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In language learning environments, technology is rapidly manipulated to
encourage engagement, promote autonomy, and boost motivation. Many
instructors have initiated to exploit online platforms and tools as a more
engaging alternative to conventional activities. One of the engaging, and
enjoyable games is Kahoot. The purpose of this study is to perceive the
course content of Kahoot in the classroom to increase exam scores in
vocabulary, and boost student engagement, and motivation. In addition,
this study also explored the issues encountered by students in vocabulary
learning through Kahoot. The impact of gamification on student achievement
was assessed using quantitative and qualitative methods on the first-year
students of the English department (N = 82). The findings revealed that
incorporating Kahoot for teaching vocabulary effectively allows learners to
expand a deeper understanding of vocabulary and course concepts indicated
by exam scores improvement. This method also has a positive impact on
student engagement as well as motivation. Furthermore, rigorous future
research is needed to fully understand Kahoot's efficacy and to improve
pedagogy in the vocabulary classroom.

gamification, interaction, Kahoot, student engagement, student motivation,
achievement, synchronous learning, learning environment

Introduction

This era is recognized for the persistent expansion of technology and the pervasive
incorporation of innovative and powerful technological accomplishments into people’s
lives (Kalogiannakis and Papadakis, 2019b). The emergence of innovation in several
digital platforms that aimed to leverage student participation and engagement in
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classroom learning and to create positive behavior in the
classroom is called gamification (Bicen and Kocakoyun,
2018). In addition, it creates a more interesting, competitive,
and attractive learning environment for students, hence the
new learning experience gained by students will be able
to increase their engagement, motivation, achievement, and
interaction (Kalogiannakis et al, 2021). In various learning
models, including gamification, motivation is the main
indicator to achieve student success. When the gamification
design incorporates elements of motivation in the learning
environment, the learning process will be more effective, fun,
and interesting. Gamification is in great demand by students
because there are social, cognitive, and emotional to the game
itself (Dominguez et al.,, 2013). Element of humor is also often
included in gamification (Coller and Scott, 2009), is personally
designed, intricately designed, and levels up increasingly
complicated questions. The increasing difficulty level drives
the user’s cognitive, skill, and participation level. Gamification
in language learning that is interesting, and engaging is
very suitable for the current millennial generation (Bosworth,
2012). Therefore, when complex questions are presented to
students in the form of fun games and a humorous learning
environment in a vocabulary classroom, it builds student-
content interaction, creates a positive classroom atmosphere,
and promotes a positive impact on student vocabulary learning
progress, engagement, and motivation. Kahoot’s gamification of
language learning has been beneficial in presenting new material
and boosting more interactive and enjoyable learning that
motivates students to participate and understand the content
better. As a result, this study looked into how Kahoot affects
students’ exam scores, engagement, as well as motivation. It
also addressed the challenges that students encountered while
learning vocabulary using Kahoot gamification.

Review of literature

Concept of gamification

The term “gamification” refers to the use of game design
features in non-gaming contexts (Deterding et al.,, 2011). Hung
(2018) highlighted a worthy discussion that gamification can
alleviate English learners’ anxiety about practicing English and
drive them to play an active role in academic tasks, and there
is considerable evidence to support this. One of the most
prominent gamified tactics in the classroom is role play. As it
can promote learner engagement, gamification can be valuable
to classroom instruction. The truth is that many instructors
struggle with student motivation and engagement in their
courses not currently in the teaching profession. Educators have
attempted a range of solutions in the past, including the use of
motivational approaches. The intervention’s effect, on the other
hand, lasted for a brief time. Gamification can be an attractive
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solution to enhance engagement, motivation, and learning
outcomes as it provides enjoyable and entertaining nature
(Kim et al., 2018; Kalogiannakis and Papadakis, 2019b; Rivera
and Garden, 2021). Students are more confident to engage
in the activities, and peer collaboration is improved, allowing
for collaborative learning (Xezonaki, 2022). Similarly, Hung
(2018) confirmed that including games is another strategy for
increasing learners’ motivation to learn English and decreasing
their anxiety about pursuing the language.

