

Ninth  43 30.3 

Time period of using online Wayground 
media 

  

0-1 years  50 35.2 

1-2 years  49 34.5 

2-3 years 43 30.3 

   

Pearson Correlation 

To ensure measurement accuracy, a pilot study was conducted to 

verify content validity and instrument clarity. The internal consistency 

and reliability of the scale items were evaluated using Cronbach's alpha 

coefficients (Hair et al., 2019). As shown in Table 3, the descriptive 

statistical analysis indicates a strong central tendency across all the 

studied constructs. The mean scores for the observed variables 

approached high-level thresholds within the 1-to-5 Likert scale, while 

all corresponding standard deviations remained tightly distributed 
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below 1.00, demonstrating low variance and high consistency in 

student responses. 

 

Table 3.  
Correlation matrix for measurement scales 

Construc
ts 

Mea
n 

 SD UWOT
M 

SF ETM SI SP 

UWOTM 3.40 0.4
1 

     

SF 3.00 0.4
2 

0.640**     

ETM 3.40 0.4
5 

0.589** 0.586
** 

   

SI 3.00 0.4
2 

0.622** 0.640
** 

0.690
** 

  

SP 3.25 0.4
8 

0.573** 0.642
** 

0.670
** 

0.685
** 

0.573
** Note: UWOTM: Use of Wayground Online Teaching Media, SF: Student 

Feedback, ETM: Ease of Teaching Materials, SI: Student Interest, SP: Student 
Performance, SD: Standard Deviation Diagonal elements are the square roots of 
the AVE for each construct 
Pearson correlations are shown below the diagonal 
Significant at *: p < 0.05, **: p < 0.01, ***: p < 0.001 

Measurement Results 

Structural Equation Modelling (SEM) was used to test the 

proposed model and the research hypotheses. A two-stage approach is 

used in this study (Byrne, 2018). First, the measurement model was 

based on confirmatory factor analysis (CFA) to examine the reliability 

and validity of the research constructs. A structural model was used to 

test the strength and direction of the proposed relationships among 

constructs. The CFA results for the remaining 23 items indicated a good 

fit.  

SEM was applied to test the proposed conceptual model using 

a rigorous two-stage analytical approach (Byrne, 2018; Hair et al., 

2019). In the first stage, a measurement model using Confirmatory 

Factor Analysis (CFA) was conducted to evaluate the psychometric 

properties, internal validity, and reliability of the operationalized 

constructs. The initialization parameters of the remaining 23 

measurement items demonstrated a strong data fit, as summarized in 

Table 4. 
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Table 4 presents the individual item performance and structural 

configuration of the measurement scales [source: 2]. Specifically, it 

outlines the Maximum Likelihood Estimation (MLE) factor loadings, 

measurement errors, and Squared Multiple Correlations (SMC) for 

each item, alongside the overarching Composite Reliability (CR), 

Average Variance Extracted (AVE), and Cronbach's alpha values for 

every latent variable. As displayed in Table 4, all individual items 

exhibited robust factor loadings well above the conservative threshold 

of 0.50 (ranging from 0.855 to 0.972), confirming that each question 

strongly registered onto its respective target construct. The SMC values 

further indicate that a substantial proportion of the variance in each 

indicator is accounted for by the underlying latent factor. Coupled with 

a Standardized Root Mean Residual (SRMR) of 0.056, these 

measurement results demonstrate that the instrument possesses high 

construct validity and is completely suitable for structural path 

evaluation. 

 

Table 4.  
Measurement results 

Constructs 

MLE estimates       
factor loading/ 
measurement 

error 

Squared 
multiple 

correction 
(SMC) 

Composite 
reliability 

(CR) 

Average 
of 

variance 
extracted      

(AVE) 

Cronbach's 
a  

 

Use of 
Wayground 
Online 
Teaching 
Media       0.981 0.910 0.9758 

 

UWOTM 1 0.941 0.449  0.551        
UWOTM 2 0.936 0.395  0.605        
UWOTM 3 0.963 0.466  0.534        
UWOTM 4 0.961 0.511  0.489        
UWOTM 5 0.968 0.286  0.714        
Student 
Interest      0.965 0.872 0.951 

 

SI 1 0.946  0.483  0.517        
SI 2 0.918  0.542  0.458        
SI 3 0.915  0.443.  0.557        
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SI 4 0.955  0.428  0.572        
Student 
Performance       0.959 0.855 0.944 

 

SP 1 0.941  0217  0.783        
SP 2 0.928  0.499  0.501        
SP 3 0.896  0.442  0.558        
SP 4 0.935  0.387  0.613        
Student 
Feedback       0.966 0.849 0.955 

 

