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Abstract

General Background: Digital assessment and gamification are increasingly used to create more
interactive English language learning experiences. Specific Background: Wayground is used in a
senior high school in Sidoarjo as a learning assessment tool, with interactive features such as
leaderboards, avatars, and instant feedback. Knowledge Gap: Although previous studies have
examined Wayground and gamified learning, the perceptions of both teachers and students regarding
its use as an English language assessment tool require further exploration within the specific school
context examined in this study. Aims: This study explores teacher and students’ perceptions of
Wayground as a learning assessment tool in English language teaching. Results: A qualitative
research method was employed with one English teacher and five senior high school students. Data
were collected through semi-structured interviews and analyzed using thematic analysis based on the
Technology Acceptance Model, focusing on Perceived Usefulness, Perceived Ease of Use, and
Attitude. The findings show positive perceptions of Wayground in supporting student engagement,
motivation,participation,materialunderstanding,classroommanagement,andassessmentefficiency.
Participants also perceived the platform as practical and accessible through web browsers without
additional installation. However, unstable internet connections remained a major implementation
challenge. Novelty: The study examines teacher and student perceptions together through the three
TAM dimensions in the context of English language assessment. Implications:The findings provide a
contextual reference for the use of interactive digital assessment and gamification in secondary
school English language teaching.

Key Findings

Participants identified automatic feedback and reporting as useful assessment features.

Web-based access and simple navigation were perceived as practical for classroom use.

Unstable connectivity remained a major challenge during implementation.

Keywords:Wayground,EnglishLanguageTeaching,LearningAssessment,Gamification,Technology
Acceptance Model
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I. Introduction 
English plays an extremely vital role in various global sectors, ranging from tourism and education to economics and daily
communication. This phenomenon highlights that the need for English proficiency in Indonesia is highly urgent to face
global competition. Responding to this need, the Indonesian government, through the Ministry of Education and Culture, has
taken strategic steps by designating English as a compulsory subject and continuously striving to refine teaching strategies
through the latest curriculum to improve student competence at the secondary school level . This policy is expected to equip
the younger generation with cross-cultural communication skills essential for their future. However, the reality on the
ground shows that English education in Indonesia still faces serious challenges in both curriculum implementation and the
learning process . This condition demands a deep Assessment of the teaching strategies applied in the classroom to align
with students' needs.

These challenges include students' difficulties in adapting to complex learning materials . This complexity often makes
students feel overwhelmed before they truly grasp the core of the lesson being delivered. In the context of English learning,
mastery of the material becomes a fundamental aspect that determines student success. Without adequate mastery of the
material, students were face significant obstacles in understanding complex texts, constructing grammatical sentences, and
communicating effectively in various situations . This inability were certainly impede the process of knowledge transfer and
students' social interaction within the school environment. Recent studies indicate that the majority of students struggle to
remember and apply new information, largely due to the use of monotonous and less varied teaching methods . Rigid
conventional methods tend to place students as passive recipients, resulting in low absorption of the material. A case study
even revealed that the primary cause of students' difficulties is infrequent practice and a lack of interaction in using the
language, which directly impacts weak information retention . Consequently, students lose the confidence to practice what
they have learned in real-life situations.

To overcome these issues, innovations in learning Assessment methods that are more interactive and engaging are needed.
One effective strategy is the integration of educational games into the learning process. This approach not only creates a fun
and pressure-free learning atmosphere but also helps students remember and understand materials and language structures
more effectively . Thus, the Assessment process is no longer perceived as a frightening burden, but rather as a fun challenge
to be completed. Gamification strategies have been proven to significantly enhance student engagement and improve their
English skills in this digital era . This technology bridges the gap between students' daily digital habits and their academic
needs at school. In this active learning environment, students' enthusiasm for participation increases, allowing new
materials to be absorbed more easily.

