
 

 

STUDENTS’ SATISFACTION IN ENGLISH LEARNING THROUGH WAYGROUND: A 

QUANTITATIVE STUDY IN INDONESIAN JUNIOR HIGH SCHOOL 

 

Maharani
1
, Yessicka Noviasmy 

2
, Zulfah Fakhruddin

3
, Nurul Hasanah

4
 

 
1,2,3,4

Institut Agama Islam Negeri Parepare 

E-mail: 
1
mahar200804@gmail.com, 

2
yessickanoviasmy@iainpare.ac.id, 

3
zulfah@iainpare.ac.id, 

4
nurulhasanah@iainpare.ac.id  

 

ABSTRACT 

This study investigates students’ satisfaction with English language learning 

facilitated through the Wayground application in an Indonesian Islamic junior 

high school context. Specifically, it examines students’ levels of satisfaction 

across four key dimensions: perceived usefulness, perceived ease of use, 

system quality, and overall learning experience among eighth-grade learners. 

Employing a descriptive quantitative approach, the study involved 33 

participants selected through a total sampling technique. Data were gathered 

using a 20-item questionnaire developed based on the Technology Acceptance 

Model (TAM) and the Information Systems Success Model, and subsequently 

analyzed using descriptive statistical methods. The results indicate that 

students report consistently high levels of satisfaction across all measured 

dimensions. The Wayground application is viewed as beneficial, user-friendly, 

and effective in enhancing students’ engagement, motivation, and overall 

learning experiences in English language instruction. The findings offer 

valuable insights for English teachers, instructional designers, and educational 

policymakers seeking to integrate gamified digital learning platforms into EFL 

classrooms, particularly at the junior high school level. Furthermore, this 

study enriches the existing body of literature by providing empirical evidence 

on learners’ satisfaction with the Wayground application within the context of 

Indonesian Islamic junior high schools, an educational setting that remains 

underrepresented in previous research. 
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1. INTRODUCTION  

English is taught as a foreign 

language (EFL), and achieving proficiency in 

the language has become increasingly 

essential for learners’ academic advancement 

and future professional development (Ajaka, 

2019). Junior high school students, in 

particular, are at a crucial stage of language 

acquisition, where both cognitive and 

affective factors influence their ability to 

engage effectively in English learning. 

However, many students face challenges, 

such as limited exposure to authentic 

language use, teacher-centered instruction, 

and low intrinsic motivation, which may 

reduce engagement and learning outcomes 

(Badjie & Velankar 2023). In this regard, 

English learning should not only focus on 

general language instruction but also 

consider learners’ actual needs, proficiency 

levels, and learning preferences. (Noviasmy, 

2025) emphasize that needs-based English 

instruction can help learners engage with 

materials that are more relevant, practical, 

and meaningful to their learning context.  

Technology-enhanced learning (TEL) 

has emerged as a promising strategy to 

address these challenges by offering 

interactive, flexible, and personalized 

learning environments (Malik, 2023). 

Mobile-assisted language learning is also 
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relevant to this study because EFL learners 

generally show positive perceptions toward 

mobile applications as flexible and 

supportive tools for learning English (Darsih 

& Asikin, 2020). TEL encompasses e-

learning platforms, mobile applications, and 

gamified learning, enabling students to 

interact with content, receive immediate 

feedback, and participate in collaborative 

activities. Gamification, as a core element of 

TEL, applies game-based elements such as 

points, badges, leaderboards, and levels to 

non-game learning contexts to increase 

motivation and engagement. A meta-analysis 

by (Sailer & Homner 2020) confirms that 

gamification can positively affect cognitive, 

motivational, and behavioral learning 

outcomes; therefore, the use of game-like 

elements in Wayground is theoretically 

relevant for English learning. Similarly  

(Huang et al., 2020) argue that gamification 

in educational settings can support learning 

outcomes, although its effectiveness depends 

on appropriate instructional design and 

classroom implementation. Prior research 

demonstrates that gamified learning 

platforms improve motivation, engagement, 

and satisfaction in EFL settings (Al-

Khresheh 2025; Temel 2024) 

Found that Kahoot Games 

Application improved eighth-grade students’ 

vocabulary mastery, indicating that digital 

game-based tools can support vocabulary 

learning through interactive practice (Belinda, 

2025). Reported that Kahoot! positively 

affects learning performance, classroom 

dynamics, students’ attitudes, and anxiety, 

suggesting that game-based quiz platforms 

can create a more engaging classroom 

atmosphere (Wang & Hsu, 2020). 