SF 1 0.855  0.511  0.489        
SF 2 0.911  0.542  0.458        
SF 3 0.939  0.487  0.513        
SF 4 0.949  0.319  0.681        
SF 5 0.950  0.234  0.766        
Ease of 
Teaching 
Materials       0.975 0.888 0.968 

 

ETM 1 0.961  0.469  0.531        
ETM 2 0.971  0.281  0.719        
ETM 3 0.972  0.436  0.564        
ETM 4 0.93  0.483  0.517        
ETM 5 0.874  0.487  0.513        

As displayed in Table 4, all individual items exhibited robust factor 

loadings well above the conservative threshold of 0.50 (ranging from 0.855 

to 0.972), confirming that each question strongly registers onto its 

respective target construct. While the Normed Fit Index (NFI = 0.678) fell 

below preferred thresholds due to its mathematical sensitivity to modest 

sample sizes under N=200 (Bentler, 1990; Hair et al., 2019), alternative 

baseline comparison indices established an acceptable global model fit. 

Specifically, the Comparative Fit Index (CFI = 0.924) and the Tucker-Lewis 

Index (TLI = 0.911) both safely exceed the standard 0.90 benchmark for 

good model fit. Coupled with a Standardized Root Mean Residual (SRMR 

= 0.056, threshold <0.08) and a Root Mean Square Error of Approximation 

(RMSEA = 0.065, threshold <0.08), these measurement results conclusively 

demonstrate that the instrument possesses high construct validity and is 

completely suitable for structural path evaluation. 
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Structural Model 

The model was appropriate for the data. The summary in Table 

5 below shows a positive and significant relationship between the use 

of Wayground online teaching media and student interest (0.200; p < 

0.001), thus supporting H1, but not with student performance (0.029; p 

< 0.001), showing a non-positive and insignificant relationship, thus 

not supporting H2. Similarly, H3 and H4 were supported, indicating a 

positive relationship between the use of Wayground online teaching 

media and student feedback (0.936; p < 0.001) and the ease of teaching 

materials (0.983; p < 0.001). The same applies to H5 and H6, which 

show positive and significant relationships between student feedback 

and student interest (0.136; p < 0.001) and student performance (0.408; 

p < 0.001). Furthermore, the ease of teaching materials also had a 

positive and significant effect on student interest and performance 

(0.653; p < 0.001; 0.614; p < 0.001). Therefore, H7 and H8 were 

supported. Table 5 presents the structural model adopted in this study. 

 

Table 5.  

Proposed model results 

Hypotheses Path Coefficients Test Results 

H1 UWOTM -> SI 0.200** Supported 
H2 UWOTM -> SP 0.029 UnSupported 
H3 UWOTM -> SF 0.936*** Supported 
H4 UWOTM -> ETM 0.983*** Supported 
H5 SF -> SI 0.136** Supported 
H6 SF -> SP 0.408*** Supported 
H7 ETM -> SI 0.653*** Supported 
H8 ETM -> SP 0.614*** Supported 

  Note: Significant at *: p < 0.05, ***: p< 0. 01, ***: p < 0.001 

To provide a clearer visualization of the tested relationship, 

Figure 2 illustrates the structural results adopted in this study. 
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Figure 2. Structural Results Analysis 

The study analyzed data from 142 junior high school students 

(57.0% female, 43.0% male) distributed across Grades 7, 8, and 9 with 

varying levels of digital platform experience. Measurement model 

results via Confirmatory Factor Analysis (CFA) demonstrated robust 

factor loadings (0.855 to 0.972) and acceptable model fit indices, 

confirming high construct validity. Structural Equation Modeling 

(SEM) path analysis revealed that hypotheses H1, H3, H4, H5, H6, H7, 

and H8 were supported, showing significant positive relationships 

between the use of Wayground online teaching media, student 

feedback, ease of teaching materials, student interest, and student 

performance. Conversely, hypothesis H2 was unsupported due to a 

non-significant direct relationship between Wayground media use and 

student performance (0.029; p < 0.001). 

 

DISCUSSION 

This study investigates the effect of using Wayground online 

teaching media on student interest and performance, both directly and 
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indirectly through student feedback and ease of teaching materials. 

These findings offer important knowledge and understanding of the 

effect of digital use in the English learning process, especially those 

focused on fostering student interest and performance.  

The findings show that the use of Wayground online teaching 

media significantly affects student interest, implying that this media 

helps educators transform conventional material delivery into a more 

interactive format, thereby making students feel more involved and 

less prone to boredom during learning. This finding is consistent with 

previous studies that emphasize that the application of technology in 

education can increase student motivation by making learning 

materials more relevant and engaging (Pratama, 2021). However, the 

use of Wayground online teaching media did not have a significant 

effect on student performance (Husain & Khan, 2016). This 

insignificant finding indicates that Wayground media functions more 

as a container or infrastructure for delivering material. Student 

academic performance remains dependent on the cognitive quality and 

depth of students' understanding of the content and teaching materials. 