One potential educational game medium to be applied is Wayground. This game-based learning platform offers a multiplayer
activity experience in the classroom, making practice sessions much more interactive compared to conventional methods .
This multiplayer interaction triggers a spirit of healthy competition rarely found in standard written practice methods. The
application is equipped with various types of questions and supported by an engaging interface featuring avatars, real-time
scores, and humorous memes relevant to the students' world . These visual and audio elements create an immersive learning
experience, preventing students from easily feeling bored. Competitive features such as leaderboards and timers have
proven effective in reducing boredom and significantly improving students' retention of the information studied . The time
pressure in the game actually trains students to think quickly and precisely in making decisions. Furthermore, the use of
game-based media in secondary schools is perceived positively by students as it can create a supportive and motivating
learning environment . This positive environment is crucial for building a winning mentality and students' self-confidence in
facing assessment. Students feel more comfortable, experience less anxiety, and ultimately strengthen their understanding
of the evaluated material . This psychological comfort is a key factor in the success of students' cognitive processes when
digesting new information.

Various empirical studies have supported the effectiveness of using Wayground in learning. Al-Jannah et al. found a very
positive response from students regarding the ease of using this application, where they enjoyed the learning process
presented . This positive response indicates that technical barriers are not a significant issue for students in adopting this
technology. This finding aligns with other research concluding that Wayground significantly helps students retain
information in their long-term memory due to a learning process that involves emotional engagement and active interaction .
Strong emotional involvement makes the material studied easier to remember and easier to memorize.

In the pre-observation activities, it was found that this school actively utilizes the Wayground application in the learning
process. According to the subject teacher, this approach has proven to help students feel more enthusiastic because it
presents a fun learning atmosphere through interactive game elements. The skills taught during the assessment in this study
focused on vocabulary and grammar. However, the use of this platform was not intended to limit the scope of learning to
only these two components. This was due to time constraints, which made it impossible for researchers to observe all
language skills simultaneously in a single observation period.

Understanding students' perceptions of using Wayground is crucial because such perceptions are directly correlated with
their motivation and engagement in learning English. Positive perceptions tend to encourage active participation, increase
intrinsic motivation, and boost students' academic achievement . Intrinsically motivated students tend to strive harder to
understand the material and complete the challenges given. Conversely, negative perceptions can hinder learning
enthusiasm. Therefore, this study aims to explore in depth teacher's and students' perceptions of using the Wayground
application as a tool for assessment English language skills, To guide this investigation, the following research questions are
formulated: What are the teacher’s and students’ perceptions of using Wayground as a learning Assessment tool in English
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language teaching?

The results of this study are expected to serve as a practical reference for optimizing the use of technology in educational
Assessment in the future 

II. Methods
This study employed a qualitative research method to explore students’ perceptions of using Wayground as a learning
Assessment in English language teaching . This methodological choice allowed the researcher to delve deeper into the
nuances of students' experiences that cannot be fully captured through quantitative surveys alone. The qualitative approach
was used because it enabled the researcher to gain an in-depth understanding of students’ experiences, feelings, and
opinions in their natural classroom setting . By observing students in their natural environment, the data collected became
more authentic and reflective of their actual response to the Assessment process. 

This design focuses on meaning and interpretation rather than numerical data, allowing the researcher to capture how
students perceive their learning engagement and motivation when using game-based Assessment tools such as Wayground .
Focusing on interpretation ensures that the psychological aspects of Assessment, such as anxiety or satisfaction, are
thoroughly examined. The qualitative approach is ideal for exploring individual perceptions in depth, in line with the
objectives of this study . It provides a space for students to voice their unique perspectives on how digital tools reshape their
assessment experience.

The research was conducted at one of the senior high schools in Sidoarjo. This school was purposively selected as the
research setting based on findings from pre-observation activities, which revealed that the institution actively implements
Wayground as a learning Assessment tool. The pre-observation also indicated that this approach successfully creates an
interactive atmosphere where students show high enthusiasm during assessments.