Empirical evidence from (Noviasmy 

et al., 2023), shows that Quizizz, as a 

gamified assessment tool in an EFL 

classroom, generated positive student 

responses, with 85% of students preferring 

Quizizz to paper-based assessment and 

Google Forms. This finding indicates that 

interactive digital platforms can support 

students’ engagement and satisfaction in 

language learning. 

In addition, empirical evidence from 

Quizizz, a widely used gamified assessment 

tool, shows that interactive digital platforms 

can enhance student engagement, motivation, 

and confidence in EFL learning, providing a 

participatory and enjoyable experience 

(Noviasmy et al., 2023). A systematic review 

by (Lim & Yunus, 2021) also indicates that 

Quizizz is perceived by teachers as an 

effective, feasible, and motivating platform 

for English teaching and learning These 

findings highlight the effectiveness of 

gamified and interactive applications in 

facilitating learning while supporting 

students’ intrinsic motivation and 

metacognitive engagement. 

The Wayground application is 

designed as an interactive, gamified tool for 

English learning, particularly to support 

vocabulary practice, quizzes, and classroom 

activities. Similar to findings on Quizizz, 

Wayground incorporates immediate feedback, 

gamification elements, and interactive tasks 

to foster engagement and motivation. 

According to the Technology Acceptance 

Model (TAM), perceived usefulness and 

perceived ease of use influence learners’ 

attitudes and satisfaction toward technology-

mediated instruction (Davis, 1989). 

Additionally, the Information Systems 

Success Model emphasizes the role of system 

quality, information quality, and service 

support in shaping user satisfaction (DeLone, 

W. H., & McLean, 2003). 

Despite prior studies on gamification 

and TEL, limited research has explored 

students’ subjective satisfaction with 

interactive platforms like Wayground in 

Indonesian junior high school EFL contexts. 

Most prior studies focus on motivation, 

engagement, or learning outcomes, rather 

than learners’ personal satisfaction, which is 

crucial for evaluating educational quality 

https://jurnal.univpgri-palembang.ac.id/index.php/esteem?msclkid=225fa518c3a011eca85096ed11f39bf2
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(Temel, 2024; Yu, 2023). The integration of 

Quizizz evidence further supports the 

rationale for using gamified, interactive 

applications in EFL instruction, highlighting 

the potential impact on engagement and 

enjoyment. 

This study aims to investigate 

students’ satisfaction in English learning 

using the Wayground application among 

eighth-grade students at MTs Nurul Ilmi 

Barukku, Indonesia. Specifically, it examines 

satisfaction across four dimensions: 

perceived usefulness, perceived ease of use, 

system quality, and learning experience. By 

providing empirical evidence, this research 

seeks to inform educators, instructional 

designers, and policymakers about effective 

ways to implement gamified applications in 

EFL classrooms, contributing to the growing 

literature on technology-enhanced, student-

centered language learning 

2. LITERATURE REVIEW 

2.1 English Language Learning in the 

EFL Context 

English as a Foreign Language (EFL) 

refers to the teaching and learning of English 

in countries where English is not the primary 

language of communication. In Indonesia, 

EFL learning is shaped by educational 

policies, cultural norms, and limited exposure 

to authentic English environments (Ajaka, 

2019). Students often face challenges 

including insufficient instructional time, 

reliance on teacher-centered methods, and a 

lack of interactive practice opportunities, 

which can lead to low motivation, limited 

engagement, and suboptimal learning 

outcomes. Despite these challenges, 

Indonesian EFL students generally display 

positive attitudes toward learning English, 

but require dynamic and participatory 

approaches to achieve effective learning 

(Ajaka, 2019). 

Active student engagement is 

essential for successful EFL learning. 

Research indicates that students with higher 

engagement levels demonstrate improved 

academic performance, motivation, and 

autonomy. Traditional teacher-centered 

approaches often fail to sustain student 

involvement, prompting the adoption of 

innovative instructional strategies such as 

gamification, blended learning, and mobile-

assisted language learning (Malik, 2023; 

Metwally, 2025). These methods aim to 

provide more interactive, meaningful, and 

engaging experiences, addressing gaps in 

conventional classroom practices. 

2.2 Technology-Enhanced Learning 

and Gamification 

Technology-enhanced learning (TEL) 

integrates digital tools into instruction to 

improve learning outcomes, motivation, and 

engagement (Al-Khalidi, 2021; Andoniou, 

2024). TEL encompasses e-learning 

platforms, mobile applications, interactive 

simulations, and game-based learning, 

offering personalized, flexible, and self-

paced learning experiences.  