These results support the view that the use of multimedia in learning 

can improve students’ understanding and performance if it can present 

teaching materials that are easy to understand (Syafitri et al., 2024). 

Furthermore, this study found that the use of Wayground 

online teaching media had a positive and significant effect on student 

feedback and learning outcomes. Through Wayground, students 

received evaluations, comments, and responses to their work in a 

transparent, structured, and systematic manner (Ismaizam et al., 2022). 

This encouraged students to be more active in receiving and providing 

constructive feedback during the learning process. This continuous 

feedback helps students understand their strengths and weaknesses 

while providing clear directions for further learning improvement. 

This is in line with the view that the use of interactive digital media, 

such as Wayground, is considered to have a positive impact on 

students’ engagement and feedback in learning (Rahayu & 

Purnawarman, 2018).  
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In addition to influencing student feedback, the use of 

Wayground teaching media also had a positive and significant effect 

on the ease of teaching materials. This indicates that Wayground not 

only functions as a means of delivering material but also as a medium 

that can simplify and optimize the presentation of teaching materials 

so that they are more accessible and understandable to students. The 

ease of teaching materials facilitated by Wayground is an important 

factor in creating an effective learning process that is centered on 

student needs (Cahyani & Putranto, 2024). Wayground allows teachers 

to present learning materials in various formats, such as written texts, 

illustrative images, educational videos, and interactive educational 

games. This diversity of formats makes learning materials more varied, 

interesting, and less monotonous, thereby increasing student attention 

and engagement during the learning process. In line with previous 

research, Wayground is not only used as a learning medium but also 

as a tool for delivering teaching materials that are easier to understand 

and more varied (Pratama, 2021). 

As mediator variables, student feedback and teaching material 

accessibility proved to have a significant role in mediating the 

relationship between the use of Wayground online teaching media and 

student interest in learning and their performance. Student feedback 

played a significant role in mediating the relationship between the use 

of Wayground online teaching media and student interest, as this 

media was considered to make an important contribution to creating a 

conducive learning environment for students (Cahyani & Putranto, 

2024). Improvements in the quality of feedback received by students 

enable them to understand their mistakes, correct their shortcomings, 

and reflect on their learning outcomes continuously. Feedback 

delivered in a timely, clear, and constructive manner helps students 

build a deeper conceptual understanding, thereby indirectly 

encouraging an increase in learning interest. These results are in line 

with previous research that revealed that providing feedback can help 

students understand what is being taught, thereby fostering their 
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interest in learning and improving their performance (Yulhendri et al., 

2025).  

Student feedback also plays a significant role as a mediating 

variable in the relationship between the use of Wayground online 

teaching media and student performance in this study (Johannsen et 

al., 2023). These findings indicate that the use of Wayground does not 

directly impact student performance improvement but rather has an 

indirect effect through the mechanism of effective feedback during the 

learning process. Thus, the success of using Wayground online 

teaching media in improving student learning performance is highly 

dependent on the quality of feedback received. By utilising 

Wayground’s features, teachers can provide quick, structured, and 

continuous feedback on student work. This feedback helps students 

identify mistakes, understand concepts that they have not mastered, 

and know the necessary steps for improvement (Kahu et al., 2017). This 

process encourages students to reflect on their learning outcomes and 

deepen their conceptual understanding, ultimately contributing to 

improving their academic performance. These findings are in line with 

previous studies that confirm that if a student has little interest in 

something, it is certain that their learning outcomes will also be 

unsatisfactory (Dakhi et al., 2022) 

The ease of access to teaching materials provided through the 

Wayground online learning platform plays an important role as a 

mediating variable in the relationship between the use of Wayground 

and an increase in students’ interest in learning. These findings show 

that Wayground not only functions as a medium for delivering 

material but also as a means of making it easier for students to access, 

understand, and interact with teaching materials (Mesterjon et al., 

2024). This ease is a key factor that encourages the growth of students' 

interest and enthusiasm in the learning process. Through Wayground, 

learning materials can be presented systematically and in various 

formats, such as text, visuals, illustrations, and interactive activities 

(Maryo & Pujiastuti, 2022). A clear and structured presentation of the 

material helps reduce students' cognitive load, allowing them to focus 
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more on understanding the content of the lesson. When students feel 

that the material is easy to understand and not confusing, they tend to 

show a more positive and enthusiastic attitude towards learning, 

which is reflected in their increased interest in learning. This is relevant 

with the findings of (Salem & Sobaih 2022). Who said that teaching 

materials in the form of contextual-based learning materials are very 

suitable for fostering student interest, which can be applied in every 

learning situation (Syafitri et al., 2024). 

