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1. INTRODUCTION
Gamification, the incorporation of game-like principles into 

non-game settings, has emerged as a widely adopted approach in 
numerous fields, including education. A notable example of 
gamification in education is the use of Kahoot! (Biçen & Ko-
cakoyun, 2018; Jimenez et al., 2021). Studies on Kahoot! suggest 
that this gamification tool can positively influence student atti-
tudes, achievement, and performance. Past research has shown 
that using Kahoot! can enhance student motivation, satisfaction, 

and class attendance, contributing to improved academic per-
formance (Jimenez et al., 2021). Its engaging and interactive 
nature fosters a more immersive learning environment, which, 
in turn, can improve learning outcomes. However, previous 
studies also emphasise the need for in-depth investigation into 
its long-term effects, as well as the broader implications of gami-
fication (Wang & Tahir, 2020). While the immediate benefits of 
increased motivation and engagement are evident, the practical-
ity and sustainability of these impacts – particularly on deep 

learning and knowledge retention – are less clear. Furthermore, 
potential risks of gamification, such as over-reliance on extrinsic 
rewards, diversion from primary learning objectives, and the 
promotion of unintended competitive behaviours, must be care-
fully considered (Jiang, 2016).

In the context of modern education, the accessibility and af-
fordability of technological software and hardware, including 
computers, mobile phones, tablets, and online teaching and 
learning tools, have enabled educators to adopt and integrate 
games into instruction for more effective learning (Lin et al., 
2018; Singh et al., 2019; Singh et al., 2020). Educators today can 
explore and transform their pedagogical approaches, shifting 
from teacher-centred to student-centred methods, by integrating 
both low- and high-technology approaches. Through these tech-
nologies, lectures can be restructured to involve small group 
tasks where students take turns assisting one another in com-
pleting assignments (Tek et al., 2020). Teachers can present 
real-world problems and questions, use audience response sys-
tems, differentiate instruction to meet individual student needs, 
assign research-based learning materials to promote self-discov-
ery, engage students in debates and public speaking, organise 
conferences and guest lectures, conduct role-plays and simula-
tions, create engaging videos on assigned topics, and teach prac-
tical presentation skills.

With most universities adopting e-learning platforms for 
curriculum delivery, one of the most significant challenges edu-
cators face during online sessions is maintaining student engage-
ment in instruction (Tek et al., 2021). While classroom techno-
logy generally benefits students, past studies on assessing stu-
dent performance have produced mixed results due to the vary-
ing dynamics across institutions (Jaafar et al., 2022). The wide-
spread implementation of online learning platforms in education 
has sparked growing interest in understanding and improving 
student engagement in e-learning environments (Chatterjee & 
Correia, 2020). Some argue that e-learning platforms lack the so-
cial connections and personal interactions characteristic of tradi-
tional classrooms. Researchers contend that the absence of in-
person engagement in online learning can reduce student motiv-
ation and participation (Johar et al., 2023; Salas-Pilco et al., 
2022). Moreover, concerns have been raised about potential dis-
tractions and a lack of accountability in e-learning, which may 
negatively affect student engagement. Sharif et al. (2023) posit 
that student engagement in online learning environments is crit-
ical for academic success and overall satisfaction with the aca-
demic experience. Factors such as teacher presence, interactive 
activities, and collaborative learning experiences have been 
identified as key elements in fostering student engagement in e-
learning (Aguilar-Cruz, 2022). Additionally, the diversity of the 
tertiary education setting, encompassing a wide range of student 
abilities and proficiencies, adds complexity to the discussion.

This paper aims to explore the use of gamification in a 
broader teaching and learning context, particularly for large 
audiences in online classes. Specifically, it seeks to address the 
following research questions:

1. To what extent do students use Kahoot! to monitor their 
learning performance?

2. To what extent do students use Kahoot! as a tool to pro-
mote formative assessment?

3. What are students’ attitudes toward using Kahoot!?
           
2. THEORETICAL BACKGROUND
2.1. Monitoring learning performance using Kahoot!
Monitoring learning performance is an important aspect of 

education that helps educators evaluate student understanding 
and progress (Waworuntu & Suyoto, 2021). Advances in edu-
cational technology have provided educators with numerous 
tools for monitoring learning performance (Baguio et al., 2021), 
and one exemplary tool gaining popularity is Kahoot! This plat-
form is understood as a collaborative learning tool that enables 
educators to create quizzes, surveys, and discussions to assess 
student learning, knowledge, and engagement.