Gamification relationship with
interaction in an online course

Faculty members are not easy to control their students’
participation in an online course whether they are following all
tasks in synchronous learning or not (Dixson, 2015; Tomas et al.,
2015; Cakiroglu and Kilig, 2018). Moore (2013) highlights the
theoretical framework of interaction in synchronous learning
and that distance learning is closely related to interaction
and student engagement. Similarly, Cronk (2012) argues
that student interaction and participation are interrelated
in online learning. Furthermore, Moore (1989) classified
three types of interactions in online learning: student-student
interaction, student-instructor interaction, and student-content
interaction. Moore also added the importance of selecting
the appropriate digital tools based on student needs and
supporting collaboration, communication, and cognition. To
maximize online learning, course content needs to be carefully
designed, taking into account relevant and enjoyable tasks
and teaching materials, as well as adjusting the main learning
objectives (Abrami et al., 2012; Rojabi et al., 2022). By providing
gamification in the language classroom, the atmosphere
becomes comfortable and motivates the learners in the language
classroom activities (Cakiroglu and Kilig, 2018). Gamification
successfully helps the learners to enhance student-content
interaction better so that they can comprehend the materials
optimally (Muntean, 2011). Empirically, several studies confirm
that gamification could boost student participation and enhance
learning outcomes (Cassells et al., 2015; Darejeh and Salim,
2016; Cakiroglu and Kilig, 2018).

Student engagement and motivation

We highlighted conceptual grounding from Astin (1984)
regarding student engagement theory and Kahn (1990) who
proposed four theoretically grounded learner engagement
elements: emotional engagement,
the

engagement beyond the class. It is critical to pay attention

physical engagement,

cognitive engagement within class, and cognitive
to the engagement of students in the classroom to advance

the quality of their learning and it becomes the foremost
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indicator of the quality of post-secondary education (Lutz and
Culver, 2010; Baszuk and Heath, 2020). Student engagement
has a positive impact on students, institutions, and other
related organizations. Thus, it will create a more conducive
relationship and cooperation with other learners improve
communication, as well as facilitate students to acquire and
develop new skills and experiences. The basic principle of
engagement is believed to be a crucial element in enhancing
the learning experience and self-progress (Sun and Rueda,
2012). Enhancing learners’ academic engagement is one strategy
to alleviate their insecurities and apprehension and motivate
them to study English (Ho, 2020). Academic engagement
can be classified into three categories: behavioral, cognitive,
and motivational (Linnenbrink and Pintrich, 2003). Learners’
readiness to concentrate on the lesson and engage actively in
discussions is referred to as behavioral engagement. The amount
of effort students experiences in organizing and reviewing their
knowledge is associated with cognitive engagement. Students’
motivational engagement is defined as their passion for the
topics they are taking, as well as their behavioral responses to
their instructors and peers.

A closer exploration of Ryan and Decis (2000) self-
determination theory as a framework to understand aspects that
support or challenge intrinsic motivation, self-directed extrinsic
motivation, and psychological health, all topics that have
practical relevance to the educational context. They shed light on
the self-determination theory and its role in promoting intrinsic
motivation. Individuals are guided to be engaged or isolated in
social environments by the intrinsic motivation components of
self-determination theory, and these factors promote or inhibit
the natural process of self-motivation learning development
(Deci and Ryan, 1985; Ryan and Deci, 2000). For instance,
self-motivation increases when learners are satisfied with the
courses provided. The courses should facilitate the learners with
interactive and enjoyable tasks.

Intrinsic motivation encourages learners’ responsibility for
achieving goals and provides more autonomous learning
(Ceylan, 2021). Learner autonomy has become an issue that
is often discussed in the field of language teaching for
more than three decades (Holec, 1981). Holec confirms that
learner autonomy is an individual’s capacity to control their
learning and take responsibility for decision-making such
as identifying materials, goals, and advancements, as well as
selecting strategies and procedures, monitoring acquisition
procedures, and evaluating what has been acquired. This
theory is strengthened by Benson. (2013), who divides the
concept of control into three levels: control over learning
management, control over cognitive processes, and control over
learning content. Benson emphasized that learner autonomy
can be evolved through the three processes by commencing
with handling planning, managing, and assessing at the first
stage; progressing to initiating learners’ attention to linguistic
competence, representing their learning, and constructing
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metacognitive skills in the second stage; and eventually, being
allowed to choose the targets and sources of their learning at the
top level. Furthermore, a more holistic view of learner autonomy
is presented by Little (2002), showing that learner autonomy
entails awareness, a positive attitude, and a willingness to be
proactive in self-management and engagement with others.
Some studies revealed that students prefer to be in authority
of their learning experience, and they can experience more
proficiency and motivation when they are allowed to take
decisions (Cotterall, 1995; Tseng et al., 2020).

