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Abstract

Teaching and learning environment in this
21st century cannot be separated from the use of
technology. This phenomenon, somehow, challenges the
teachers even lecturers in creating their own teaching
strategies combined with the use of technology. It is
believed that, designing an assessment combined with
technology in the form of fun activity like game can be
much affordable to empower students’ involvement,
increase the classroom atmosphere and enhance the overall
of students’ learning experience. That is why this research
is aimed to investigate students’ perception toward the use
of Kahoot! as an assessment tool. The study was conducted
at a private university in Yogyakarta with four male and
four female students of Magister Program of English
Education chosen as participants. This research is a
phenomenological qualitative research by applying a
semi-structured interview to obtain information from the
participants. The findings present that the inclusion of
Kahoot! in teaching and learning process influenced the
curiosity of students and increased their motivation and
goals to be successful learners. The findings also showed
that Kahoot! enhanced the quality of students’ learning,
with the biggest impact on the classroom atmosphere and
also engagement and progress in learning activity. Besides,
this assessment tool offers a convenient feedback to help
students in improving their motivation in learning. Thus,
Kahoot! can be utilized effectively in assessing students'
mastery on the subjects offered.
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1. Introduction
Nowadays, the uses of information, internet, and
technology cannot be avoided to support the teaching and
learning process. The use of digital technology for

academic functions all together with second and foreign
language acquisition is increasing speedily [1]. Therefore,
this is really important to apply the core of revolution 4.0 in
the educational system to connect with the globalization
era [2]. According to Hussin [3] education 4.0 in the 21st
century is all about the implementation of digital
technology. In higher education in Indonesia, the
advancement of technologies keeps on changing and
transforming the teaching method and the setting of the
learning process. In educational system, there have been
many lecturers even teachers using some internet media to
post students’ grades and assignments via online [4].
Moreover, students are required to use internet applications
such as social media to complete their tasks and sharing
some ideas about their assignment. Besides, this also helps
the lecturer directly send an assignment in the group of
social media that they frequently used. The lecturer will no
longer use the traditional method like writing on the board
to assign the students.
Furthermore, by the development of technology, lecturer
can directly provide assessments for students after the
lecture session is over. Assessment is a judgment
concerning the performance of learners who supported
specific weighted set goals [5]. According to Brown [6]
there are two types of assessment, namely summative and
formative assessment. A type of assessment that aims to
measure or summarize what a student has grasped and
typically occurs after a course or unit instruction is
described as a summative assessment. While an assessment
which has feedback during the course of teaching is termed
formative assessment. This assessment additionally
mentioned as evaluation for learning that is progressively
emphasized within the educational system. In conducting
the assessment, many students usually feel nervous and
anxious, and the class atmosphere tends to be more strain
and silent. In terms of assessment, Kahoot! was considered
a connective approach for lecturers to check students’
learning acquisition after each lesson [7]. Receiving
immediate feedback and responses from the instructor is
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one of the features in Kahoot. Direct feedback and result
from Kahoot! helped the teachers to create effective time
assessments to the students at the same time.
The influence of Education 4.0 has changed the
classroom atmosphere in doing an assessment. Schunk,
Meece, and Pintrich [8] defined a classroom atmosphere
that is usually equated with classroom climate or classroom
environment that refers to the social, psychological, and
emotional options of the atmosphere or environment of the
classroom. According to Dellos [9], Kahoot! may be a
student response system that persuades students through
the game. Not only game, Siegle [10] explained that this
tool requires quizzes which contain questions that have up
to four options, and this may contain varied multimedia
system contents like photos or videos. Kahoot! is a web
international academic platform which enables students to
give a free response [11]. It is freely accessible and a
game-based learning platform that has attained large
response broadly with over thirty million users worldwide
[12]. Applying Kahoot! in language learning is an excellent
choice that teachers can use to create quizzes to assess
students’ achievement by adopting multiple-choice
questions served in a game-based design for students [13].
It also emphasizes learning styles that involve the active
role of participation of learners with their peers in a
competitive manner through the learning process. In other
words, Kahoot! can influence a child's emotional social
development in the ability to compete and collaborate [14].
The advantages of Kahoot!, among others, for examples:
this web tool allows teachers to make quizzes, discussions,
and surveys by including various elements such as video,
images, and text [15]. The students can access it easily by
using a variety of different devices such as smartphones,
tablets, laptops and other devices easily. Furthermore, there
have been an increasing number of studies focusing on
applying Kahoot! in language learning e.g. [7]; [15]; [16].
The result of those studies succeeds in gaining students'
behavior in improving their knowledge. However, those
studies only focus on examining the use of Kahoot! in
improving a specific skill. In fact, Kahoot! can also be used
as an assessment tool. This has been proven by Al-Manar's
study in 2019 which focused on using Kahoot! as an
assessment tool for measuring vocabulary mastery [7].
