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Games are activities that have been connected to human history. Games are sometimes
related to the concept of "play", as well as "fun" as they are basic characteristics of human
(Hanif Al Fatta et al, 2019)

Gamification

Gamification refers to the “use of game design elements within non-game contexts”
(Deterding et al., 2011, p. 1). In other words, gamification is how to make an activity is more
like games for making the lesson or class more interesting and enjoyable. Gamification can
motivate students to reach learning outcome, engage students in learning progress and
make learning more enjoyment.

Game-based Learning

Game-based Learning or (GBL), mostly, focuses on digital game-based learning. It uses an
actual game as part of the learning process. Digital games provide animated graphics and
audio effects as well as immersion simulation. Digital games have gained increasing interest
from language educators and also represent an expanding domain in Computer-assisted
Language Learning (CALL) research. Good games have environment that allows students to
use English to interact to each other. In terms of negative psychological factors, good
games can reduce the affective filters. For instance, if the students have high motivation in
learning from the games, they tend to have low anxiety.

Personal Experience on Gamification

According Sirirattanathorn school students who are interested in playing games, applying
using games in teaching career is necessary to time management. Quizizz was selected.
Comparing Quizizz to other online assessment tools, Quizizz can create randomized
guestions for the students during the test, assigned as an out-of- class activity (homework
or take-home examination). Moreover, Quizizz is user-friendly. It gives timely feedbacks for
the students with either after-question or after-test feedbacks. So that the students can
learn from their mistakes, and they can improve themselves in the test better. It can also be
used for the item analysis as well as the difficulty index (P Value) which measures how easy
a question is by determining the proportion of students who got it right. For the use of
Quizizz in the school, the students preferred to do the test by using Quizizz rather than
using paper-based test since it is more challenged and interesting.

All things considered, Quizizz is apparently beneficial for online assessment and
gamification in English language teaching. It is effective and timesaving for the teachers in
the 21st Century, especially in Sirirattanathorn school where the students are encouraged
to learn by using games.
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