Teaching vocabulary with digital tools

Vocabulary acquisition has been considered overwhelming
at times. The use of digital games can effectively motivate and
enhance students’ vocabulary learning, as well as demonstrate a
variety of game learning environments in which varying factors
can result in drastically different learning outcomes (Tsai and
Tsai, 2018). Digital games in an educational context can create
an enjoyable learning environment so that learners are engaged
and motivated to interact with course content (Papadakis
and Kalogiannakis, 2018; Kalogiannakis and Papadakis, 2019a;
Papadakis et al, 2020). Adopting Mayer’s (2015) theory on
gamification, who presented three sets of questions regarding
value-added, cognitive-consequence, and media-comparison
type. The first question asks about which features of a game
enhance academic learning. The second question asks whether
playing a commercial game improves cognition. The third
question considers asks whether people learn more academic
material from online games than from traditional media. Digital
innovation has been leveraged to enhance learning vocabulary
as it provides students with textual, graphic, and auditory
input to the user mediated by audio and image flashcards,
visual animations, and virtual worlds as well (Lin, 2009;
Wang and Vasquez, 2012). Several researchers have proven
the effectiveness of second language learning vocabulary with
multimedia tools and have recommended it to other researchers
to conduct a further extensive investigation (Chang, 2006; Tseng
et al,, 2020).

Multimedia on vocabulary acquisition

Dual Coding Theory (DCT) from Paivio (1986) explains
the positive impact of interactive multimedia on vocabulary
acquisition. DCT depicts discourse coding as the construction
of two schemas: the verbal scheme and the non-verbal scheme.
When knowledge is coded in both schemes, the two types of
knowledge strengthen each other via denotative connections
(Paivio, 1986), resulting in greater retention and memory than
when the knowledge is coded in only one system. Furthermore,
the interaction of visual, textual, and auditory input can
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create a situation that is relevant and meaningful for the
demonstration of vocabulary, facilitating acquisition (Folse,
2006; Stuart Webb., 2008), even for low-proficiency learners
(Chang, 2006). Along these lines, Hong (2010) confirmed that
the use of multimedia can facilitate language learning in a variety
of ways, including enhancing learner enthusiasm, increasing
learners’ motivation, fostering autonomous learning, shaping
interactive and experiencing learner styles, and supporting
exploration abilities.

Prior studies related to the
effectiveness of Kahoot on student
acquisition, engagement, and
motivation

An article review was conducted by Kohnke and Moorhouse
(2021), exploring how language teachers are taking advantage
of the free version of Kahoot gamified learning to increase
student engagement and their academic progress. The findings
showed that the teacher has an important role in language
learning with the gamification model as the host and the
student’s role as a competitor. Gamification language courses
mediated by Kahoot are successfully introduced new content,
and provide more interactive and fun learning so that students
are motivated to compete and master the language material.
Furthermore, experiential learning gamification with Kahoot
in language classes creates a better learning environment to
enhance millennial student engagement and assists them in
developing a deeper comprehension of words and topics while
also providing instant feedback. Kahoot also assists students in
connecting course concepts and improving their scores (Baszuk
and Heath, 2020).

