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Abstract

The rapid development of digital technology has made Generation Z inseparable from social media and gadgets, causing
learning fatigue to become a common problem in educational environments. Low student engagement and intense interaction
with technology can actually be an opportunity to use it as a learning tool that encourages motivation and improves learning
outcomes. Joyful learning is presented as a solution to overcome this learning fatigue. One relevant approach is gamification,
which can create a more engaging learning experience. This study aims to determine the impact of gamification, specifically
through the Zep Quiz application, on student motivation and learning outcomes. The method used is a quasi-experimental
design, which compares the learning outcomes of students who participate in gamified learning with those who do not. The
results show that the application of gamification through Zep Quiz improves student learning outcomes. In addition,
gamification has been proven to encourage motivation and engagement, as well as create a joyful learning atmosphere that
strengthens material comprehension and knowledge retention. These findings support the theory that gamification is an
effective strategy for improving the quality of the learning process.
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as an uncomfortable learning environment and
1. Introduction atmosphere, may cause students to feel bored with the
lessons taught by their teachers [9].

Student boredom in learning and the intense
interaction with gadgets that Generation Z engages in
can be an opportunity for the use of technology in
learning to increase student motivation and learning
outcomes. The use of student learning media and their
involvement[10]. Research results show that social
media platforms such as Facebook, TikTok,
Instagram, and YouTube can be used as learning
media. Social media also helps learning by improving

The rapid development of digital technology has
made Generation Z inseparable from social media and
technology. Generation Z is highly dependent on the
internet[1]. Technology has become a part of the lives
of Generation Z [2]. Generation Z has been involved
with technological advances since birth[3]. Social
media users, including Gen Z, are increasingly
familiar with it because it can fulfill many of their
needs, such as information, entertainment, promotion, the quality of learning and making learning activities
and building relationships with other netizens [4]. more effective [11].

Many Generation Z spend time surfing the internet, Learning outcomes are an important

such as the web and social media [5]. indicator in evaluating the success of the learning

Many students easily get bored when process. Learning outcomes reflect changes in student
studying. Learning fatigue is a problem often faced by pehavior in terms of knowledge (cognitive), attitude
students in a learning environment [6]. Repetitive or (affective), and  skills (psychomotor) after
unchanging learning makes students bored and lose participating in a learning process [12], [13]. Learning
focus, which makes learning ineffective and difficult  outcomes reflect the extent to which students are able
to achieve goals [7]. One of the problems that can o achieve the basic competencies set out in the
arise during the learning process is fatigue, which can curriculum. In a study conducted by Learning
make it difficult [8]. For several reasons, including the outcomes are also influenced by various internal

process ininteresting or monotonous learning, as well factors such as student motivation, interest, and self-
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confidence, as well as external factors such as
learning methods, the role of teachers, and the
learning environment[ 14].

The cognitive domain covers aspects of
thinking such as remembering, understanding, and
creating; the affective domain covers attitudes and
values; and the psychomotor domain covers practice
and motor skills. The integrative educational
taxonomy integrative develops and connects these
three domains and emphasizes the importance of
balancing them to achieve optimal learning outcomes
[15].

Motivation affects how hard students try to
learn. It also affects their academic results. In this
situation, teachers act as strategic directors,
facilitators, and motivators for students. Research
conducted by [16] found that the role of teachers is
very important in fostering students' desire to learn, it
was found that students experience a tendency to
withdraw from learning activities due to a lack of
motivation and selfconfidence. Research conducted
by [17] found that students have a greater tendency to
study independently when they have higher levels of
motivation. This finding shows the importance of
building intrinsic motivation that comes from within
students rather that relying on external factors.

Joyful learning is here to overcome various
problems of student boredom in learning so that if
learning outcomes decline with previous learning
methods, by using a joyful learning model, student
learning outcomes can increase[18]. This approach
not only increases learning motivation and student
engagement, but also helps them understand and
practice Islamic principles [19].

The application of gamification was initially
used more in the field of marketing, before finally
being widely applied in the field of education. This
shift was based on the belief that gamification can be
used to help students find a balance between
achieving learning objectives and fulfilling their
evolving learning needs. Simply put, gamification is
understood as the use or application of game design
elements in a non-game contex[20].

To effectively implement gamification, a
sufficient understanding of the concept and its
application is required the concept and its application,
so that learning objectives and benefits can be
achieved optimally. Gamification is the integration of
game mechanics designed to enhance user
engagement, enjoyment, and loyalty[21].

In the learning process, gamification is
positioned as an approach that utilizes game elements
to motivate students. The media used in this approach
is also considered capable of capturing students'
interest and inspiring them to continue to be involved
in the learning process. Game-based learning is

believed to create a more enjoyable learning
atmosphere, while encouraging the involvement of all
students regardless of status[22]

The application of gamification is one example of
an effort to create enjoyable learning to improve
learning outcomes. Students show greater interest and
enthusiasm in learning activities and achieve improved
academic results with the application of gamification in
learning [23].