Gamification has been widely 

applied in language learning to enhance 

engagement, maintain interest, and improve 

knowledge retention (Al-Khresheh, 2025). 

Empirical evidence shows that gamified 

platforms positively affect motivation and 

satisfaction. For instance, (Yu, 2023) found 

that gamified vocabulary applications 

improved student satisfaction and perceived 

learning outcomes compared to traditional 

approaches. Similarly, (Temel et al., 2026), 

reported that gamification enhanced course 

satisfaction through mechanisms of 

autonomy, competence, and relatedness, 

supporting self-determination theory in 

educational contexts. 

2.3 Students’ Satisfaction in 

Technology-Mediated Learning 

Students’ satisfaction is a key 

indicator of learning quality, particularly in 

technology-mediated environments ((Thakur, 

https://jurnal.univpgri-palembang.ac.id/index.php/esteem?msclkid=225fa518c3a011eca85096ed11f39bf2
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2019; Ali et al., 2023). It reflects learners’ 

perceptions of usefulness, ease of use, 

engagement, and overall enjoyment (Zhao, 

2024). Satisfaction is strongly associated 

with motivation, active participation, and 

continued use of digital tools, which 

ultimately contribute to improved learning 

outcomes (Karoui, 2025). 

The Technology Acceptance Model 

(TAM) provides a theoretical framework to 

understand how perceived usefulness and 

ease of use influence satisfaction (Davis, 

1989; Wedari et al., 2022) According to 

TAM, learners who perceive a system as 

beneficial and easy to operate are more likely 

to develop positive attitudes and satisfaction 

toward the technology. Additionally, the 

Information Systems Success Model 

emphasizes system quality, information 

quality, and service support as critical factors 

in shaping user satisfaction (DeLone, W. H., 

& McLean, 2003). Applied to EFL learning, 

these models suggest that interactive, reliable, 

and well-supported applications enhance 

students’ satisfaction. 

Interactive learning applications 

provide structured engagement, immediate 

feedback, and opportunities for collaboration. 

Features such as quizzes, gamification 

elements, and real-time tracking help 

maintain students’ interest and reinforce 

learning outcomes (Amador et al., 2016; 

Prabowo et al., 2019). In EFL classrooms, 

these tools support vocabulary, grammar, and 

comprehension skills in an interactive and 

enjoyable manner, especially for adolescent 

learners who benefit from multimodal 

learning experiences (Nadolny et al., 2020; 

Van Ginkel et al., 2020). 

The Wayground application 

exemplifies an interactive gamified platform 

for EFL learning. It integrates quiz-based 

exercises, immediate feedback, and 

gamification elements, fostering motivation 

and engagement. Research shows that such 

platforms can support self-paced learning, 

immediate correction, and collaborative 

problem-solving, leading to higher 

satisfaction (Alegre, 2023). Wayground 

addresses common challenges in Indonesian 

EFL classrooms, including limited exposure 

to authentic language use and minimal 

interactive opportunities. 

3. METHODS 

This study employed a descriptive 

quantitative research design to examine 

students’ satisfaction in English language 

learning using the Wayground application at 

MTs Nurul Ilmi Barukku. A quantitative 

approach was deemed appropriate as it 

allows systematic collection and statistical 

analysis of numerical data to describe 

students’ perceptions and satisfaction 

objectively (Creswell & Creswell, 2017). The 

study focused on measuring satisfaction 

across four dimensions: perceived usefulness, 

perceived ease of use, system quality, and 

learning experience, guided by the 

Technology Acceptance Model (TAM) and 

the Information Systems Success Model 

(DeLone & McLean, 2003). 

The participants consisted of 33 

eighth-grade students, representing the total 

population of the target class. The study 

employed a total sampling technique, 

including all members of the population in 

the sample (Sugiyono, 2019). This method 

ensures that data reflects the perspectives of 

the entire class without sampling bias. All 

participants had prior experience using the 

Wayground application during English 

learning sessions, enabling them to provide 

informed responses regarding the platform’s 

usability, effectiveness, and overall 

satisfaction. 

Data were collected through a 

structured questionnaire adapted from TAM 

and the Information Systems Success Model 

(Davis, 1989; DeLone, & McLean, 2003). 