Numerous prior studies have demonstrated the effectiveness
of Kahoot gamification in the higher education context (Bicen
and Kocakoyun, 2018; Wichadee and Pattanapichet, 2018;
Guardia et al., 2019; Holbrey, 2020; Figuccio and Johnston,
2021). Guardia et al. (2019) performed a case study in the higher
education context. The data acquired in the questionnaire
demonstrates that students generally enjoyed the use of Kahoot,
the results presented that this app is a perfect example of
gamification, it could be assumed, with some risk of error, that
these new study techniques enhance students’ perspectives of the
particular topic, as these tools increase student engagement in
the classroom while continuing to improve their experience by
providing them with technological tools that can be replicated in
the future. In a higher education context using a mixed-method
study (Figuccio and Johnston, 2021). Students claimed Kahoot
made the class more engaging and interactive, so it assisted them
in grasping course content. These findings show that Kahoot is a
beneficial review platform. Additionally, students reported that
Kahoot helped them better understand the concepts learned in
the child development session.
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Another study by Bicen and Kocakoyun (2018) looked at
how gamification through Kahoot affected student achievement
through intra-class competition that was evaluated both
quantitatively and qualitatively. In this study, 65 students
in the Department of Preschool Teaching were recruited,
and the findings revealed that Kahoot incorporated in the
classroom could increase students’ interest, and boost students’
ambition for academic progress. Additionally, this method
was significant in improving student motivation. Moreover,
an action research approach with data captured from pre- to
post-surveys was used in the university setting (Holbrey, 2020).
The results revealed that there were no technical difficulties in
integrating synchronous online courses into lecture theaters,
and gamification was effective in encouraging constructive
engagement and collaboration. Students rated how competitive
it was, how quickly they got feedback on their understanding,
and how organized the possibilities for more discussion
were. Students felt that their engagement, concentration, and
memorization had improved.

Wichadee and Pattanapichet (2018) also found that
gamification through Kahoot during an English language
session improved students satisfaction and motivation.
Kahoot their
comprehension. Learners must respond to specific questions,

Instructors adopt to measure students’
and scores are determined based on the amount of time
spent and the number of correct responses. The learners’
names will display on the leaderboard if they achieve high
scores, motivating them to stay competitive. As they had to
compete with their peers in the game environment, the students
concentrated in class, and this drive resulted in higher academic
achievement.

In this study, after carefully reviewing previous studies, the
strengths and drawbacks of Kahoot on student engagement
such as character limits for every quiz and network failures
have already been addressed (Plump and LaRosa, 2017; Baszuk
and Heath, 2020). However, to the best of our knowledge,
few explored the students’ perceptions of Kahoot gamification
intervention on students’ motivation in the context of English
as a Foreign Language (EFL). Furthermore, investigations on
how Kahoot intervention impact EFL students’ vocabulary
acquisition, particularly how it boosts their exam scores are
scarce. Therefore, a more thorough investigation of the impact
of Kahoot gamification on vocabulary acquisition among EFL
undergraduate learners, and an investigation of the EFL learners’
engagement as well as motivation toward the use of Kahoot are
necessary to answer the four research questions listed below:

1. How does Kahoot impact the students’ exam scores in
vocabulary?

2. How does Kahoot impact students’ engagement in
vocabulary learning?

3. How does Kahoot impact students’ motivation in
vocabulary learning?
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4. What are the issues that students encountered in

vocabulary learning through Kahoot gamification?

Materials and methods

Description of the context and
participants

The investigation recruited 82 students enrolled in the
first semester of the 2021/2022 academic year at one of the
government universities in Jember, Indonesia by employing
purposive sampling. The participants were categorized into
two groups: an intervention group (N = 42) who acquired
English vocabulary with Kahoot intervention and a control
group (N = 40) who received non-gamification through Kahoot.
In the intervention group, 85.7% are females and 14.3% are
males. The majority of students are between 16-20 years
(95.2%) and 21-25 years (4.8%). Meanwhile, in the control
group, 90% are females and 10% are males. The majority
of students are between 16-20 years (85%) and 21-25 years
(15%). The course they were completing was an English course
as a required course for all English Department students in
the first semester. We designed learning objectives aimed at
boosting participants’ engagement and motivation throughout
this gamification vocabulary session. We extensively updated
the instructions and resources given in Kahoot as a result of
our commitment. In the first meeting, we presented academic
instructions and guidelines for each task so that they could
plan and prepare the topic for the following meeting (meetings
2-8). We motivated them to engage in active discussion
and participation. Furthermore, we also provided feedback
and comments to track their achievement in the vocabulary
gamification classroom.