In an effort to improve learning outcomes,
innovative learning approaches have become one
solution. For example, the Problem Based Learning
(PBL) approach has been proven to improve learning
outcomes because it requires students to think critically,
solve problems, and work together [24]. In addition,
the use of interactive digital media can increase student
engagement in the learning process, which in turn has a
positive impact on learning outcomes. In the context of
online learning, the use of interactive and collaborative
learning applications also contributes significantly to
improving student learning outcomes [25].

Junior High School 6 Ponorogo as adequate
facilities in the field of information technology.
Students are provided with tablets to support their
learning. Against this background, the researcher will
conduct research related to the use of gamification,
namely Zep Quis, in order to realize joyful learning to
improve student learning outcomes.

The rapid expansion of digital technology has
shaped the learning behavior of Generation Z, whose
daily activities are closely tied to gadgets and social
media platforms. This condition, however, often leads
to learning boredom when instructional methods
remain monotonous and fail to engage students
actively. Reduced motivation negatively affects
students’ achievement across cognitive, affective, and
psychomotor domains. Hence, it is crucial for schools
to adopt innovative learning approaches that
correspond to the digital preferences of today’s
learners.

Joyful learning emerges as a relevant strategy to
address learning fatigue by fostering meaningful,
enjoyable, and participatory learning experiences.
Gamification aligns with this principle by integrating
game mechanics into educational contexts to increase
motivation and sustain engagement among learners.
Considering that SMP Negeri 6 Ponorogo provides
digital learning facilities and student access to personal
tablets, the use of the Zep Quiz application offers an
opportunity to implement a game-based learning
environment. Therefore, this study examines the
effectiveness of Zep Quiz in improving students’
motivation and learning outcomes.

Research Problem Statements
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1. Does the implementation of gamification
using the Zep Quiz application influence the
learning outcomes of seventh-grade students
at SMP Negeri 6 Ponorogo?

2. How does Zep Quiz
motivation toward learning?

affect students’

3. What are students’ responses to the use of
gamification as part of joyful learning?

Research Objectives

1. To analyze the effect of Zep Quiz on students’
learning outcomes.

2. To investigate the contribution of Zep Quiz to
students’ motivation.

3. To explore students’ perceptions of joyful
learning through the use of Zep Quiz.

2. Methods

This study uses a quasi-experimental design
(NonEquivalent Control Group Design) to assess the
effect of gamification using the Zep Quiz application on
student motivation and learning outcomes. The research
subject consisted of two seventh-grade classes at Junior
High School 6 Ponorogo, namely class VII-H as the
experimental class that received learning with
gamification and class VII-G as the control class that
received learning without gamification.

The study involved 54 seventh-grade students from
SMP Negeri 6 Ponorogo. The experimental group
(Class VII-H) consisted of 28 students (15 female, 13
male), while the control group (Class VII-G) consisted
of 26 students (14 female, 12 male). All students were
provided with school-managed tablet devices connected
to classroom internet services, enabling equal access to
the Zep Quiz platform throughout the learning activities

The research instruments included learning outcome
tests (pretest—posttest) and interview questions related
to learning motivation. The research procedure
included: (1) administering a pretest to both classes, (2)
implementing learning with and without gamification,
and (3) administering a posttest and motivation
questionnaire. Data analysis was performed using
descriptive statistics and a difference test (t-test) to
compare the learning outcomes of the two classes.

3. Results and Discussions

Research quasi-experimental conducted at
SMP Negeri 6 Ponorogo showed that the application of
gamification through the Zep Quiz platform had a
positive impact on student learning outcomes and
motivation. Based on Table 1 of the student learning test
results, the average score for the experimental class
(VII-H) was 90.64, while the control class (VII-G)

obtained an average of 83.07. Thus, there was a
difference of 7.57 points, indicating that gamification-
based learning was able to significantly improve
academic performance compared to conventional
learning.

Table 1. Student Learning Test Data

Class Number Avera Value Value
Student  ge >85 <80

VIIG 26 83,03 60% 20%

VIIH 28 90,64 85% 5%

The distribution of student scores also shows a
striking difference between the two groups. In class
VIIH, 85% of students achieved scores above 85, and
only 5% scored below 80. In contrast, in class VII-G,
only 60% of students scored above 85, while 20%
scoredbelow 80. This data shows that the use of
gamification not only increases the average score but
also helps to reduce the gap in academic achievement
between students.

In addition to quantitative results, qualitative
data was obtained from interviews with three students
in class VII-H. Respondent 1 stated that the interactive
quiz format on Zep Quiz made learning feel more
enjoyable and easier to memorize. This response is
consistent with the increase in the average score of the
experimental class. Respondent 2 revealed that the
attractive visual display and appropriate level of
difficulty of the questions reduced boredom and
improved understanding of the material. Meanwhile,
Respondent 3 highlighted that the ranking feature
encouraged competitive motivation and triggered a
desire to learn more material outside of class. Overall,
the students responses showed that Zep Quiz succeeded
in creating ajoyful learning atmosphere that increased
engagement and motivation to learn.