As a mediating variable, the ease of access to teaching materials 

provided by the Wayground online learning platform strengthens the 

relationship between the use of Wayground and student performance. 

These findings indicate that the use of Wayground does not directly 

improve student performance but has an indirect impact through ease 

of access and understanding of the teaching materials presented. Thus, 

the ease of teaching materials is a key factor that bridges the use of 

digital learning media and student academic achievement. Through 

Wayground, learning materials are presented in a structured and 

varied manner in various formats such as text, visuals, videos, and 

interactive activities. A clear and easy-to-understand presentation of 

the material helps students build a stronger conceptual understanding 

and reduces errors in understanding the learning content (Müller et al., 

2023). When students can easily access and understand the material, 

they tend to be better able to apply that knowledge in assignments, 

exercises, and learning evaluations, which ultimately has a positive 

impact on their academic performance. In line with this, the ease of 

teaching materials presented through digital learning media, such as 

Wayground, has also been proven to improve student learning 

performance, as reported in research by Ismaizam et al. (2022). 

Theoretical Implications 

This study contributes to several aspects of the literature. First, 

it advances current understanding regarding the use of Wayground 

online teaching media in language learning, demonstrating how 

increases in student interest and performance are mediated by student 
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feedback and the ease of teaching materials. This process reveals robust 

structural relationships between the application of online teaching 

media, feedback loops, content presentation, student interest, and 

eventual student performance. Second, it highlights that student 

feedback and the ease of teaching materials play a vital, complete 

mediating role in bridging the relationship between digital media 

usage and student outcomes. Although this study reveals that the use 

of Wayground online teaching media has a direct positive effect on 

increasing student interest, it does not directly alter student 

performance. Instead, the strong operationalized role of these 

mediating variables is necessary to translate digital inputs into concrete 

performance enhancements. This underscores the importance of 

adopting structured gamified media in foreign language classrooms to 

serve as a reliable reference for future digital learning frameworks. 

Finally, this study extends the theoretical application of Social Identity 

Theory (SIT), originally formulated by Gon and Rawekar (2017). to the 

domain of digital pedagogy. Social Identity Theory posits that 

individuals derive motivation and shape their self-concept through 

group-based interactions and social comparison. In this study, the 

gamified features embedded within the Wayground platform—such as 

real-time points systems, immediate peer feedback loops, and 

interactive activities—activate these social identity dynamics among 

junior high school students. By transforming a conventional classroom 

setting into a shared, visible, and collaborative environment, the 

platform leverages peer dynamics to enhance collective student 

interest, which subsequently bridges the indirect structural pathway 

toward improved academic performance. 

Managerial Implications  

The findings of this study provide strategic guidance for 

educators and curriculum developers in formulating policies related to 

technology integration in schools. The focus should not only be on the 

technical functionality of the digital platforms. Although ease of use is 

very important, strong attention must also be given to creating 
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educational activities that are interesting, innovative, interactive, and 

that engage students. While Wayground has a strong influence on 

learning infrastructure (ease of use and feedback), it does not directly 

affect student performance. Therefore, it is necessary to ensure that the 

material on the Wayground online teaching media is systematically 

organized to maintain the ease of use of the teaching materials and 

ensure that student learning performance is maintained. 

Limitations and Future Research Directions 

Although this study provides valuable insights into the 

effectiveness of Wayground media, it has some limitations. First, this 

study was conducted at only one junior high school; therefore, the 

results cannot be generalized. Future research should include different 

beliefs, larger sample sizes, and other regions and geographical areas 

to encourage better conclusions. Second, the use of questionnaires 

completed independently by students may have introduced response 

bias. In addition, this study only used two mediators: student feedback 

and ease of use of teaching materials. Future research could analyze 

additional mediating or moderating variables, such as intrinsic 

motivation and learning environment, to deepen the understanding of 

student interest and performance. 

CONCLUSION 

The empirical findings of this study demonstrate that 

integrating Wayground online teaching media significantly enhances 

junior high school students' interest and performance in English 

language learning, though through distinctly divergent structural 

pathways. While the platform exerts a strong, direct positive impact on 

shifting student interest by transforming conventional text-heavy 

instruction into an interactive ecosystem, it demonstrates no direct 

capacity to improve raw student learning performance. Instead, its 

ability to elevate performance is completely indirect, operating as a 

structural conduit that relies entirely on its capacity to facilitate 
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immediate student feedback loops and enhance the presentation ease 

of teaching. 

The original contribution of this study to the field of computer-

assisted language learning (CALL) lies in empirical validation of this 

complete mediation model. By shifting the scholarly narrative away 

from the generalized assumption that gamification inherently drives 

academic achievement, this study isolates the precise mechanism 

showing that digital media succeeds only when engineered to scaffold 

formative feedback and lower cognitive load.  