Instruments and data analysis

In this vocabulary learning through Kahoot sessions, we
set up learning objectives focusing on boosting learners’
exam scores, engagement, and motivation. We were in charge
of and carefully developed well-instructions and engaging
materials delivered in Kahoot sessions. The academic rules and
instructions for every session and every task were explained
in the first meeting including group discussion after the quiz.
By doing so, they could prepare for learning topics for the
next sessions (sessions 2-8). The students were also motivated
to participate in the discussion after they receive their scores
on every quiz. In every meeting, a quiz was given 30-40 min
to assess the vocabulary acquisition that had previously been
learned. Synonyms, antonyms, and sentence completion in
terms of collocation, adjective, noun, adverb, and time are

Frontiers in Education

05

10.3389/feduc.2022.939884

among the topics covered in the quiz. The quiz comprises
a total of 20 questions. The benefit of using gamification to
provide the quiz is that it keeps students motivated and engaged
in a pleasant learning environment and reduces their anxiety
levels. Students can quickly acquire their scores and language
proficiency level after taking the quiz. Additionally, students
can receive comments and participate in discussions concerning
submitted answers to the quiz.

A two-dimensional scale has been constructed for
measuring the impact of a gamification technique through
Kahoot on student achievement, student engagement, as well
as motivation. Content validation of an instrument through
expert judgment was conducted before distributing it to the
students. Dealing with the questionnaires, there are 20 items
of the Five-point Likert Scale questionnaires regarding two
dimensions; student engagement (10 items) and student
motivation (10 items). A student receives 5 points if they
answer “strongly agree,” 4 points if they answer “agree;” 3 points
if they answer “neutral; 2 points if they answer “disagree;
and 1 point if they answer “strongly disagree.” Those adapted
questionnaires (Eltahir et al, 2021) have already met the
validity and reliability. The questionnaire was distributed to
experts from a variety of academic institutions to determine
its reliability and validity. These experts provided written
feedback on aspects of the questionnaire that can be enhanced
or modified to ensure that the research objective is met.
Cronbach’s alpha was also used to assess the questionnaire’s
reliability. The Cronbach alpha rating for internal consistency
was 0.835, indicating that the questionnaires were valid and
reliable. The semi-structured interview through WhatsApp
was recorded and these qualitative data were analyzed by
using thematic coding. The thematic method is used to decode
what the participants are discussing and to uncover the
perspectives and experiences of the learners. The interview
transcripts were reviewed several times to grasp the story’s
meaning and discourse, and thereafter the transcripts are coded
according to the themes, sub-themes, and themes that might
develop. Meanwhile, quantitative results were displayed as the
means and standard deviation (SD), and qualitative data were
displayed as excerpts. In this way, the impact of a gamification
approach through Kahoot could be investigated based on the
students’ perceptions and their experiences in the gamification
vocabulary classroom.

Results

Research question 1. How does Kahoot
impact the students’ exam scores in
vocabulary?

We need to have a closer look at the impact of Kahoot
by scrutinizing their scores on pre-test as well as post-test
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TABLE1 Mean and standard deviation of the students’ pre-test and
post-test of vocabulary test.

Vocabulary test M SD
Pre-test 45.00 14.77
Post-test 64.17 12.78

TABLE 2 Results of paired sample t-test for the students’ pre-test and
post-test of vocabulary test.

Test M SD df t-value Significance Size

effect
Pre-test 4500 1477 41  —15.18 0.000 0.85
Post-test  64.17  12.78

in vocabulary exams. Thus, we distributed the pre-test before
the intervention and the post-test after the intervention to
compare the students’ vocabulary acquisition. To see whether
the data were regularly distributed and homogeneous, normality
and homogeneity tests were used. The P-value on Shapiro-
Wilk (n < 50) of the pre-test was 0.188 and the P-value
of the post-test was 0.212. It indicated that the P-value
was larger than 0.05, we assume a normal distribution.
Furthermore, The P-value on Levene statistics displayed that
P-value was 0.760, which was greater than 0.05 so we assume
homogeneous distribution. Table 1 presents the overall scores
of students’ pre-test and post-test vocabulary acquisition.
Meanwhile, Table 2 displays the results of the paired samples’
t-test scores, which revealed a significant difference between
the means of the students vocabulary pre-test and post-
test scores. This points out that the post-test scores were
better than the pre-test scores with an effect size of about
0.85%. We investigated the impact of Kahoot on students’
vocabulary achievement by comparing their pre-test and post-
test scores.

Research question 2. How does Kahoot
impact students’ engagement in
vocabulary learning?