The participants of this study included one English subject teacher and five students from Class XII-1, comprising three male
and two female students. The teacher was selected as a key informant to provide an educator’s perspective on the practical
implementation, effectiveness, and challenges of using Wayground for learning Assessment. Meanwhile, the students were
selected using purposive sampling based on two main criteria: (1) they have prior experience using Wayground in English
Assessment sessions, and (2) they are willing to participate voluntarily in the study upon the teacher’s recommendation.
These criteria were established to ensure that all participants could provide relevant, professional, and personal insights
regarding their experiences with Wayground as an assessment medium.

The data were collected through semi-structured interviews that were conducted individually in an informal setting. The
interviews were guided by open-ended questions focusing on students’ experiences, perceptions of Wayground features,
encountered challenges, and suggestions for improvement. The use of semi-structured interviews provided a balance
between consistency of questions and flexibility to explore participants' responses in greater depth . This flexibility allowed
the researcher to pursue unexpected but valuable insights that may arose during the conversation. Each interview is
expected to last approximately 15–20 minutes and were recorded with participants’ consent for transcription purposes.

The data obtained from the interviews were analyzed using thematic analysis. The analysis process included data
transcription, coding, identification of recurring patterns, and theme categorization to describe students’ perceptions
comprehensively. Thematic analysis is a qualitative method commonly used to systematically identify, analyse and report
patterns (themes) in data . This systematic approach ensured that the findings are not just anecdotal, but represented
significant trends in how gamified Assessment is viewed. This method allowed the researcher to interpret students’
responses meaningfully and to identify major themes related to engagement, motivation, and the improvement of material
mastery.

The main research instrument used in this study was a semi-structured interview guide adapted from the Technology
Acceptance Model (TAM) framework, as suggested by M. Al-Abdullatif and Ariyanti . The adaptation of this framework
ensures that the questions are theoretically grounded while remaining relevant to the specific context of game-based
Assessment. Furthermore, the instrument was validated by an expert to ensure that the questions accurately elicited the
information required to answer the research objectives.

The research instrument was developed by focusing on three main constructs to measure participants' perceptions in depth.
First, Perceived Usefulness focuses on assessment whether the use of Wayground effectively helps improve material
retention, concept understanding in context, and students' learning motivation. Second, Perceived Ease of Use explores
users' experiences regarding the application's interface, visual design, and various technical difficulties encountered during
the Assessment process. Finally, the Attitude aspect is used to assess participants' emotional responses, such as the level of
enjoyment, confidence, or anxiety when interacting with interactive features such as leaderboards, avatars, and memes. The
implementation of this instrument is divided into two parts to obtain comprehensive data from both the educator and
student perspectives. The interview guide for the subject teacher is presented in Table 1, while the guide for students, which
has been adjusted to the general scope of English language teaching, is presented in Table 2.

  Table 1. Interview Guide for English Teacher 

  NO   ASPECT
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1 Perceived Usefulness
2 Perceived Ease of Use
3 Attitude
Table 1. 
  Table 2. Interview Guide for Students. 

  NO   ASPECT
1 Perceived Usefulness
2 Perceived Ease of Use
3 Attitude
Table 2. 
Result and Discussion

  A. Findings  

Based on research conducted at one of the senior high schools in Sidoarjo, the findings show that students display a high
level of enthusiasm and respond quickly to teacher instructions, indicating a shift from passive information recipients to
active participants who are fully involved in the digital learning ecosystem. This condition is reflected in several key aspects,
namely Perceived Usefulness, which shows that students view the use of digital learning media as providing tangible
benefits in supporting the learning process; Perceived Ease of Use, which indicates that students find the platform easy to
understand and operate; and Attitude, which is reflected in students' positive attitudes towards the application of technology
in learning activities. These findings are further reinforced by in-depth qualitative data, in the form of interviews with
teacher’s and students, as described in the following section.

  1. Teacher's Perceptions 

  Perceived Usefulness  

Perceived Usefulness, from the teacher perspective, refers to the tangible benefits experienced after using Wayground in
learning Assessment activities. This aspect focuses on the impact on the learning process, student engagement, and
assessment of effectiveness in the classroom. Based on interviews, teacher’s observed that the use of Wayground created a
tangible change in the way students participated during the Assessment. Unlike paper-based question sheets, which often
make students passive, the use of Wayground ensures that no students are left behind in the learning process. This platform
transformed assessment from initially unpopular to activities that actively involve the entire class because each student
must answer questions directly through their own devices.