The instrument comprised 20 items 

categorized under perceived usefulness, 

perceived ease of use, system quality, 

https://jurnal.univpgri-palembang.ac.id/index.php/esteem?msclkid=225fa518c3a011eca85096ed11f39bf2
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learning experience, overall satisfaction, 

continuance intention, and recommendation 

intention. Responses were recorded using a 

five-point Likert scale, ranging from 1 

(strongly disagree) to 5 (strongly agree), a 

common approach to quantifying subjective 

perceptions in satisfaction research (Yu, 

2023; Temel et al., 2026). 

Prior to data collection, the 

questionnaire underwent validity and 

reliability testing. Validity was assessed 

using the Pearson Product-Moment 

correlation to ensure that each item 

accurately measured students’ satisfaction. 

Items with correlation coefficients exceeding 

the critical value at a 0.05 significance level 

were deemed valid. Reliability was measured 

using Cronbach’s Alpha, which yielded a 

coefficient of 0.956, indicating excellent 

internal consistency and confirming that the 

instrument reliably measures students’ 

satisfaction (Sugiyono, 2019; Creswell & 

Creswell, 2017). 

The questionnaire was administered 

in a supervised classroom setting after 

students completed English learning 

activities using the Wayground application. 

Clear instructions were provided to guide 

participants in responding to each item, 

ensuring they had sufficient experience with 

the platform to provide meaningful 

evaluations. 

Descriptive statistical analysis, 

including mean scores and standard 

deviations, was applied to summarize 

students’ satisfaction levels across the 

different dimensions. Higher mean scores 

indicate higher satisfaction, while standard 

deviations provide insight into the 

consistency of responses among participants 

(Creswell & Creswell, 2017). This analysis 

allowed the identification of which aspects of 

the Wayground application most strongly 

contributed to students’ satisfaction and 

provided empirical evidence to guide future 

implementation of gamified learning tools in 

EFL classrooms. 

 

4. RESULTS AND DISCUSSION 

The study aimed to examine students’ 

satisfaction in English language learning 

using the Wayground application. Data were 

collected from 33 eighth-grade students at 

MTs Nurul Ilmi Barukku using a 20-item 

questionnaire measured on a five-point Likert 

scale. Overall, students reported high levels 

of satisfaction across all measured 

dimensions, including perceived usefulness, 

perceived ease of use, system quality, and 

learning experience. Descriptive analysis 

indicated that most students rated the 

application positively, demonstrating that 

interactive digital tools can enhance 

engagement, motivation, and learning 

outcomes in EFL classrooms.  

4.1 Students’ Satisfaction Scores  

Table 1 presents the mean scores of 

students’ responses to each item. Scores 

ranged from 3.0 to 5.0, with the highest 

ratings observed for items related to overall 

satisfaction and willingness to continue using 

Wayground. The aggregate mean total score 

was 86.2 out of 100, reflecting generally 

positive perceptions of the learning 

application. Among the dimensions, learning 

experience recorded the highest mean score 

(4.4), followed by perceived usefulness (4.5), 

continuance intention (4.5), recommendation 

intention (4.5), perceived ease of use (4.3), 

and system quality (4.2). 

Table 1. Students’ Satisfaction Scores toward Wayground Application 

 

Aspect Item Mean Score Interpretation 

Perceived Usefulness Q1–Q4 4.5 High 

Perceived Ease of Use Q5–Q8 4.3 High 

System Quality Q9–Q10 4.2 High 

https://jurnal.univpgri-palembang.ac.id/index.php/esteem?msclkid=225fa518c3a011eca85096ed11f39bf2
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Learning Experience Q11–Q14 4.4 High 

Overall Satisfaction Q15–Q16 4.6 Very High 

Continuance Intention Q17–Q18 4.5 High 

Recommendation Intention Q19–Q20 4.5 High 

 

 

4.2 Interpretation and Discussion 

The findings indicate that students 

perceive Wayground as a valuable, easy-to-

use, and engaging tool for English learning. 

Perceived usefulness scored high, 

demonstrating that students found the 

application effective in enhancing vocabulary 

retention, comprehension, and overall 

learning outcomes (Wedari et al., 2022). 

Students noted that the application facilitated 

repetitive practice and interactive 

engagement, addressing the limited 

opportunities for authentic English exposure 

common in Indonesian junior high school 

classrooms (Badjie & Velankar, 2023; Sujiati 

et al., 2023). 