Table 3 displays that item 2 (the Kahoot game in learning
was exciting for me) was ranked first based on the mean
value (4.38 £ 0.79) and item 1 (I felt that using the
Kahoot game pushed me to find out the topics correctly)
was ranked as the second (4.26 =+ 0.73). However, the
mean score of item 5 (I was able to concentrate better
during the Kahoot game than in regular lectures) was
ranked as the least (3.67 =+ 1.12). These results indicate
that the overall mean score of the students’ responses was
3.95 + 0.96. All in all, the overall perceptions of the students
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were positive toward Kahoot in terms of engagement. The
criterion of responses using a Likert scale is classified as
very little (1.00-1.80), little (1.81-2.60), moderate (2.61-3.40),
high (3.41-4.20), and very high (4.21-5.0) (Eltahir et al,
2021).

A closer look at the responses from the students is
displayed as follows. The learners were excited since quizzes
enabled them to learn and play at the same time. Therefore,
Kahoot gamification does not exhaust them when it comes to
completing tasks.

We can learn while playing and certainly we get much useful
knowledge (SI).

Yes, it was, it doesn’t make me bored to learn (S1).

I’'m so happy and excited to answer the quiz (S6).

Kahoot also facilitates deep learning, prompting teachers to
concentrate more on the topics they have learned, making the
tests offered by Kahoot more enjoyable.

I think Kahoot is encouraging. By studying through Kahoot,
students have a passion for deep learning because Kahoot is
very attractive and enjoyable (S5).

Based on my experience, I got an assignment through Kahoot
to measure my ability and it was fun (S2).

Yes, it was very useful for the learner to get some materials,
quizzes, and information about English materials (S4).

Very useful, Kahoot provides good features, highly beneficial
and excellent quiz for study, and it provides very relevant
and helpful information to us (S5).

The quizzes are fun and not too difficult to answer, it can tell
if our answer is correct or not correct (S7).

Research question 3. How does Kahoot
impact students’ motivation in
vocabulary learning?

Table 4 displays that item 6 (during the test, I felt
encouragement and enthusiasm.) was ranked first based on
the mean value (4.14 4+ 0.98) and item 1 (I felt that
playing the Kahoot game provided me the satisfaction of
completing the test) was ranked as the second (4.14 % 0.81).
However, the mean score of items 10 (I only took the test
because I liked the Kahoot game idea of learning and doing
this test.) was ranked as the least (3.67 =+ 1.12). These
results indicate that the overall mean score of the students’
responses was 4.09 + 0.89. All in all, the overall perceptions
of the students were positive toward Kahoot in terms of
motivation.

Kahoot promotes a relaxing learning environment, it makes
students feel enthusiastic and feel motivated. Participants
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TABLE 3 Descriptive statistics of engagement.

10.3389/feduc.2022.939884

No. Items Mean SD Order Description

1 I felt that using the Kahoot game pushed me to find out the topics correctly. 4.26 0.73 2 Very high

2 The Kahoot game in learning was exciting for me. 4.38 0.79 1 Very high

3 I believe I did well on the test since I used the Kahoot game in the lecture. 4.02 0.84 4 High

4 I hope other lecturers use the Kahoot game. 3.76 1.08 7 High

5 I was able to concentrate better during the Kahoot game than in regular lectures. 3.67 1.12 10 High

6 Kahoot provides a more enjoyable and satisfying environment in the classroom. 3.86 1.00 6 High

7 Iloved and valued getting feedback after each question while taking the test. 4.19 0.77 3 High

8 Due to the use of the Kahoot game, I was able to precisely answer test questions. 3.95 0.79 5 High

9 Although I disliked the course material, I felt so comfortable participating. 3.71 1.13 9 High

10 I only took the test because the teacher told me to do it. 3.76 1.03 8 High

Total 3.95 0.96 High

TABLE 4 Descriptive statistics of motivation.

No. Items Mean SD  Order  Description

1 I felt that playing the Kahoot game provided me the satisfaction of completing the test. 4.14 0.81 2 High

2 Iliked taking the test through the Kahoot game since it motivates me to answer the questions. 4.11 0.83 5 High

3 I felt satisfied after completing my test. 4.05 0.99 8 High

4 I felt that using the Kahoot game provided me the satisfaction of finishing the learning topics. 4.05 0.88 9 High

5 Using the Kahoot game enabled me to answer test questions without help from others. 4.17 0.88 3 High

6 During the test, I felt encouragement and enthusiasm. 4.14 0.98 1 High

7 I think my time and effort were worth this lecture. 4.11 0.86 4 High

8 After playing the game, I am more confident in my comprehension of the topics. 4.10 0.85 6 High

9 I feel that using the Kahoot game assisted me to concentrate on the quiz to provide the correct response. 4.07 0.97 7 High

10 I only took the test because I enjoyed the Kahoot game idea of learning and taking this test. 3.98 0.92 10 High
Total 4.09 0.89 High

responded positively to the quizzes, timings, and immediate
scores when music is being used to supplement the quizzes: The
questions worked very well because it is followed by a game and
music (S4). Kahoot gamification is useful in modifying
learning and assignments, providing new experiences,
and motivating students to develop their vocabulary and

speaking skills.