Past studies have shown that this app can significantly im-
pact student learning outcomes. For instance, Ahmed et al. 
(2022) investigated the effects of using this game-based learn-
ing tool on Iranian EFL learners’ vocabulary retention. A total of 
50 Iranian intermediate learners participated in the study. The 
findings suggest that utilising game-based learning tools for 
teaching may yield better outcomes compared to traditional in-
structional approaches. Moreover, these findings indicate the po-
tential for motivating students to engage in English language 
practice and acquisition beyond the classroom.

Kahoot!’s real-time feedback provides educators with in-
sights into students’ strengths and weaknesses, enabling tar-
geted interventions and personalised learning experiences. The 
game-based elements of the tool foster a competitive and enjoy-
able classroom environment, enhancing student engagement 
and learning retention. Additionally, the app is well-suited for 
formative assessment, making it a valuable tool for tracking 
learning performance.

Educators can use Kahoot! quizzes to assess student know-
ledge and understanding during lessons, identify misconceptions, 
and adjust their teaching strategies accordingly. In other words, 
past research points out the potential of Kahoot! as a tool for 
monitoring learning performance. Its ability to keep students en-
gaged, provide real-time feedback, and support formative assess-
ment makes it an asset for teachers.

Today’s educators can incorporate game-based learning 
into their teaching practices. As Zarzycka-Piskorz (2016) sug-
gests, they should apply game elements in non-game contexts. 
Game-based learning, grounded in experiential learning prin-
ciples, allows students to take control of their learning journey. It 
encourages them to work toward a goal, make choices, take 
risks, and experiment, keeping them engaged in teacher-de-
signed learning environments. Sharples (2000) posits that 
games benefit student motivation, academic achievement, and 
classroom interactions. Some Student Response Systems (SRS), 
such as Quizlet (Chien, 2015), have integrated game-based fea-
tures to increase student participation.
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date, more than 20 million users have played Kahoot!, drawn to 
its game-like features that help educators transform classrooms 
into competition-based learning environments (Singer, 2016).

Kahoot! is recognised as one of the online educational game 
platforms that should be implemented in the right context, with 
suitable cognitive tasks, well-planned challenging activities, and 
constructive feedback (Kapp, 2012). Kapp (2012) noted that 
the gamification of education is crucial for supporting 
instruction, knowledge acquisition, and learning. Kahoot!, as a 
form of gamification in the educational context, incorporates an 
extrinsic motivation factor that supports learning, sparks curios-
ity, and creates the perception that students are playing in real-
time at their own pace while monitoring their learning progress 
(Kumar, 1999). Students have expressed a preference for the 
app because it enables productive involvement with technology 
in a given learning context (Kumar, 1999).

The use of technology in instruction has been shown to in-
crease student motivation (Keezhatta & Omar, 2019). Educators 
can maximise the potential of technology by integrating appro-
priate learning objectives with Information and Communication 
Technologies (ICT) in the classroom. Today’s university stu-
dents are well-equipped with gadgets such as smartphones, tab-
lets, and laptops, which they can access with ease. This wide-
spread accessibility is evidence of the development of gamifica-
tion (Furini et al., 2019).

Educators can use the Kahoot! platform to help students 
monitor their learning performance. Kahoot! has been trending, 
and many educators have adopted it in classrooms in line with 
current educational trends (Chiang, 2020). Johns (2015) 
demonstrated that Kahoot! benefits students due to its gamified 
nature, which supports and promotes student engagement. Ad-
ditionally, Wang (2015) found that students preferred playing 
Kahoot! after each lecture session, reporting that it helped them 
master the topics covered by the lecturer. Students also shared 
that they love and enjoy playing it because of its competitive 
nature.

