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[RESOURCES]  TLT WIRED
Edo Forsythe & Paul Raine
In this column, we explore the issue of teachers and technology—not just as it relates to CALL 
solutions, but also to Internet, software, and hardware concerns that all teachers face. We invite 
readers to submit articles on their areas of interest. Please contact the editor before submitting.
Email: tlt-wired@jalt-publications.org  
Web: http://jalt-publications.org/tlt/departments/tlt-wired

Engaging Reading 
Activities with Quizizz
Kento Sato
Utsunomiya University

Quizizz is a free online tool for creating and 
taking multiple-choice quizzes. It provides 
competitive, multi-player games similar to 

Kahoot! and Quizlet Live. Quizizz is designed so that 
students can enjoy learning and be more engaged. 
Teachers create a quiz on the website and play the 
online game mode called Live Game. Students join 
the game and take the quiz on their mobile phone, 
tablet, or computer using an access code. They can 
see both questions and answer options on their de-
vices, unlike other applications like Kahoot!. Quizizz 
can be played as a whole class competing against 
each other, or individually as homework. Although 
there are hundreds of existing quizzes available that 
have been created by other users, here I would like to 
share how to create your own quizzes and play them 
in your classroom. 

How to Create Quizzes on Quizizz?
To begin, you need to create an account as a 
teacher. After logging in, click “Create a Quiz” in 
the menu bar. On the Quizizz Editor page, there 
are three options to create your own questions. 
The first option (Create new question) allows you to 
see how the question will appear on the students’ 
devices (Figure 1). 

 With the second option (Import from spreadsheet), 
you can import questions from a spreadsheet. If you 
choose this option, you need to download the tem-
plate first, then edit the file and upload it. The third 
option, Create as a spreadsheet, is a combination of 
the first two that allows you to create a quiz online 
with a spreadsheet (Figure 2). After creating all of 
the questions, press FINISH QUIZ and your quiz 
will appear under My quizzes. Now you are ready to 
play the game in your class. 

Figure 1. Screenshot of creating a question.  

Figure 2. Screenshot of creating question with a 
spreadsheet.

Figure 3. Game code and participants’ names.



24 THE LANGUAGE TEACHER Online   •   http://jalt-publications.org/tlt

The Language Teacher  •  JALT Praxis: TLT Wired

How to Play? 
To play the Live Game, you will need a computer 
and students will need a mobile phone, tablet, or 
computer. All of the devices need to be connected 
to the Internet. It is not absolutely necessary, but it 
will be better if you have a central screen in the room 
on which students can see their rankings during the 
game and the winner’s podium after the game. 

Next, you should go to My quizzes, pick the quiz 
you want to play, and click the purple Live Game 
button. On the next page, you can change some set-
tings of the game. Then, click the green PROCEED 
button, and a game code will be displayed. Show 
the host page on the central screen so that your 
students can see the game code. Once your screen is 
ready, have your students go to the page for joining 
the game (<https://quizizz.com/join>) or open the 
Quizizz app on their devices and have them enter 
the game code. After they enter the game code and 
their names, their names will appear on the screen 
(Figure 3).

After all of your students have joined the game, 
press the Start button. There will be a 5 second 
count-down both on the main screen and on the 
students’ devices, and the game will start. The first 
question and the answer options will appear on 
the students’ devices, and then they will select the 
answer(s). If you want to randomize the order of the 
questions, you can do so on the settings page before 
starting the game. You can also shuffle the answer 
options if required. Immediately after the students 
answer the question, they can see if their answer is 
correct or not. If the answer is correct, they will get 
points, and the more quickly they answer, the more 
points they get. Then, they will see their rankings 
(Figure 4). After that, the next question will come 
up immediately. Unlike Kahoot!, the students do 
not have to wait for others to answer the question; 
they can move on to the next question and proceed 
at their own pace. After answering all the questions, 
they can see their results and review the questions 
on their devices. You can decide whether or not to let 
the students see the correct answers on that page. 

