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Abstract

One of game-based learning applications used by teacher in English
language learning is Kahoot!. The use of effective Kahoot! can increase
significant effect towards language learning. This research used descriptive
qualitative method as the research design. The data collection method in this
research was interview. Besides, this research utilized the interview guidline as
the research instrument. The number of participants in this research was four
students of English language education department. This research revealed that
the benefit of using Kahoot! could help the students remember the previous
material, measure students’ knowledge, motivate students to learn, and build good
atmosphere in class. In addition, the challenges of using Kahoot! were unstable
internet connection which hamper the use of Kahoot!. Following this, Kahoot!
did not enable the students and teachers to discuss, and scoring system in Kahoot!

was not fixed yet.

Keywords: Kahoot!, game-based learning application, students’

perception.



The Background of the Study

In today’s technology focused world, teaching and learning cannot be
separated from media. In the learning process, teachers usually use media to
facilitate what students learn. Besides, the teaching and learning should integrate
the technology. Moreover, education has to take a part using technology.
Examples from technology are device, multimedia, and online application. The
application of the use of technology in learning can be the use of devices such as
gadget, tab, screen and the other things. In addition, learning can also use
multimedia such as CD players, tape recorder, and others. Regarding the
application used on online application, the teachers usually use in class are Padlet,

Socrative, and Kahoot!.

Kahoot! is one of the online tool applications used in education in term of
any part of the learning process. Kahoot! is used by the teacher as an ice breaker
in class, formative assessment, and social learning in classroom Sabandar, Supit
and Suyana (2018) supported that Kahoot! is one of game-based learning platform
which is really useful for the users such as the teachers and students. This
application is designed to review and assess the knowledge of students after
learning. Kahoot! provides four kinds of form namely quiz, discussion, survey and
jumbles. From the statement mentioned above, Kahoot! is an online application
which can be used together in class. Therefore, the reseracher is interested in
conducting the research on investigating the students’ perception on the use of

Kahoot! in English language learning focusing on the benefit and challenges .



Methodology

This research explored students’ perception on the use of Kahoot! in
English language learning. Besides, the researcher used qualitative approach in
this research. Creswell (2012) stated that qualitative research is a design needed to
explore a phenomenon from the students’ perspective. Because this research
explored students’ perception on the use of Kahoot! in English language learning,

the qualitative research was the best choice used as the research design.

The researcher conducted this research at ELED of a private university in
Yogyakarta. As the reason why the researcher chose this university, Kahoot! had
been used as one of teaching media in some courses such as Digital Technology in
Education course, Language Research, Instructional Design and Academic
Reading and Writing. Therefore, the university was suitable in order to conduct
this research. The researcher had carried out this research at the university in July

2019.

The participants of this research were four students consisted of two
female and two male ELED students in sixth semester from batch 2016. As the
reason why the researcher selected these particular students to be the participants,

they had already experienced Kahoot! in semester four.

In data collection method, the researcher used the interview as the
instrument to gather the data. According to Cohen et al. (2011), the interview
enables the participants to discuss and express how they consider a phenomenon

from their own view.



There were some step performed when doing the interview. Firstly, the
researcher asked permission to the administration service at ELED, so the lecturer
knew the illegible students as the participants of this study. After having the data
of the participants, the researcher contacted the participant one by one to make an
appointment regarding the interview via WhatsApp. Also, the researcher asked
them whether they want to be participant or not. After having four participants,
the researcher decided the place and the time in conducting the interview. Then,
the researcher interviewed and asked questions to the participants based on

interview guidelines.

In data analysis, the researcher explained how the data being analyzed.
Analyzing the data intended to identify and find out the answers regarding the
research questions. The data analysis included transcribing, member checking,

and coding.

Findings and Discussion

The Benefits of the Use of Kahoot! in English Language Learning.

Kahoot! support students remembering the previous material. As the
first benefit, Kahoot! could help the students to remember the previous materials
which they had learnt. Besides, the quiz in Kahoot! was able to be used by the
teachers in the early class after the material was given by the teacher. Also, it was
used by the teacher to assess the students’ grade. When Kahoot! was used after
the material was given by the teacher meaning that the use of Kahoot! gave the
students about the quiz related to the materials which they had learnt. Basically,

the use of Kahoot! was to check the students’ understanding about the material.



Then, by using Kahoot!, it could help the students to recall the previous material.
Remembering the previous material, the students could understand about the
material more.

Kahoot! help students measuring knowledge. The second benefit of
using Kahoot! helped the students measure their knowledge. By doing the quiz
discussed the previous material, it could help them to remember what material has
been learnt. After seeing the score in Kahoot!, the students could measure how
good their knowledge is.

Kahoot! motivate students to learn. The third benefit of using Kahoot!
could motivate the students to learn. In Kahoot!, the students were able to see the
colorful display and the combination with music while showing the question and
answer. Also, it could help them to do the quiz with new style of learning
compared with the old quiz style using paper. The scoring system in Kahoot!
helped them to join the course, so it could appear after all the question was
answered. Then, they were able to see their score while using the old-style quiz,
but sometimes, they could not see their score. Lastly, the system to response in
Kahoot! allowed them to do the quiz in team, so it could help them to build their
competency. By building up the competence, it was able to help them to do the
quiz in serious way because they should compete with their classmates. The
display, scoring system, and also the way to response in Kahoot! were quite new
for the students, so it could attract their attention to join the course by using
Kahoot!.

Kahoot! build good atmosphere in class. The fourth benefit of using

Kahoot! could build good atmosphere in class. The system in Kahoot! allowed the



students to do the quiz together but in personal response, so it was able to build a
competence between them. The atmosphere in class focused to the learning, and it

was good to the learning process.