From a practical standpoint, another benefit is the efficiency in identifying material through automatically generated
reports, which helps teacher’s map student understanding and areas that need reinforcement. This information is then used
as a basis for determining the next steps in learning. Thus, Wayground not only helps the assessment process but also
supports teacher’s in making more appropriate learning decisions based on instantly visible results. Furthermore, it is clear
that using Wayground not only creates an active classroom atmosphere but also can manage the class well because all
assessments are automatically managed in Wayground. Affirming this practical advantage, the teacher explained: "We can
manage the class better than with paper-based assessments... it's more interactive and keeps them focused on the task."
(Teacher).

Based on interviews, teacher’s observed that the use of Wayground increases student participation, as students become
more focused, respond to questions more quickly, and actively follow instructions. This means that the Assessment process
is no longer teacher-centered, but rather an activity that involves all students simultaneously. Highlighting this exact shift in
classroom dynamics, the teacher stated: "Paper-based Assessment methods tend to limit interaction, where active
participation is usually dominated by only one or two students. In contrast, Wayground creates a more inclusive and
equitable interaction, because each student is encouraged to actively participate simultaneously through their respective
devices." (Teacher).

However, the teacher’s also emphasized that the effectiveness of Wayground is heavily dictated by the stability of the
school's internet infrastructure. While the platform excels in engagement, its high dependency on a digital network
represents a significant vulnerability in the assessment process. When a connection becomes unstable, the seamless flow of
the Assessment is immediately disrupted, often leading to technical glitches that can frustrate both the educator and the
students. This interruption does not only halt the academic activity but also dissipates the interactive momentum and focus
that had been carefully established in the classroom. Reflecting on this common technical hurdle, the teacher noted: "The
biggest challenge is simply internet. If it's slow, the kids start complaining and the fun stops." (Teacher).

  Perceived Ease of Use  

From the teacher's perspective, perceived ease of use (Ease of Use) is highly dependent on a smooth technical experience
throughout the learning process. This aspect includes how easy the application is to operate, the clarity of the user flow, and
the minimal effort required to carry out Assessment activities in the classroom. Teacher’s found the system very simple and
easy to understand because it didn't require a lot of complicated technical adjustments. This is supported by the highly
intuitive user interface design, where the main dashboard is deliberately kept minimalist so that teacher’s don't feel
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overwhelmed when preparing materials. Regarding this, a teacher stated: "The main dashboard only has a few key menus
like Search, Library, Reports, and Classes. This makes it easy for me as a teacher to find what I'm looking for without
getting lost in complicated sub-menus." (Teacher). Another operational advantage lies in the powerful material search
feature, which eliminates the administrative burden on teacher’s when searching for Assessment questions. The teacher
explained this ease of use by likening it to a popular search engine: "Finding quiz materials is as easy as using Google. Just
type in a keyword, and thousands of ready-to-use quizzes immediately appear." (Teacher).

  

  Figure 1.  

Figure 1. Examples of Search, Library, Reports, and Classes in Wayground

Beyond internal navigation, a prominent usability factor is practical accessibility for students. The teacher explained how
this technology simplifies the process of logging into assessment sessions without complicated procedures: "This application
is easy to use, such that students can easily access it by simply using a code/barcode to enter the Wayground quiz."
(Teacher).
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  Figure 2.  

Figure 2. Examples of Barcodes and Codes in Wayground.

Furthermore, this Assessment process is considered much more practical because teacher’s no longer need to prepare
stacks of question papers or manually distribute answer sheets. These simpler and faster steps help save valuable teaching
time, allowing teacher’s to focus more deeply on delivering the material and directly monitoring each student's progress.
This simple and uncomplicated user experience ultimately creates a sense of comfort for educators who want to continue
integrating technology into their teaching activities.