Yes, I agree that Kahoot can encourage and motivate us to
participate because it can help us memories some vocabulary
and improve our speaking in English (S3).

Yes, Kahoot made us want to look for more vocabulary that
we didn’t know (S12).

Kahoot is very simple, effective, and easy to use. Playing
Kahoot gives me good experience because it can support me
to learn (S5).

Yes, Kahoot helps us to know some vocabularies (S10).

Yes, because the quizzes were easy and help us to remember
the grammar and the vocabulary (S7).
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Research question 4. What are the
issues that students encountered in
vocabulary learning through Kahoot
gamification?

However, some issues were captured during the teaching
and learning process. A closer look at the challenges
encountered by students could be displayed as follows. The
majority of learners express dissatisfaction with the length of
time allotted to complete the quiz: The time challenges me to
answer quickly and precisely (S1). Time goes fast (S2). Some
revealed their difficulty in answering the questions due to their
limited vocabulary: I don’t know about the English vocabulary
in Kahoot (S10). One student commented that poor internet
connection is the major problem: Maybe the challenge is on how
we maintain our internet connection because previously I had an
unstable internet connection so it was slow to join the quiz (S11).
Few students also expressed dissatisfaction related to the level of
test difficulty.
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I don’t have any problems, maybe its just my internet
poor connection and the questions are too difficult, that’s
my problem (S5).

I don’t think theres a problem, I just made a mistake in
answering the quiz (S7).

While others voiced their complaint due to the limited
number of participants. The quiz is divided into four groups,
each with a maximum of ten students. When group 1’s capacity
is reached, participants must join group 2 and so on.

The room is full. In other words, we can say the room is
limited to a few people (S8).

The first time I used it, I was confused and had a little trouble
because I didn’t know that Kahoot was only limited to 10
students so I couldn’t join the first quiz (S7).

Discussion and conclusion

The purpose of this study is to perceive the course
content of Kahoot in the classroom to increase exam scores
in vocabulary, and boost student engagement, and motivation.
In addition, this study also explored the issues encountered
by students in vocabulary learning through Kahoot. First,
concerning the course content of Kahoot, students felt delighted
to join the quiz and could participate and concentrate on
the course topics given. By doing so, gamification in the
form of quizzes in the vocabulary classroom could enhance
student-content interaction and successfully increase their exam
scores. Baszuk and Heath (2020) emphasized the importance
of enacting gamification through Kahoot to evaluate mid-term
and end-of-semester learning outcomes as it can be adopted
in vocabulary classrooms. The benefit is to measure their
ability and whether there is progress from previous learning
by providing interactive quizzes where they can immediately
find out their point or score. This quiz can take 3-10 min
depending on the number of vocabulary items and level of
difficulty.

In a closer look at student engagement, this present
study also revealed that they met satisfaction to engage in
challenging quizzes. It facilitates them with course content
reviews. This finding is also discussed by prior studies. The
facilities of music, colors and the excitement brought by
Kahoot successfully encourage students to be more focused,
concentrated, and engaged in a fun classroom atmosphere
(Plump and LaRosa, 2017). Kahoot is a visual graph of response,
true vs. false, which creates an opportunity for instructors to
reread and review missed material of more than 20% in the
classroom. Therefore, the use of gamification through Kahoot
can support the learning process, knowledge acquisition, short-
term memory recall, and as well as metacognitive abilities
(Kapp, 2012). All in all, Students enjoy and engage in reviewing
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material and competing in quizzes through Kahoot gamification
(Baszuk and Heath, 2020), and in the setting of higher
education (Woodard and Mabry, 2018), students compete
to get the most correct answers leveraging widely available
and familiar technology (and points). You and your students
will know how they performed right away, enabling you
to provide additional information, identify mistakes, lecture,
or have students engage or discuss correct (and incorrect)
answers. It is enjoyable, engages students, provides out
students’ competitive nature, and has the non-confrontational
sense of a game while enabling you to evaluate students
understanding of course concepts in the ubiquitous trivia game
style.