However, Al-Manar's research needs to be equipped in
order to support and prove that Kahoot! which can be
useful for both teachers and students in the assessment
session. Thus, this research is intended to provide more
evidence by utilizing interview instruments in collecting
data. The researcher believed that examining the
interpretation of those people who have experience in using
Kahoot! will give more accurate evidence to support the
previous findings. So, the use of Kahoot! will give no
doubt anymore. In addition, this research aims to measure
the influence of technology in adapting the revolution of
education 4.0. The research questions for this research can
be stated as follows: 1) How does the influence Kahoot! in
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the classroom atmosphere? 2) How does the application of
Kahoot! influence students' engagement? 3) How does the
application of Kahoot! influence students’ motivation? 4)
How does the application of Kahoot! enrich learning
experiences?

2. Methods
This research is designed under phenomenological
qualitative research. Husserl [17] stated that this approach
focuses on understanding phenomenon which is based on
particular group experience perspective. It is an approach
in qualitative research that investigates the similarity of
people's life experience [18]. A purposive sampling was
used to choose the participants. It is a technique to establish
the sample by any considerations [19]. Therefore, the
sample was chosen deliberated based on the specific
criteria decided by the researcher. Here some criteria of the
sample in this research: 1) the student in English language
program, 2) the student who joins the IC Class of Language
Testing course, and 3) the student who have played Kahoot!
more than five times. Based on these criteria, eight students
consisting of four females and four males were chosen as
the participants of this study. Their ages ranged between 23
and 28 years old.
Meanwhile, a semi-structured interview conducted in a
conversational style [20] was used as the instrument of the
study. The instrument was proposed to figure out students'
perceptions relating to the utilization of Kahoot! within the
setting of their engagement, motivation, and learning.
Besides, it is a good way to discover learners’ motivation
behind their choices and behavior toward Industrial
Revolution 4.0 [21]. The researcher collected the data
through interview with respondents who had experienced
in using Kahoot! as an assessment tool or quiz for more
than 3 months in Language Testing class. The researcher
prepared a set of questions as a guidance in conducting
interviews. The interview process was conducted in an
informal conversational style so that researchers could
collect accurately the data about their perception of using
Kahoot! as an assessment tool. This technique was used in
order to help the researcher to develop a keen
understanding on the topic that was necessary for
developing relevant and meaningful semi-structured
questions. Voice recorders were also used when
conducting interviews; this aimed to avoid the loss of
important information conveyed by the participants. The
researcher extracted the results of the recording in writing
form in Microsoft word. In analyzing the data, the
researcher began by arranging a set of descriptive
comments on the interview transcript. A descriptive
comment was used to establish the data collection. There
were some underlying cores such as descriptions,
explanations, and emotional responses that could be
revealed by the researcher in descriptive comments.
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3. Findings
Based on data analysis, the researcher highlighted seven
key conditions that indicate students' perception toward the
use of Kahoot! as assessment tools: 1) attracting students’
focus and attention 2) new learning styles’ 3) interactive
learning 4) facilitate learning 5) effective and instant
feedback 6) increasing and retaining knowledge 7) fun and
enjoyment. The participants’ names were not included but
they were only abbreviations, such as FS1 (the female
student 1), MS2 (the male student 2), and so on. The
researcher examines the result for each of the seven key
categories within the following subsections.
Attracting Students’ Focus and Attention. The data
showed that 7 of 8 participants highlighted the use of
Kahoot! as enabling them to more focus and keep their
attention on learning activity. They said that they pushed
themselves to keep focus not only in Kahoot! session but
also after the session.
“I need to keep my attention to the topic being delivered
by the presenter to know what the answer is in Kahoot!
later. Actually, it is kind of a good way to push the
students' attention to learning.” (FS 4)
“If you want to succeed in completing the questions in
the Kahoot! session, the important things that should be
done is keeping our concentration and focus on the
material being conveyed.” (MS 3)
The students mentioned that the use of Kahoot! as a
learning evaluation tool was a better option. It motivated
them to give their focus and attention amid the learning
activity. Moreover, it can persuade them to tightly deal
with the subject being presented in arranging the plan for a
quiz to reply to the questions accurately.
New Learning Styles. The participants assumed Kahoot!
as a unique way to do an assessment. They mentioned that
learning with Kahoot! could create a fascinating learning
style compared to traditional assessment styles; like doing
an assignment by handwriting summarizes of the topic
being presented.