A study conducted by Lin et al. (2018) among 51 under-
graduates at a public university revealed that students showed 
improvement after playing Kahoot!, as it fosters motivation, en-
gagement, and promotes and reinforces both practical and theor-
etical learning. The researchers developed a 33-item survey that 
was reliable and suitable for future researchers interested in ex-
ploring Kahoot! and gamification in their studies. The findings of 
Zarzycka-Piskorz (2016) are supported by Johns (2015) and 
Robertson (2019), who reported similar outcomes regarding 
how the use of technology can encourage and enable student 
participation and engagement in classrooms.

Kahoot! has been extensively used by educators as a popu-
lar e-learning platform to facilitate student participation, activity, 
and engagement in learning. Educators can explore and use Ka-
hoot! online, as it is available for free on its online platform. The 
unique feature of Kahoot!, which is based on a user-centred ap-
plication, has contributed to its worldwide popularity (Klet-
nikov et al., 2019; Melchor-Couto, 2019). It is also recognised as 

a student response system that educators can use to design 
game-based quizzes, surveys, and discussions. Students can play 
Kahoot! as a class in real time. This is supported by Acquah and 
Katz (2020), who suggest that educators can use game-based 
learning to transform their pedagogy, encouraging students to 
participate actively rather than relying on traditional teaching 
methods.

Additionally, Kahoot! is widely recognised as a popular and 
effective learning platform underpinned by game-based and on-
line learning principles (Fisher, 2010; Huang et al., 2019). Sun 
and Hsieh (2018) agree that online and game-based learning 
have been gaining popularity among educators. In their study, 
Yunus et al. (2019) investigated the use of Kahoot! for teaching 
writing to promote engagement and participation. Data were col-
lected through a quantitative study of third-year TESL under-
graduates at a public university in Malaysia. The findings 
showed that the implementation of Kahoot! made learning more 
fun and exciting compared to traditional methods. The app also 
created more opportunities for students to participate and be-
come active learners in writing classes.

 
3. METHODOLOGY
The study employed a mixed-method research design, in-

corporating both a survey and focus group interviews. This 
design was chosen to ensure the study could effectively describe 
the attitudes, opinions, and behaviours of Kahoot! users while 
ensuring that the data would be robust for later discussion.

The study population consisted of 177 students from two 
universities and three colleges in Malaysia. These students were 
majors in Teaching English as a Second Language (TESL) and 
had used Kahoot! with their lecturers prior to the data collection.

A four-point Likert-type scale instrument was developed 
based on previous studies focusing on Kahoot! and its significant 
constructs. Three experts were selected to validate and test the 
instrument. Instrument reliability was measured using the 
Kuder-Richardson Formula 21 (KR-21), yielding a reliability 
coefficient of 0.81. The questionnaire was administered via 
Google Forms, and a link to the questionnaire was distributed to 
the 177 participants through WhatsApp.

The survey comprised two parts. Part 1 included 50 items, 
with eight focused on demographic data and the rest measuring 
various constructs outlined in the research questions. Part 2 in-
cluded 50 items designed to assess students’ views on various as-
pects of using Kahoot!, including monitoring learning perform-
ance (12 items: items 1-12), familiarisation with Kahoot! (7 
items: items 13-19), user-friendliness of Kahoot! (8 items: items 
20-27), Kahoot!’s promotion of active learning (6 items: items 
28-32), students’ attitudes toward Kahoot! (8 items: items 
33-41), Kahoot! as a tool for promoting formative assessment (9 
items: items 42-50).

For the focus group interview, ten TESL students voluntar-
ily participated to share their views on using Kahoot! to monitor 
their learning performance and other key aspects affecting their 
learning.
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Kahoot! is a prime example of a SRS developed with specif-
ic instructional outcomes in mind, offering students a gaming ex-
perience based on game design principles (Malone, 1980). 
Malone (1980) acknowledges that technological advancements 
are prevalent in today’s education sector. Consequently, educat-
ors need to make learning more engaging by incorporating tools 
such as Kahoot!, role-playing activities, and student-created 
tasks using videos and audio-visual materials. Kahoot! stands out 
by enabling educators to transform questions into quizzes, 
thereby enriching the classroom atmosphere.