  Attitude 

The attitude aspect describes teacher’s emotional responses to the use of Wayground in the learning Assessment process.
Unlike usefulness, which focuses on benefits, and ease of use, which emphasises ease of use, attitude is more related to
teacher's feelings, interests, and comfort during teaching. Based on the interview results, teacher’s showed a positive
attitude because the classroom atmosphere became more lively and interactive. Teacher’s feel happy when students show
more active responses during learning. Interactions that previously felt limited are now more visible because students are
directly involved in Assessment activities. “I feel happy when there is interaction... unlike asking “any questions?” and then
being met with silence.” (Teacher). This statement shows that changes in student responses have a real emotional impact on
teacher’s.

In addition, a more dynamic classroom atmosphere makes the teaching process more enjoyable and less monotonous.
Competitive activities that arise naturally also provide positive energy in learning. “It's more lively, more exciting. Especially
when they “battle” with their friends... it triggers their competitiveness and makes them enjoy the process.” (Teacher).
Teacher’s see that students become more enthusiastic and actively involved. This positive attitude makes teacher’s feel more
motivated to teach. When students show enthusiasm, teacher’s also feel more excited to deliver the material. This can be
observed from the increased interaction, student attention, and a more communicative classroom atmosphere. Thus,
teacher's attitudes towards Wayground are formed from their direct experiences during a learning process that feels more
lively and enjoyable.

  2. Students' Perceptions 

  Perceived Usefulness  

From the students’ perspective, Perceived Usefulness relates to the tangible benefits they experienced in understanding the
material during the assessment process. Students saw Wayground not only as a tool for answering questions but also as a
medium that helped them follow a more structured learning flow. This is because the material and quizzes are presented in
a series of mutually supportive activities, making it easier for students to gradually deepen concepts. Regarding the
comprehensiveness of this feature, one student stated:“Wayground includes both quizzes and material, so it's
comprehensive... this helps me understand the material more deeply and in more detail.” (Student 5).
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  Figure 3.  

Figure 3. Examples of quizzes and materials in Wayground.

With the combination of material delivery and live quizzes, students feel the learning process is more focused because they
can immediately practice what has just been explained. This makes them more aware of what they have understood and
what still needs reinforcement. Furthermore, the provision of instant feedback after answering questions is a major
advantage perceived by students. They can immediately identify errors and understand the context of the material
accurately. Regarding this benefit, students explained: “By using Wayground, I understand better because I immediately
know which answers are wrong and which are right... I understand the context of the material I just learned.” (Student
4). This interactive Assessment process ultimately helps students retain information more strongly than conventional
methods. When technical barriers are not encountered, this system allows for a learning experience that is highly optimized
for cognitive absorption. As another student added: “...if the internet is smooth, everything runs smoothly, everyone can
play, and the material enters their brains effectively.” (Student 5). Overall, students view Wayground as a tool that
transforms Assessment from simply giving grades to an integral part of the active learning process. The app's ability to
provide immediate results motivates students to improve their understanding and helps them feel more prepared for future
learning materials.

  Perceived Ease of Use 

Students' perceptions of ease of use are largely determined by practical access and efficient technical experience. One of the
most appreciated aspects is device flexibility; students don't need to go through the process of installing apps that take up
phone memory; instead, they can simply access the app through a web browser. This convenience is further enhanced by the
instant quiz entry system via barcode scanning or unique code input. Regarding the convenience of web access, one student
stated: "This app is very convenient because we don't need to install anything on our phones. Just open it via the web, scan
the barcode or enter the code, and we can immediately join the quiz." (Student 3).