Based on these insights, several practical recommendations are 

offered for educational stakeholders. First, classroom teachers should 

move beyond utilizing gamified applications merely as casual warm-

up or reward activities; instead, they must actively leverage the 

platform’s instantaneous data-reporting dashboards to conduct 

immediate, targeted remedial instruction that addresses specific 

linguistic misconceptions right as they appear. Second, curriculum 

designers should systematically embed interactive digital applications 

directly into core unit plan architectures. Rather than treating these 

tools as optional add-ons, curriculum plans must intentionally 

sequence the digital content so that complex English grammar and 

vocabulary are modularly chunked, thereby directly capitalizing on 

the "ease of teaching materials" pathway to enhance long-term 

knowledge retention. 

Ultimately, gamified environments serve as powerful 

pedagogical vehicles, but their long-term academic success remains 

dependent on the instructional quality and continuous interaction they 

enable. Given that this investigation was limited to a single school 

context and self-reported metrics, future longitudinal research across 

diverse educational landscapes is strongly recommended to further 

validate how evolving digital ecosystems shape language acquisition.  

ACKNOWLEDGMENTS  

The author would like to express sincere gratitude to her 

parents for their constant prayers and support, as well as to her 



Mahis, W., Sari, H., Rusandi. & Liu, M.C. (2026). The effectiveness of game-based learning using 
Wayground on students' interest and performance in English at an Indonesian junior high school.  
JEELS (Journal of English Education and Linguistics Studies, 13 (2), 729-756. 

 

751 

 

husband for his patience and motivation throughout the process of 

completing this study. Special appreciation is also given to the author's 

children for their understanding and sacrifice, especially during 

weekends, which were used to complete this study. 

In addition, the author would like to thank the supervisor, 

lecturers, colleagues, and friends for their guidance, support, and 

contribution. Finally, I acknowledge my perseverance and 

commitment to balancing my academic, professional, and personal 

responsibilities. 

DECLARATION OF AI AND AI-ASSISTED TECHNOLOGIES 

The author states that artificial intelligence (AI) technology was 

used as a supporting tool in the process of writing this paper. Chat GPT 

and Gemini AI were used to assist in the process of exploring and 

developing ideas, structuring the framework of thought, and 

improving the clarity and coherence of academic language. In addition, 

the QuillBot and DeepL applications were used in the language editing 

stage, including paraphrasing and translation, to improve readability, 

consistency of terminology, and linguistic accuracy. 

However, the entire scientific content of this manuscript, 

including the formulation of problems, data collection and analysis, 

interpretation of research results, drawing conclusions, and making 

academic decisions, is entirely the responsibility of the author. The use 

of AI technology is not intended to replace critical thinking, academic 

assessment, or the originality of the scientific work. The author has also 

thoroughly reviewed the entire manuscript to ensure data accuracy, 

academic integrity, and originality of the work, in accordance with the 

principles of scientific writing ethics. 

REFERENCES 

Ahmar, A., & Rahman, A. (2017). Development of teaching material 
using an Android. Global Journal of Engineering Education, 
19(1), 72-76. https://doi.org/10.26858/gjeev19i1y2017p7376 

Almufarreh, A. (2026). Gamification in education and its impact on 
student academic performance: A conceptual model based 

https://doi.org/10.26858/gjeev19i1y2017p7376


Mahis, W., Sari, H., Rusandi. & Liu, M.C. (2026). The effectiveness of game-based learning using 
Wayground on students' interest and performance in English at an Indonesian junior high school.  
JEELS (Journal of English Education and Linguistics Studies, 13 (2), 729-756. 

 

752 

 

on systematic literature review and PLS-SEM analysis. 
Algorithms, 19(2), 143. https://doi.org/10.3390/a19020143  

Baptista, G., & Oliveira, T. (2019). Gamification and serious games: 
A literature meta-analysis and integrative model. Computers 
in Human Behavior, 92, 306–315. 
https://doi.org/10.1016/j.chb.2018.11.030 

Bicen, H., & Kocakoyun, S. (2018). Perceptions of students for 
gamification approach: Kahoot as a case study. International 
Journal of Emerging Technologies in Learning (iJET), 13(2), 72–
93. https://doi.org/10.3991/ijet.v13i02.7467 

Bentler, P. M. (1990). Comparative fit indexes in structural models. 
Psychological Bulletin, 107(2), 238–246. 
https://doi.org/10.1037/0033-2909.107.2.238 

Byrne, B. M. (2018). Structural equation modeling with AMOS: Basic 
concepts, applications, and programming (2nd ed.). Routledge. 
https://doi.org/10.4324/9780203805534 