"The most interesting one that I like from using Kahoot!
was it's really push students to adapt with education 4.0,
new learning style, new assessing style, help us to
simplify the teaching and learning process." (MS 4)
“Kahoot! is a new style of assessment, for a teacher,
Kahoot! really helps us to minimize our time in
correcting students’ assignment” (MS 3)
Kahoot! as an assessment tool can help students and
teachers do the assessment. It helps students not to feel
bored and nervous about working on quizzes, while the
teachers can safe their time. The teachers did not need to
check one by one the quiz result that has been done by
students; the teacher simply looks at the final resume in the
Kahoot! application.
Interactive Learning. Using Kahoot! offers students
more possibilities to mingle or interact with their lecturer

and classmates. They stated that Kahoot! make them more
associated with their friends as well as with the lecturer,
either during the class or after the learning session.
“Kahoot! session made our classrooms become more
interactive. We tend to did more discussions after all
those questions being answering in order to reveal the
appropriate answer or to expand our understanding
about the topic in that question.” (FS 3)
“We mostly did an effective discussion after the Kahoot!
session, we usually compare our opinion and ideas with
our friends. In the end, this helped us understand deeply
about the topic being explained, tested using Kahoot!,
and last discussed more clearly.” (MS 1)
The application of Kahoot! as an assessment tool
provides a great influence on the students' learning
experience. Correspondingly, it is supported by Plump and
LaRosa [12] that found most of participant in their research
are engaged with Kahoot!. The students noticed Kahoot!
has created their learning a lot of pleasant, present in
simple way, interactive and serving to the student to more
comprehend their subjects. It can be concluded that
Kahoot! can stimulate student participation to engage in
learning activities.
Facilitating Learning. Almost all of the participants
agreed that Kahoot! is a valuable education tool. They
really appraise Kahoot! that can give a positive impact on
their learning involvement. Six of the eight participants
declared that participating in Kahoot! session might
encourage them to keep in mind with the covered material
so that they could complete the questions in Kahoot!
session. Then, five participants notified that Kahoot! could
increase their knowledge during the learning session.
“You have to really listen to the explanation in order to
answer correctly the questions in Kahoot!.” (MS 1)
“Kahoot! motivated me to absorb all the material
presented, not only to answer Kahoot! but more than
that it was a learning process for me, and Kahoot! was
very helpful.” (FS 4)
Based on the result above, we can see that students take
pleasure of Kahoot! since it was connecting to the course
by revolved advanced ideas and encouraging knowledge
into applications of theory. The main function that students
mentioned were, however, Kahoot! assisted revision and
helped them to retain knowledge [22].
Effective and Instant Feedback. All participants stated
that Kahoot! was truly impacting their learning. The
post-Kahoot! session provides them to review the material,
point out the different conclusions and facilitates them to
assess their cognition as compared with their peers. This
application gives them feedback right away after the
quizzes finished. They can directly recognize whether their
answers are true or false right after answering the question
the question.
“I can directly know that my answer is wrong, I usually
make a note to review which parts I did not understand
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about the topic on that day.” (MS 4)
Besides, Kahoot! can attract students' curiosity when
their answer is wrong. They will explore the answers and
try to understand why they were wrong. Kahoot! really
helped students to generate a deeper understanding that
strongly supports students’ engagement and retention of
knowledge.
Increasing and Retaining Knowledge. The majority of
the participants confessed that Kahoot! is a faster and
easier e-learning platform that can stimulate their memory
to keep interacts with the topic.
Kahoot! was really helping me in correcting my
understanding of the subject material being discussed,
like when I got my answer was wrong, it will make me
easier to remember that mistake. Then in the future that
mistaken won't happen anymore.” (FS 3)
It can be said that Kahoot! helped students to
comprehend more and retain the main focus during the
lecture session, and also gave an update about what is being
discussed. In addition, Kahoot! increased students'
knowledge; they tend to remember more when new
information was introduced through a Kahoot!.
Fun and Enjoyment. Based on the data collection, it
showed that all participants enjoyed in using Kahoot! as an
assessment tool. Kahoot! was claimedto create an energetic
and fun class, this tool becomes an icebreaker for students.
Kahoot! can also be viewed as a competition moment for
students that will improve the classroom atmosphere.
Ismail and Mohammad[23] proved that Kahoot! leads to
students' engagement. The pleasant classroom atmosphere
greatly helped students to learn, it motivates them to just
accept the challenges, be competitive, and stimulate their
learning.
“It was really enjoyable in Kahoot! session, it is not a
stressed assessment, I answered questions in a relax
way.” (FS 1)
“It is interesting Kahoot! pushes me to do my best, I
always try to reach the top three positions. Kahoot! was
really exciting session.” (FS 2)
Interestingly, almost all participants gave positive
answers toward their perception of using Kahoot!. They
strongly agreed that using Kahoot! as an assessment tool is
fun. They perceived Kahoot! as an element that can push
them in enhancing the learning activity, contributing to
retaining their knowledge and engagement in the learning
process. Therefore, the researcher elaborates the data
gathering in order to answer the research question as stated
at the beginning.