In addition to initial ease of access, the app's navigation system is designed to be highly intuitive, allowing students to
contribute directly without requiring complex technical guidance. The widespread use of smartphones has made learning
interactions feel more natural. This is supported by a student's statement regarding the system's interactivity: "Learning has
become more interactive, and using a smartphone makes it easier for everyone to contribute to Wayground." (Student 4).
Furthermore, the app's "one-click" navigation system eliminates the tedium that typically arises with conventional methods.
The systematic and responsive flow allows students to take quizzes independently and focus fully on the assessment material
without being hampered by technical issues. Another student added: "The system is very simple. We just need to follow the
instructions on the screen, and everything can be done with one click. It's much easier and less tedious than having to write
on paper." (Student 5). Thus, the combination of lightweight web access, convenient use of codes/barcodes, and simple
navigation make Wayground a very user-friendly platform for students in a digital learning environment.

  Attitude 

The attitude aspect of students describes their feelings, interests, and emotional responses when participating in assessment
using Wayground. Unlike usefulness, which focuses on learning benefits, and ease of use, which emphasises ease of use,
attitude is more related to the psychological experience of students during the activity. Students show a positive attitude
because the Assessment feels more enjoyable and less stressful than conventional methods. The attractive visual features
make them feel more relaxed before starting the Assessment. “Wayground is really fun because of its features... we even
have avatars. Sometimes before starting, we have an “outfit battle” with our avatars... it makes us more excited and
energetic.” (Student 1).
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  Figure 4.  

Figure 4. Example of avatar in wayground.

In addition, the ranking feature also creates a sense of challenge to try harder. This sense of challenge encourages students
to be more enthusiastic in answering questions. The more relaxed Assessment atmosphere makes students less afraid of
making mistakes. They feel more confident to try to answer and follow the process until completion. This positive attitude
can be seen from the increased engagement, enthusiastic expressions, and active participation during the activity. Overall,
students' attitudes towards the use of Wayground are shaped by a learning experience that feels more enjoyable, interactive,
and not boring. This makes them more accepting of the use of technology in learning Assessment. Highlighting how this
competitive element specifically drives their motivation, one student explained: "The striking difference is the leaderboard...
it challenges me to think, “Wow, I have to be able to do this” so that my ranking goes up" (Student 2) 
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  Figure 5.  

Figure 5. Example of a leaderboard in Wayground.

  Discussion  

Based on direct classroom observations and in-depth interviews, this study demonstrated that the use of Wayground as a
learning assessment tool received a very positive response from both teacher’s and students.

  Perceived Usefulness 

The findings of this study indicate that Wayground is perceived as highly beneficial by both teacher’s and students. For
students, the integration of interactive materials and quizzes in a structured flow allows them to immediately practice what
they have just learned, resulting in more focused and effective information absorption. For teacher’s, tangible benefits are
seen in the efficiency of classroom management through an automated grading system and instantly available learning
outcome reports. These findings align with Ariyanti, Mulati, & Inawati, who concluded that students have a positive
perception of the use of Wayground, particularly in terms of perceived usefulness, as the platform provides a variety of
resources that increase engagement and make learning more enjoyable. Regarding direct feedback, Liu, Chen, & Huang
found that Wayground allows students to recognize and correct their mistakes immediately, and gamification elements such
as points and instant feedback serve as extrinsic motivators that encourage continued learning engagement . In the context
of classroom management, Suwarni et al. in their study of junior high school students in Palembang found that Wayground's
effectiveness in increasing student attention reached 70.1% and student learning motivation reached 70.3%. This indicates
that this platform is consistently able to maintain student focus and engagement throughout the learning process, thus
helping teacher’s manage classroom dynamics more effectively . This is further reinforced from a teacher perspective by
Zuhriyah & Pratolo who highlighted the post-quiz review screen that allows students to see why their answers were
incorrect, while teacher’s in Lim & Yunus's study utilized the report to make real-time instructional adjustments . This
finding is also supported by Narpila et al. who argued that through Wayground, learning assessment becomes more effective
and efficient because students no longer use paper, considering that traditional paper-based assessments tend to make
students bored and unfocused . 