After all of the participants answer all of the ques-
tions, there will be a podium on the screen to honor 
the five top players. Then, on the next page, you can 
see the overview of the game results (Figure 5). By 
using this page, you can see which questions were 
the most difficult, and explain or give comments 
about the questions if necessary.  

Author’s Use in the Classroom
Although there are many ways to use Quizizz to 
make your classes more engaging, my favorite way 

is to use it as a reading activity. Here, I would like to 
share the ways that I have used Quizizz in my classes. 

Reading Comprehension Questions
Answering questions is one effective reading com-
prehension strategy (Grabe, 2009). Quizizz can turn 
traditional reading comprehension question activi-
ties into fun and competitive activities that students 
find more engaging. Just like making handouts, you 
can create multiple-choice questions on Quizizz. 
Also, the combination of the time limit and ranking 
board during the game will make students try to 
read faster and answer faster, and as a consequence, 
it will facilitate their reading fluency.  

Figure 4. Screenshots of playing Quizizz on a mobile 
phone.

Figure 5. Overview of the game results.
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True or False Questions
If you want to keep it simple, or do not have enough 
time to create elaborate questions, I would recom-
mend true or false questions. They are very easy 
to make since the answer options will only be true 
and false. Note that when you play a Live Game 
using true or false questions, do not select Shuffle 
answer options. As you can imagine, it will just make 
the game unnecessarily confusing (sometimes true 
will be on the top and sometimes on the bottom of 
students’ devices). 

Another key to make Quizizz more engaging is 
to let students play in pairs. When I use Quizizz as 
a reading activity, I generally have my students get 
into pairs and play collaboratively. Although they 
don’t have to share their device, compared to play-
ing individually, working in pairs increases their in-
teraction, and this will enhance their engagement. 

Conclusion
Quizizz is one of the most engaging online tools 
for language classrooms because it helps students 
enjoy classroom activities. From my experience, 
Quizizz brings fresh energy into the classroom, and 
my students are always happy to play it. Of course, 
just having fun is not enough for language learning, 
but lowering students’ affective filters through such 
an experience should be essential for successful 
language learning. Hopefully, this encourages you 
to use this tool in your classrooms and helps your 
students enjoy your classroom activities.

References
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[JALT PRAXIS]  YOUNGER LEARNERS
Mari Nakamura & Marian Hara
The Younger Learners column provides language teachers of children and teenagers with 
advice and guidance for making the most of their classes. Teachers with an interest in this field 
are also encouraged to submit articles and ideas to the editor at the address below. We also 
welcome questions about teaching, and will endeavour to answer them in this column.
Email: younger-learners@jalt-publications.org

Bringing Climate 
Education into EFL 
Classrooms
Chris Kozak with additional 
material by Marian Hara
kozakclimate@gmail.com 
marianhara@yahoo.co.uk

D roughts in India, record high temperatures 
in Australia, rain bombs covering the entire 
city of Dallas, scores of animals perishing—it 

seems that every day there is news of a new extreme 
caused by the climate crisis. Close to 40,000 protest-
ers from 15 countries gathered in the German city of 
Aachen on Friday, June 21, 2019 to raise awareness 
and demand that leaders around the world declare a 
climate emergency. These ‘Fridays for Future’ strikes 

started due to the brave actions of Swedish teenager 
Greta Thunberg. We are now in a state of climate 
crisis, and since students are leading the charge, it 
should be our role as educators to provide them with 
the information and skills vital to their understand-
ing of the natural world. The goal of this article is 
to introduce the science of climate change, suggest 
some age appropriate approaches and teaching strat-
egies, and give teachers some resources to help them 
teach about climate change with confidence.

One of the challenges language teachers face is 
finding resources that allow for the right language 
and pedagogical methods for our classes. Rather 
than creating an entirely new climate crisis class, 
infusing all courses with relevance to the climate 
crisis is a better way to approach the topic (Hen-
derson, 2019). In the language classroom, many 
of us have the latitude to design courses in which 
the necessary language is taught as we introduce 
concepts and facts.

Let us look at how we can approach the topic at 
elementary, middle, and high school levels. 