The challenges of the use of Kahoot! in English language learning.

Unstable internet networks hamper the use of Kahoot!. The first
challenge found was unstable internet connection which hampered the use of
Kahoot!. Mostly, the challenge faced by students on the use of Kahoot! was bad
internet connection. Besides, Kahoot! could only be accessed by stable internet
connection, so it would be able to distract the internet connection to be poor.
There were four statements related to this finding.

Kahoot! does not enable students and teachers to discuss. As the
second challenge faced by students after using Kahoot!, the students and teacher
could not discuss about the true answers through the application. The question in
Kahoot! was quickly shown up after the screen displayed the answers. That way,
there was no space for the teachers to discuss about the material to the students.

Unfixed scoring system in Kahoot!. As the last challenge faced by the
students, Kahoot! could not show the fixed grade for students. The scoring of
Kahoot! in the form of hundred points was not shown the fixed grade. It become

thing that makes student confuse.



References

Allen, R. E., & Wiles, J. L. (2016). A rose by any other name: Participants
choosing research pseudonyms. Qualitative Research in Psychology,

13(2), 149-165.

Bezircilioglu, S. (2016, June). Mobile Assisted Language Learning. Journal of

Educational and Instructional Studies, 6(1), 9.

Budiati. (2017, May). ICT USE: Kahoot Program For English Students' Learning

Booster. ELIC, 178-185.

Cohen, L., Manion, L., & Morrison, K. (2011). Research method in education. 7th

ed. London: Routledge.

Cook, B. R., & Babon, A. (2016). Active learning through online quizzes: better
learning and less (busy) work. Journal of GeoGraphy in Higher Education,

13.

Cozar-Gutiérrez, R., & Sédez-Ldpez, J. M. (2016). Game-based learning and
gamification in initial teacher training in the social sciences : an
experiment with MinecraftEdu. International Journal of Educational

Technology in Higher Education, 2.

Creswel, J. W. (2012). Educational Research : Planning, conducting and
evaluating quantitative and qualitative research. (4th Edition ed.). Boston:

Pearson.



Damara, G. (2016). Students' Perception on the use of Kahoot! as an ice breaker

in movie interpretation class. Yogyakarta: Sanata Dharma University.

Ismail, M. A.-A., & Mohammad, J. A.-M. (2017). Kahoot: A promising Tool for
Formative Assessment in Medical education. Education in Medicine

Journal, 9(2), 19-26.

Jan L. Plass., Bruce D. Homer., & Kinzer, C. K. (2015). Foundations of Game-

Based Learning. Journal of Educational Psychologist, 50(4), 259.

Kulkarni, S., & Takawale, N. (2017, May). Innovative Approach towards
Interactive Classrooms sessions using an ICT tool-Kahoot. International

Journal of Innovative Research in Computer, 5(5), 10808.

Lambert, V. A., & Lambert, C. E. (2012). Qualitative Descriptive Research. (P. R.

Research, Ed.) Journal of Nursing Research, 16(4), 255-256.

Licorish, S. A., George, J. L., Owen, H. E., & Daniel, B. (2017). “Go Kahoot!”
Enriching Classroom Engagement, Motivation and Learning Experience
with Games. Proceedings of the 25th International Conference on

Computers in Education,760 -761.

Liu, E. Z., & Chen, P.-K. (2013). The Effect of Game-Based Learning on
Students’ Learning Performance in Science Learning - A Case of

"Conveyance Go". Procedia - Social and Behavioral Sciences, 1044-1051.

Merriam, S. B. (1998). Qualitative research and case study applications in

education. San Fransisco: Jossey-Bass Publishers.



Miangah, T. M., & Nezarat, A. (2012). Mobile-Assisted Language Learning.

International Journal of Distributed and Parallel Systems, 3, 310.

McEvoy, C. D. (2014). Qualitative research in sport management: Case study as a
methodological approach. The Qualitative Report, How to Article. 19(17),

1-13.

Nguyen, T. T., & Yukawa, T. (2019, April). Kahoot with Smartphones in Testing
and Assessment of Language Teaching and Learning, the Need of
Training on Mobile Devices for Vietnamese Teachers and Students.

International Journal of Information and Education Technology, 9, 292.

Nguyen, T. T., & Yukawa, T. (2019, April). Kahoot with Smartphones in Testing
and Assessment of Language Teaching and Learning, the Need of
Training on Mobile Devices for Vietnamese Teachers and Students.

International Journal of Information and Education Technology, 9, 292.

Omar, N. N. (2017, November 20). The effectivenes of Kahoot! Application
Towards Students' Feedback Practice. International Journal of Social

Sciences, 3(2), 2551-2562.

Raja, R., & Nagasubramani, P. C. (2018). Impact of modern technology in

education. Journal of Applied and Advanced Research, 34.

Richards, J. C. (2015). Technology in Language Teaching Today. Indonesian

Journal of English Language Teaching, Volume 10/Number 1, 19.



Sabandar, G. N., Supit, N. R., & Suryana, H. T. (2018). Kahoot!: Bring the Fun
Into the Classroom! Indonesian Journal of Informatics Education, 127-

134.

Tsihouridis, C., Vavougios, D., & loannidis, G. (2017). Assessing the learning
process playing with Kahoot — a study with upper secondary schools
pupils learning electritical circuits. International Conference on Interactive

Collaborative Learning, 1116.

Zarzycka-Piskorz, E. (2016). Kahoot it or not? Can Games be Motivating in

Learning Grammar. Teaching English with Technology, 17-36.