Perceived ease of use was also 

positively rated (M = 4.3), reflecting students’ 

recognition of the intuitive interface, clear 

instructions, and simple navigation (Karoui, 

2025; Wang & Hsu, 2020). This ease of use 

reduces cognitive load, enabling learners to 

focus on language content rather than system 

navigation, which is particularly important 

for students with varying digital literacy 

levels. 

System quality contributed 

significantly to satisfaction, with scores 

ranging from 4.2 to 4.3. Students reported 

minimal technical issues, smooth operation, 

and reliable performance. These results align 

with the Information Systems Success Model, 

emphasizing that system quality, reliability, 

and stability are critical factors influencing 

user satisfaction in technology-mediated 

learning (DeLone, W. H., & McLean, 2003; 

Al-Fraihat et al., 2020). 

Learning experience emerged as the 

most highly rated dimension (M = 4.4), 

highlighting the critical role of gamified 

quizzes, interactive features, and immediate 

feedback in promoting engagement, 

enjoyment, and motivation (Rajavel & 

Kushalkar, 2014; Parusheva et al., 2024). 

Competitive and reward-based elements 

enhanced intrinsic motivation and a sense of 

accomplishment, consistent with self-

determination theory, which emphasizes 

autonomy, competence, and relatedness as 

key drivers of motivation (Temel et al., 2026; 

(Al-Khresheh, 2025). These results are 

reinforced by prior studies showing that 

gamified digital tools improve students’ 

learning confidence, engagement, and 

willingness to continue using the platform 

(Noviasmy et al., 2023; Jaya et al., 2025). 

Integrating TAM and the 

Information Systems Success Model 

provides a comprehensive framework to 

interpret these findings. High perceived 

usefulness and ease of use contributed to 

overall satisfaction, while system quality 

ensured uninterrupted, efficient learning 

experiences. This integration demonstrates 

that both psychological perceptions and 

technical functionality are essential 

determinants of learner satisfaction in EFL 

classrooms. 

Although overall satisfaction was 

high, some participants reported lower 

ratings for complex navigation or highly 

competitive tasks, suggesting that 

instructional design and adaptive difficulty 

are essential considerations. Overemphasis 

on game mechanics without proper 

scaffolding may lead to superficial learning 

or stress for learners with diverse skill levels 

(Al-Khresheh, 2025). 

The findings have several practical 

implications for educators, instructional 

designers, and policymakers. Prioritizing 

https://jurnal.univpgri-palembang.ac.id/index.php/esteem?msclkid=225fa518c3a011eca85096ed11f39bf2
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user-friendly interfaces, reliable system 

performance, and engaging gamified 

elements can enhance students’ motivation, 

engagement, and satisfaction. Continuous 

monitoring and feedback are recommended 

to ensure that digital learning tools address 

diverse learner needs effectively. Overall, 

Wayground appears to be a highly effective 

application for junior high school EFL 

instruction, complementing traditional 

teaching methods and providing an 

interactive, student-centered learning 

environment. 

 

5. CONCLUSION 

The findings of this study indicate 

that the Wayground application serves as an 

effective digital learning platform for 

enhancing students’ satisfaction in English 

language learning among eighth-grade 

learners at MTs Nurul Ilmi Barukku. 

Participants expressed consistently high 

levels of satisfaction across all evaluated 

dimensions, namely perceived usefulness, 

perceived ease of use, system quality, and 

overall learning experience. The 

application’s gamified and interactive 

components including quiz-based activities, 

instant feedback mechanisms, and reward-

oriented features were identified as the 

primary factors contributing to increased 

learner engagement, motivation, and 

favorable educational outcomes. 

Furthermore, the results substantiate 

the growing body of evidence suggesting that 

technology-enhanced learning environments, 

when characterized by strong usability, 

system reliability, and meaningful 

interactivity, can effectively complement 

conventional EFL instructional practices 

while fostering a more student-centered 

learning experience. The study highlights the 

potential of interactive educational 

applications such as Wayground to facilitate 

deeper cognitive processing, strengthen 

vocabulary acquisition and retention, and 

cultivate learners’ intrinsic motivation 

toward English language learning. 

From a practical perspective, the 

findings underscore the importance of 

integrating gamified learning technologies 

into classroom instruction through a balanced 

emphasis on technical performance and 

pedagogical interactivity. Educators are 

encouraged to systematically evaluate 

learners’ perceptions and feedback to 

optimize instructional effectiveness and 

accommodate diverse learning preferences. 

In addition, educational policymakers and 

instructional designers may draw upon the 

insights generated by this study to develop 

and implement more effective technology-

supported English language learning 

initiatives in comparable educational settings.  
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