The shift of delivery instruction to online has garnered a
lot of attention and reduced students’ interest and motivation
in learning. The impact of Kahoot on students’ motivation
has been discussed in this present study, reporting that
Kahoot can encourage and motivate the students to complete
their course concepts and quiz, and help them memorize
some vocabularies they already learned. By doing so, the
student could interact with the content successfully in
gamification synchronous online courses. This result is
consistent with Martin-Sémer et al. (2021), who asserted
that offering quizzes through Kahoot can increase student
participation and motivation in small classes. Experience in
the Kahoot class also shows the importance of quizzes to
evaluate students’ knowledge before defeating final exams.
Furthermore, the acquisition of scores obtained from the
Kahoot gamification-based quiz is significantly increasing.
This happens as a pleasant learning environment in Kahoot
gamification can support student motivation to achieve a
level of success in an online learning environment. Similarly,
Licorish et al. (2018) conveyed that Kahoot resulted in the
improvement of student learning in the classroom, highlighting
its effects on academic achievement, engagement, motivation,
and experience for students. Other noteworthy studies suggest
that gamification may minimize distractions, hence enhancing
teaching and learning quality beyond that of conventional
settings.

Furthermore, corroborating the results of this present
study, Ebadi et al. (2021) reported that 80 university learners
majoring in English language and literature completed a
grammar session assisted by Kahoot, a free web game-
based software. By distributing open-ended questionnaires
as well as interviews, learners’ responses to the positive
and negative features of the application were elicited
before and after its intervention. This conclusion is also
discussed by Ruiz (2021), which claimed that Kahoot game-
based learning can motivate learners enthusiasm for the
activities in the classroom and their determination to succeed,
encouraging them to participate actively in the course. Action
research with questionnaire data was developed to gather
quantitative and qualitative data from undergraduate learners,
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revealing that Kahoot was successful in boosting engagement
and motivation to study, strengthening course concepts,
and impacting a good learning environment. Furthermore,
Kahoot sessions encourage students to study, concentrate on
key concepts and reflect on their learning (Ismail et al,
2019).

However, this present study has some limitations, first,
the sample size is small, and the collected data was not as
diverse as it could be as this study only covers questionnaires
and interviews. Hence, generalization to a larger population
may be hindered due to the small sample size. Second,
this present study enacted Kahoot gamification in the free
version and provided quizzes for vocabulary classrooms.
Further research needs to investigate the effectiveness of
Kahoot in larger sample sizes, in other contexts such as
elementary or secondary school, and for a diverse range
of skills such as listening and speaking. Moreover, an in-
depth investigation of qualitative or mixed-method research
emphasizing more diverse research methodologies such as
focus group responses or learner diaries can be designed to
explore the impact of Kahoot on the students’ vocabulary
scores, student engagement, and motivation and how it
impacts student satisfaction in accomplishing their target of
vocabulary scores. Moreover, several aspects regarding learners’
enthusiasm, attitude, and wellbeing need to be explored by
providing empirical findings.

It is still critical for faculty members in creating a fun
atmosphere in the vocabulary classroom, particularly in the EFL
classroom. Thus, this present study contributes theoretically as it
provides an enjoyable learning atmosphere, and boosts learners’
achievement, engagement, as well as motivation in vocabulary
language learning by exploiting Kahoot gamification. This
positive learning experience is beneficial for learners to be
engaged in vocabulary language learning activities and reduce
their boredom. Concerning pedagogical implications, this study
contributed to the benefits and challenges in vocabulary courses
through Kahoot. Faculty members need to carefully plan and
design vocabulary tasks in the context of EFL either in online
or blended courses. However, Plump and LaRosa (2017) noted
that some faculties could not exploit digital games in courses
due to a lack of opportunity, expertise, or knowledge in digital
literacy. Thus, this study sought to convince faculties to exploit
gamification in their courses as it offers engaging and motivating
sessions of vocabulary language learning and boosts learners’
acquisition of vocabulary.
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