  Perceived Ease of Use 

Both teacher’s and students in this study agreed that convenience was a key reason for Wayground's acceptance. For
students as users, convenience comes in the form of access without installing additional applications simply through a web
browser, scan a barcode, or enter a unique code to immediately join an assessment session. The intuitive "one-click"
navigation system makes answering questions less tedious than paper-based assessments, which tend to be monotonous. For
teacher’s as content creators, convenience is seen in the availability of a ready-to-use question library, a simple quiz creation
interface, and content sharing features between teacher’s, which significantly reduce the burden of daily administrative
preparation. From the perspective of students as users, Dewi & Astuti in their study examining EFL students' views on
Wayground as an online learning medium found that students considered Wayground very practical because it did not
require complicated registration procedures, where this platform maintained student concentration and motivation
throughout the learning process . In line with this, Vu et al. in their study of EFL students in Vietnam found that the ability
to access Wayground anytime and anywhere through any device prevented students from feeling bored or sleepy during the
learning process, while also making it easier for teacher’s to monitor students' learning progress directly without
complicated technical procedures . In addition, Suwarni et al. revealed that as many as 90% of students considered
Wayground as a practical application to operate, and 80% reported an increase in learning interest after using it, reflecting
how low technical barriers students perceived in accessing this platform . From the perspective of teacher’s as content
creators, Niek & Aziz in their systematic review asserted that teacher’s can create interactive quizzes, conduct real-time
assessments, and provide direct feedback to students through Wayground, while implementation only requires sharing the
quiz link to students who then immediately join and participate without technical procedures that burden the teacher as the
content creator . This was also confirmed by Aulia & Warni in their study, which emphasized that Wayground replaces the
traditional paper-based quiz method by allowing teacher’s to create questions online which also simplifies the assessment
process, where teacher’s can adjust the type of questions, add images, and set the time to work according to learning needs
without requiring high technical skills . However, unstable internet connections, difficulty accessing the platform, and
limited availability of digital devices were consistently reported as obstacles to effective implementation, which occasionally
disrupted class activities and reduced student enthusiasm. 

  Attitude 

The Attitude dimension in this study revealed a significant shift in the emotional atmosphere of the classroom, for both
students and teacher’s. Wayground successfully transformed assessments, typically perceived as stressful, into fun and
motivating challenges. The avatar feature provided a uniquely personalized experience, with students often engaging in
avatar "costume battles" before the session began, effectively lowering their anxiety levels. The leaderboard feature also
triggered a positive adrenaline rush, encouraging students to think more quickly and accurately to improve their standing
among their peers, thus creating more lively and proactive interactions during the assessment. For teacher’s, this more
dynamic classroom atmosphere fostered feelings of enjoyment and motivation in teaching, as previously awkward
interactions became much more real and lively. From the perspective of students as users, this finding is reinforced by
research by Irsyad, Miftakh, & Ridwan who found that in the affective component, students showed a high level of
satisfaction and enthusiasm when using Wayground in class; while in the behavioral component, students became more
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willing to actively participate in class activities due to the interactive and fun nature of Wayground . This is also in line with
the findings of Dzikrullah & Syafi'i who involved 61 intermediate-level EFL students in Indonesia and found that students
enjoyed Wayground and found it fun, interesting, motivating, and exciting because it was different from other platforms .
Specifically regarding the role of the leaderboard feature in shaping student attitudes, Zhang & Crawford emphasized that
the leaderboard feature on Wayground allows students to compete in quizzes, thereby increasing their motivation and
activeness, where students feel happy because answering questions via mobile phones creates a new atmosphere different
from working on assignments on paper. From the perspective of teacher’s as content creators, Nurlela et al. in their
research in Kampung Inggris Semarang noted that gamification elements such as points, leaderboards, and visual feedback
that can be configured by teacher’s stimulate students' intrinsic motivation and create a dynamic learning experience, which
in turn influences teacher’s perceptions and enthusiasm in designing more creative and diverse assessment content .
Similarly, Zhang & Crawford revealed that when teacher’s design game-based activities in the classroom, boring language
phenomena can be transformed into lively and engaging teaching methods, and that the internal and external motivations
fostered through teacher-designed gamification-based assessment content will influence students' future English learning
practices. Nevertheless, this positive attitude does not come without risks . This study found that leaderboard transparency
can have a negative psychological impact on lower-ranking students, making them vulnerable to feelings of inferiority and
social pressure. Nugroho et al. in their study of 62 EFL students in Indonesia using Keller's ARCS framework found that
although gamification through Wayground was generally successful in reducing test anxiety, students' confidence and
comfort levels during quizzes were significantly influenced by their perceptions of their relative performance compared to
their peers . This emphasizes that managing competitive features designed by teacher’s as content creators needs to be
done wisely so that the platform's motivational benefits can be felt equally by all students, not just those at the top.