Cahyani, D. F., & Putranto, A. (2024). Pengaruh penggunaan media 
pembelajaran Quizizz Paper Mode terhadap aktivitas belajar 
siswa. Jurnal Inovasi, Evaluasi dan Pengembangan Pembelajaran 
(JIEPP), 4(3), 524–531. 
https://doi.org/10.54371/jiepp.v4i3.592 

Chan, S., & Lo, N. (2024). Enhancing EFL/ESL instruction through 
gamification: A comprehensive review of empirical 
evidence. Frontiers in Education, 9, Article 1395155, 1-21 
https://doi.org/10.3389/feduc.2024.1395155 

Dakhi, O., Irfan, D., Jama, J., Ambiyar, Simatupang, W., Sukardi, & 
Zagoto, M. M. (2022). Blended learning and its implications 
for learning outcomes computer and basic networks for 
vocational high school students in the era of COVID-19 
pandemic. International Journal of Health Sciences, 6(S4), 
11177–11186. https://doi.org/10.53730/ijhs.v6nS4.10976 

Degirmenci, R. (2021). The use of Quizizz in language learning and 
teaching from the teachers’ and students’ perspectives: A 
literature review. Language Education and Technology (LET 
Journal), 1(1), 1-11. 
https://langedutech.com/letjournal/index.php/let/article
/view/12  

https://doi.org/10.3390/a19020143
https://doi.org/10.1016/j.chb.2018.11.030
https://doi.org/10.3991/ijet.v13i02.7467
https://doi.org/10.1037/0033-2909.107.2.238
https://doi.org/10.54371/jiepp.v4i3.592
https://doi.org/10.3389/feduc.2024.1395155
https://langedutech.com/letjournal/index.php/let/article/view/12
https://langedutech.com/letjournal/index.php/let/article/view/12


Mahis, W., Sari, H., Rusandi. & Liu, M.C. (2026). The effectiveness of game-based learning using 
Wayground on students' interest and performance in English at an Indonesian junior high school.  
JEELS (Journal of English Education and Linguistics Studies, 13 (2), 729-756. 

 

753 

 

Efendi, M., Sujawati, I., & Harahap, A. (2025). The effectiveness of 
Quizizz application in enhancing students' vocabulary 
mastery based on their learning styles. JEELS, 12(01), 277-
299. https://doi.org/10.30762/jeels.v12i1.4919  

Gon, S., & Rawekar, A. (2017). Effectivity of e-Learning through 
WhatsApp as a teaching learning tool. MVP Journal of 
Medical Sciences, 4(1), 19–25. 
https://doi.org/10.18311/MVPJMS/0/V0/I0/8454  

Hair, J. F., Risher, J. J., Sarstedt, M., & Ringle, C. M. (2019). When to 
use and how to report the results of PLS-SEM. European 
Business Review, 31(1), 2–24. https://doi.org/10.1108/EBR-
11-2018-0203 

Husain, M., & Khan, S. (2016). Students’ feedback: An effective tool 
in teachers’ evaluation system. International Journal of Applied 
and Basic Medical Research, 6(3), 178-181. 
https://doi.org/10.4103/2229-516X.186969  

Inayati, N., & Waloyo, A, A. (2022). The Influence of Quizziz-online 
gamification on learning engagement and outcomes in 
online English Language teaching. Journal on English as a 
Foreign Language, 12(2), 249-271. 
https://doi.org/10.23971/jefl.v12i2.3546  

Irwansyah, R., & Izzati, M. (2021). Implementing Quizizz as game-based 

learning and assessment in the English classroom. TEFLA Journal 

(Teaching English as Foreign Language and Applied Linguistics 

Journal), 3(1), 13–18. 10.35747/tefla.v3i1.1055 

Ismaizam, N. M., Rahman, S. F. A., Ahmad, S. N. S. M., Nazri, N. I. 
I. M., Idris, N. A. A., Ali, N. A., ... & Aldaba, A. M. A. (2022). 
An integration of game-based learning in a classroom: An 
overview (2016-2021). International Journal of Academic 
Research in Progressive Education and Development, 11(1), 1207-
1221.  http://dx.doi.org/10.6007/IJARPED/v11-i1/12347 

Johannsen, F., Knipp, M., Loy, T., Mirbabaie, M., Möllmann, N. R., 
Voshaar, J., & Zimmermann, J. (2023). What impacts learning 
effectiveness of a mobile learning app focused on first-year 
students? Information Systems and e-Business Management, 21, 
629-673. https://doi.org/10.1007/s10257-023-00644-0 

https://doi.org/10.30762/jeels.v12i1.4919
https://doi.org/10.18311/MVPJMS/0/V0/I0/8454
https://doi.org/10.1108/EBR-11-2018-0203
https://doi.org/10.1108/EBR-11-2018-0203
https://doi.org/10.4103/2229-516X.186969
https://doi.org/10.23971/jefl.v12i2.3546
https://doi.org/10.35747/tefla.v3i1.1055
http://dx.doi.org/10.6007/IJARPED/v11-i1/12347
https://doi.org/10.1007/s10257-023-00644-0


Mahis, W., Sari, H., Rusandi. & Liu, M.C. (2026). The effectiveness of game-based learning using 
Wayground on students' interest and performance in English at an Indonesian junior high school.  
JEELS (Journal of English Education and Linguistics Studies, 13 (2), 729-756. 