4. Discussion
Kahoot! gave students a lot of opportunities to have
interaction with their friends, lecturer, and the learning
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materials. It can be seen from participants' respond in
answering the questions above. Most of them perceived
that Kahoot! helped them in creating a new experience of
learning which is represented as fun learning activity
supported to a pleasant classroom atmosphere. This is
really different learning experience compared to a
conventional style that. This finding strengthens a study by
Dellos [9] in promoting the use of Kahoot!, as safe,
competitive, engaging and fun. Kahoot! is valuable not
only for academic purposes but also for psychological
purposes. The students show the curiosity when they are
focused on the learning content and defend their attention
throughout course. The researcher observed that the desire
of the participants to increase their knowledge can be seen
from their effort to keep concentrated to the course. Kahoot!
was approved as a great tool to promote classroom
interaction during and after the Kahoot! session, which
strongly influences students’ ability to remember the
content which has been learned. Furthermore, Kahoot! can
increase the interaction between students and lecturer;
students and peers. It also influenced students’ motivation
to perform well in order to be better than their peers. In
conclusion, Kahoot! makes the classroom atmosphere
become more excited and fun.
Students believe that Kahoot! attracted their attention,
mind, and interest throughout the course. Refer to the
findings, it conveys that in a context of examining their
answers whether that was correct or incorrect, the students
attempt to understand and investigate why they were right
or wrong. Based on this condition the students were able to
establish a deeper understanding that strongly supports
their ability to remember and engage in learning activity.
These findings also support the previous research by Siegle
[10] who stated that engagement can increases students'
interactions with content, lecturer, and peers as well as
enhances their creativity in many instances. Another
notable outcome, researcher found that there is a shred of
evidence that a depth understanding of the students was
obtained from the results of the discussion after Kahoot!
session has finished. After playing Kahoot! in a prominent
condition, from the students' standpoint, it refers to the
circumstances that authorize the students with lecturer
doing discussion in a more enthusiastic situation and with
the possibility for getting immediate feedback [22].
The findings have proven that students were
considerably motivated by Kahoot! in the learning process.
In addition, Kahoot! also promotes interaction between
students and lecturers; students and peers within the
classroom. Students were motivated to be concentrating on
what is being discussed or presented if they wanted to get a
good score in the Kahoot! session latter. It also motivated
students to be more competitive within the course, where
students were pushed by their own desire to see their names
arise as the best scorer of the scoreboard. In accordance
with this, Ismail and Mohammad [23] stated that Kahoot!
may motivate students to encounter challenges and capable
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to manage it, retain and encourage their interest in the
learning process as well as worth the Kahoot! session as a
helpful action for learning. Competition is commonly used
as a tool within the classroom to extend students'
motivation in learning. It was proven by the information
obtained from the participants who admit that Kahoot! can
stimulate their ambition to be competitive. However,
Reeve and Deci in [24] stated that the competition may
have consequents within the classroom. They assumed that
competition will decrease overall performance,
cooperation, and problem-solving, and additionally has a
positive relationship with cheating. Therefore, the
researcher used Kahoot! in the learning process which
means to enhance students’ attention and motivation, and
also propose a healthy competition during classroom
activity.
The participants agreed that using Kahoot! in learning
process had a trustworthy influence on increasing
knowledge, competence and ability. They stated that
Kahoot! directs students to extend their attention and
interaction within the classroom. In the study of Bicen and
Kocakoyun [25], Kahoot! is really appropriate for teaching
and learning activities. Kahoot! helps learners to develop
cognitive skills like thinking and problem-solving.
Moreover, it facilitates students to focus on significant
subject matter that was delivered in classroom. In addition,
the application of Kahoot! is not only increasing the
learning atmosphere but also enhancing the information
retention over the course [26].

5. Conclusions and Suggestion
The expanding and development of technology has led
the learning environment into competitive formation. That
is why the researcher thinks that this study will be very
important and beneficial to be conducted, not only as a
research study but also as the information that will open
our mind on Kahoot!. People will now know that Kahoot!
is not only an application for fun but also an application
which will help many teachers and students in improving
the learning atmosphere. The data indicate that the use of
Kahoot! in learning heightens student interest in the lesson
and encourages them to become more ambitious for
success. The use of Kahoot! in higher education has proven
that this tool may be motivating and extremely helpful for
the learning assessment. Kahoot! as assessment tools will
lead students to become a lot of concerned and suppose
more deeply concerning the topic underneath study and
facilitate the constructing of knowledge and consideration
on the portion of the students. This research suggests that
the application of Kahoot! promotes larger student
engagement in learning and fosters educational success.
The results found, and in particular the fact that the
students think about what they'd wish to continue using this
application.
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