Nonetheless, despite all its advantages, using Wayground as a digital assessment tool still has several downsides and
challenges that need to be managed wisely. The most crucial obstacle is the very high dependence on internet network
stability. As a result, Wayground is not optimally used in schools that have a slow internet connection. Sudden signal
disruptions can interrupt assessment sessions, disrupt concentration, and immediately lower students' learning motivation
[26]. This finding is in line with Niek & Aziz who in their systematic review consistently identified unstable internet
connectivity, difficulty accessing the platform, and limited device availability as the most frequently reported barriers to
effective implementation of digital quiz platforms, which directly disrupts the flow of learning sessions . Furthermore, there
is a risk of superficial learning, where time pressure in games sometimes makes students tend to answer as quickly as
possible for points without truly understanding the essence or deeper meaning of the questions [27]. Reliance on external
rewards such as rankings also risks reducing intrinsic learning interest if game elements begin to feel ordinary or
monotonous for students [28]. This risk is reinforced by a systematic review analyzing 40 studies and finding that while
gamification has a positive effect on student motivation, in the long term, this motivation can decline as the novelty and
extrinsic rewards, which only generate short-term motivation, wear off. Finally, the transparency of the leaderboard feature
can actually backfire psychologically on students. Consistent with Margaretha and Leonardo's findings, these public
rankings often make lower-ranked students feel insecure and embarrassed, making them vulnerable to envy and bullying
[29]. Rather than motivating, the mental stress of thinking about rankings actually impairs students' focus and concentration
on subsequent questions. This is also confirmed by Zhang & Hasim, who identified that competitive elements such as
leaderboards can induce high levels of learning anxiety in some students and potentially hinder their academic performance
.

IV. Conclusion

The use of the Wayground platform in English language learning assessment at one of the senior high schools in Sidoarjo
has brought about a significant transformation in classroom dynamics. Assessment, previously often perceived as a tedious
or daunting burden, have now become interactive and enjoyable activities through gamification elements. Wayground
successfully encourages active student participation, with each student having an equal opportunity to contribute through
their own devices, ensuring that no one is left behind in the learning process. Psychologically, features such as avatars and
leaderboards create a healthy competitive atmosphere, which has been shown to increase intrinsic motivation, enthusiasm,
and self-confidence. This ultimately helps students absorb English material more effectively because they are in a relaxed
and focused mental state. For teacher’s, the platform provides tangible efficiencies through its automated grading system
and instant reporting, allowing for more accurate mapping of student understanding and facilitating subsequent learning
decisions. Overall, Wayground serves not only as a technical assessment tool but also as an effective bridge between
students' digital habits and the school's academic needs. 

Based on the research findings, several recommendations are available for optimizing the use of technology in educational
Assessment. First, schools are strongly advised to continue strengthening their internet infrastructure, including providing
dedicated bandwidth allocations during assessment periods to prevent technical issues that could disrupt learning
momentum. Second, teacher’s are expected to focus more than just on final quiz scores, but also to consistently hold post-
assessment discussion sessions to ensure a deep understanding of concepts and avoid shallow answer patterns. Third, app
developers are strongly encouraged to add an offline mode feature and the option to hide public leaderboards to
accommodate connection limitations and maintain student psychological well-being. Finally, future researchers are advised
to conduct long-term experimental studies with a larger sample size to measure the concrete impact of using this platform
on improving students' cognitive learning outcomes in English.
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