 

754 

 

Kahu, E., Nelson, K., & Picton, C. (2017). Student interest as a key 
driver of engagement for first year students. Student Success, 
8(2), 55-66. https://doi.org/10.5204/ssj.v8i2.379  

Lusiana, B., & Maryanti, R. (2020). The effectiveness of learning 
media used during online learning. Media Pendidikan Gizi dan 
Kuliner, 12(2), 81-92. 
https://doi.org/10.17509/boga.v9i2.38379   

Mandouit, L. (2018). Using student feedback to improve teaching. 
Educational Action Research, 2(6), 755-769.  
https://doi.org/10.1080/09650792.2018.1426470 

Maryo, F, A, A., & Pujiastuti, E. (2022). Gamification in EFL class 
using Quizizz as an assessment tool. UMP Press: Proceedings 
Series on Physical & Formal Sciences, 3, 75-80.  
https://doi.org/10.30595/pspfs.v3i.268  

Maulidya, E., Aryaningrum, K., & Fakhrudin, A. (2022). The 
effectiveness of the use of Quizizz-based gamification on 
students’learning interest in 4th grade mathematics. JPSD 
(Jurnal Pendidikan Sekolah Dasar), 8(1), 49-62.  
https://dx.doi.org/10.30870/jpsd.v8i1.13375 

Mesterjon., Suwarni., Hermawansyah., Rulismi, D., Supama., Sahil, 
A., & Dali, Z. (2024). Effectiveness of the use of Quizizz 
media on students' learning interest. Futurity Education, 4(2), 
245-262. https://doi.org/10.57125/FED.2024.06.25.13 

Müller, C., Mildenberger, T., & Steingruber, D. (2023). Learning 
effectiveness of a flexible learning study programme in a 
blended learning design: Why are some courses more 
effective than others?. International Journal of Educational 
Technology in Higher Education, 20(10). 
https://doi.org/10.1186/s41239-022-00379-x  

Munawir, A., & Hasbi, N. P. (2021). The effect of using Quizizz to 
EFL students’ engagement and learning outcome. English 
Review: Journal of English Education, 10(1), 297-308.  
https://doi.org/10.25134/erjee.v10i1.5412  

Nadeem, M., Orozlanyova, M., & Farag, W. (2023). Effect of digital 
game-based learning on student engagement and 
motivation. Computers. 12(9), 177. 
https://doi.org/10.3390/computers12090177  

https://doi.org/10.5204/ssj.v8i2.379
https://doi.org/10.17509/boga.v9i2.38379
https://doi.org/10.1080/09650792.2018.1426470
https://doi.org/10.30595/pspfs.v3i.268
https://dx.doi.org/10.30870/jpsd.v8i1.13375
https://doi.org/10.57125/FED.2024.06.25.13
https://doi.org/10.1186/s41239-022-00379-x
https://doi.org/10.25134/erjee.v10i1.5412
https://doi.org/10.3390/computers12090177


Mahis, W., Sari, H., Rusandi. & Liu, M.C. (2026). The effectiveness of game-based learning using 
Wayground on students' interest and performance in English at an Indonesian junior high school.  
JEELS (Journal of English Education and Linguistics Studies, 13 (2), 729-756. 

 

755 

 

Nuci, K, P., Tahir, R., Wang, A, I., & Imran, A, S. (2021). Game-based 
digital quiz as a tool for improving students' engagement 
and learning in online lectures. IEEE Access, 9, 91220 – 9123
4. https://doi.org/10.1109/ACCESS.2021.3088583 

Pan, L., Tlili, A., Li, J., Jiang, F., Shi, G., Yu, H., & Yang, J. (2021). 
How to implement game-based learning in a smart 
classroom? A model based on a systematic literature review 
and Delphi method. Frontiers in Psychology, 12, Article 
749837. https://doi.org/10.3389/fpsyg.2021.749837 

Podsakoff, P. M., MacKenzie, S. B., Lee, J.-Y., & Podsakoff, N. P. 
(2003). Common method biases in behavioral research: A 
critical review of the literature and recommended 
remedies. Journal ofApplied Psychology, 88(5), 879– 903. https:
//doi.org/10.1037/0021-9010.88.5.879 

Prensky, M. (2001). Digital game-based learning. New York, NY: 
McGraw-Hill. 