The results of the study show that
gamificationbased learning can significantly improve
learning outcomes. The average difference of 7.57
points between the experimental class and the control
class shows that game elements such as points, levels,
challenges, and ranking systems play a role in
increasing students' intrinsic motivation. This
improvement is in line with gamification theory, which
states that the integration of game mechanics can
increase engagement, material retention, and learning
satisfaction
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Figure 1. Students using Zep Quiz in learning
Bl

Discussion

Research results at SMPN 6 Ponorogo show
that the application of gamification through Zepquiz
improves student learning outcomes, with the average
score for class VII-H (90.64) being 7.57 points higher
than class VII-G (83.07), as well as receiving positive
responses from students regarding engagement and
motivation. These findings are in line with previous
studies in the last five years, such as a study that found
that gamification in science learning in secondary
schools increased academic achievement by up to 8%
compared to conventional methods, with elements such
as points and leaderboards as the main drivers.
However, this study is unique because it uses Zepquiz,
which integrates an interactive quiz format similar to
television games, which students found more engaging
and helpful for material retention.

The more even distribution of scores in the
experimental class also shows that gamification can
help students with varying abilities achieve better
academic performance. These findings reinforce the
results of previous studies that reported gamification
can improve academic achievement by up to 8%
compared to conventional methods, especially through
competitive elements and direct feedback. In addition,
Zep Quiz has a unique feature in the form of an
interactive quiz format that resembles a television game
show, which has been proven to attract students' interest
and accelerate the process of understanding the
material, as reflected in the students' responses.

The findings of this study are in line with the

study [26] showing that visual elements and the
dynamics of challenges in gamification can reduce
boredom and increase student focus. The results of this
study also expand on the findings of [27] which states
that gamification is more effective in certain subjects.
This study shows that gamification is also effective in
memorization-based material through repetitive and
engaging quiz mechanisms [28].

In addition, the results of this study support the
view [29] hat the effectiveness of gamification is highly

dependent on the design of the platform used. In this
context, the ranking feature, attractive color display, and
proportional level of difficulty of questions in Zep Quiz
have been proven to increase students' intrinsic
motivation, encouraging them to engage more deeply
during and outside of class hours.

The results indicate that the application of Zep
Quiz significantly enhances learning outcomes, as
evidenced by the 7.57-point mean score difference
between the experimental and control classes. This
improvement occurs because gamification elements
such as points, ranking, time-based challenges, and
immediate feedback stimulate intrinsic motivation,
encouraging students to study more actively and
consistently. This psychological engagement fosters
deeper cognitive processing and better knowledge
retention.

Functionally, Zep Quiz enhances engagement
through its visual interface, real-time scoring, and
proportional question levels that reduce boredom and
help students concentrate for longer periods.
Competitive ranking further stimulates students’ desire
to perform better, transforming evaluation activities into
entertaining learning experiences.

In comparison with previous studies, which
concluded that gamification increases academic
achievement and classroom participation, this research
offers distinct findings due to its use of a television
game-style quiz format. Students reported that this
format was more enjoyable and memorable than
conventional quiz applications, helping them internalize
content more quickly and with greater enthusiasm

3. Conclusions

This research confirms that gamification
through the Zep Quiz application effectively improves
student learning outcomes while creating a joyful
learning environment in junior secondary education.
The quantitative results demonstrate a substantial
improvement in academic achievement, as seen in the
higher average score of the experimental group and the
greater proportion of students achieving scores above
85. These findings suggest that game-based learning
fosters not only academic success but also equitable
learning outcomes across diverse student ability levels.

The qualitative evidence further reinforces the
positive impact of Zep Quiz. Students reported that
interactive quiz features encouraged them to participate
actively, compete fairly, and concentrate more
effectively during lessons. Visual displays, real-time
feedback, and a television-style game format helped
students retain information longer and understand
materials more independently. These results indicate
that gamification stimulates intrinsic motivation, which
plays a significant role in improving concentration,
engagement, and academic performance. Hence, Zep
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Quiz supports not only cognitive development but also
socio-emotional engagement in learning.

Overall, this study highlights the strong potential of
gamification as an innovative instructional strategy in
responding to the learning characteristics of Generation
Z. Since today’s learners prefer interactive, visual, and
technology-driven tasks, Zep Quiz offers an effective
solution to minimize learning boredom and support
competency achievement. Therefore, the integration of
gamification should be expanded across subjects that
require content mastery, repetition, and evaluation.
Schools and teachers are encouraged to adopt gamified
learning designs to create sustainable joyful learning
environments that meet the evolving demands of
digital-era education.

Recommendations and Future Use of Zep Quiz

1. Teachers need training in designing gamified
assessments to ensure Zep Quiz supports competency
mastery rather than competition alone.

2. The application may be adopted across other
subjects requiring memorization and conceptual
reinforcement (e.g., Science, Social Studies, and
Language learning).

3. Future research should explore adaptive features
within Zep Quiz, including automated difficulty
adjustment, reward—project integration, and long-term
motivation tracking.
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