Pratama, R. Y. (2021). Utilization of Quizizz educational game 
media to increase learning interest and achievement. 
Indonesian Journal of Educational Research and Review, 4(2), 
307–316. https://doi.org/10.23887/ijerr.v4i2.30690 

Rahayu, I. S., & Purnawarman, P. (2018). The use of Quizizz in 
improving students’ grammar understanding through self-
assessment. Atlantis Press, Advances in Social Science, 
Education and Humanities Research, 254, 102-106  
https://doi.org/10.2991/conaplin-18.2019.235  

Rizqiningsih, S., & Hadi, M. S. (2019). Multiple intelligences (MI) on 
developing speaking skills. English Language in Focus (ELIF), 
1(2), 127–136. 10.24853/elif.1.2.127-136 

Ryan, R. M., & Deci, E. L. (2020). Intrinsic and extrinsic motivation 
from a self-determination theory perspective: Definitions, 
theory, practices, and future directions. Contemporary 
Educational Psychology, 61, 101860. 
https://doi.org/10.1016/j.cedpsych.2020.101860  

Sari, H., Samsinar, S., & Rajiman, W. (2025). Teacher 
communication strategies: Fostering critical thinking skills in 
the classroom. JRIP:  Jurnal Riset dan Inovasi Pembelajaran, 5(
1), 19-34. https://doi.org/10.51574/jrip.v5i1.2579 

https://doi.org/10.1109/ACCESS.2021.3088583
https://doi.org/10.3389/fpsyg.2021.749837
https://psycnet.apa.org/doi/10.1037/0021-9010.88.5.879
https://psycnet.apa.org/doi/10.1037/0021-9010.88.5.879
https://doi.org/10.23887/ijerr.v4i2.30690
https://doi.org/10.2991/conaplin-18.2019.235
https://doi.org/10.24853/elif.1.2.127-136
https://doi.org/10.1016/j.cedpsych.2020.101860
https://doi.org/10.51574/jrip.v5i1.2579


Mahis, W., Sari, H., Rusandi. & Liu, M.C. (2026). The effectiveness of game-based learning using 
Wayground on students' interest and performance in English at an Indonesian junior high school.  
JEELS (Journal of English Education and Linguistics Studies, 13 (2), 729-756. 

 

756 

 

Sersanawawi, L, Dewi, U., & Daulay, S, H. (2023). Effectiveness of 
using Quizizz in teaching English. CELTI: Conference on 
English Language Teaching, 3, 473-484. 
https://proceedings.uinsaizu.ac.id/index.php/celti/article
/view/525  

Sapuan, W. N. M., Rostam, N. L. S., Hassan, H., & Azmimurad, A. 
M. (2025). Game-based learning: Utilizing Quizizz 
(Wayground) in face-to-face class environment. International 
Journal of Research and Innovation in Social Science, 9(9), 9049–
9056. https://doi.org/10.47772/IJRISS.2025.909000745 

Syafitri, S., Sholeh, M., Fransiska, A., Tasya, A., Amanda, A. F., 
Lorenza, D. M., Hidayat, R., & Hoiriyah, V. N. (2024). 
Transformasi karakter peserta didik akibat penggunaan 
teknologi. NUSRA: Jurnal Penelitian dan Ilmu Pendidikan, 5(2), 
499–508. https://doi.org/10.55681/nusra.v5i2.2496 

Salem, M. A., & Sobaih, A. E. E. (2022). ADIDAS: An examined 
approach for enhancing cognitive load and attitudes 
towards synchronous digital learning amid and post 
COVID-19 pandemic. International Journal of Environmental 
Research and Public Health, 19(24), 16972. 
https://doi.org/10.3390/ijerph192416972 

Yulhendri, Hakim, L., Sofya, R., Nora, D., & Rahmi, Y. (2025). The 
influence of feedback learning on student engagement and 
student performance. Educational Process: International 
Journal, 17, e2025318.  
DOI: https://doi.org/10.22521/edupij.2025.17.318 

Zainuddin, Z., & Perera, C. J. (2019). Exploring students' 
competence, autonomy and relatedness in the flipped 
classroom pedagogical model. Journal of Further and Higher 
Education, 43(1), 115–126. 
https://doi.org/10.1080/0309877X.2017.1356916 

 

https://proceedings.uinsaizu.ac.id/index.php/celti/article/view/525
https://proceedings.uinsaizu.ac.id/index.php/celti/article/view/525
https://doi.org/10.47772/IJRISS.2025.909000745
https://doi.org/10.55681/nusra.v5i2.2496
https://doi.org/10.3390/ijerph192416972
https://doi.org/10.22521/edupij.2025.17.318
https://doi.org/10.1080/0309877X.2017.1356916