In essence, it combines real-time audience responses with 
audio-visual aids. Its principles allow students to engage in a fun 
and stimulating learning environment (Malone, 1980). Previous 
studies have demonstrated that game-based learning elements 
enhance student motivation and attention (Malone, 1980; Wang 
et al., 2016; Wang & Lieberoth, 2016). For example, Malone 
(1980) explored how educators can make learning more chal-
lenging, interactive, enjoyable, and rewarding, thereby nurtur-
ing intrinsic motivation.

Wang and Tahir (2020) outlined in their review how edu-
cators can use this tool to assess students’ knowledge and guide 
them toward formative assessment. However, students often 
cite network connectivity as a major challenge. The use of gami-
fication in education has recently gained significant importance, 
with Kahoot! emerging as a distinguished platform to captivate 
students and enrich the learning experience. While proponents 
of Kahoot! emphasise its ability to create a fun, meaningful, and 
interactive learning atmosphere, critics have raised concerns 
that gamification might encourage trivial or surface-level en-
gagement rather than deep, meaningful learning (Biçen & Ko-
cakoyun, 2018).

Analysis of past studies presents mixed results regarding 
the effectiveness of Kahoot! in improving student outcomes. 
Several studies report positive findings, suggesting that the use 
of Kahoot! enhances student engagement, motivation, and aca-
demic performance (Biçen & Kocakoyun, 2018; Izquierdo- 
Álvarez et al., 2018; Tóth et al., 2019). For instance, Wang and 
Tahir (2020) found that Kahoot! fostered a ‘fun and captivating 
learning atmosphere’ and contributed to increased student in-
volvement and perceived learning. Similarly, Malone (1980) 
proposed that the principles underlying Kahoot! align with the-
ories of intrinsic motivation, which can support deeper learning 
(Izquierdo- Álvarez et al., 2018).

However, other research has raised concerns about gami-
fication’s potential to inspire superficial or insignificant engage-
ment rather than meaningful learning. Despite substantial evid-
ence indicating that Kahoot! and other Game-Based Student Re-
sponse Systems (GSRSs) enhance student attention, motivation, 
and engagement, it remains unclear whether Kahoot! yields su-
perior learning outcomes compared to traditional teaching meth-
ods and other Student Response Systems (SRSs) (Méndez-Coca 
& Slisko, 2013; Plump & LaRosa, 2017).

Previous investigations have explored students’ feedback 
on using Kahoot! (Wang, 2015), primarily relying on quantitat-
ive measures that often lack reliability and validity. Further-
more, several scholars have argued that the dynamic and com-
petitive nature of Kahoot! may shift the focus toward winning 
rather than the learning process itself (Wang & Tahir, 2020).

Wang and Lieberoth (2016) reported in their experiment-
al research that students who used Kahoot! with audio and 
points performed better than those in other groups. Their study 
demonstrated that incorporating audio and points in game-based 
learning enhances student enjoyment, motivation, engagement, 
and concentration. Game-based learning elements can be effect-
ive because educators can design personalised questions at vary-
ing levels of cognitive difficulty to test students’ mastery of 
knowledge and skills in a particular course. Students often ex-
press excitement when playing Kahoot! as it provides a compet-
itive and fun context that indirectly boosts motivation. This is 
further supported by Zarzycka-Piskorz (2016), who points out a 
strong positive correlation between game-playing and improved 
motivation and perseverance.

Different generations have different needs (Chun et al., 
2016). Acquah and Katz (2020) echo this sentiment in their 
study, emphasising the need for educators to transform ped-
agogy and teaching methods. They argue against relying solely 
on traditional teaching methods and advocate for exploring new 
approaches to address challenges and enhance learning. One of 
the key challenges is motivating students to stay focused during 
lectures. Long lecture hours and extensive syllabus content can 
demotivate students, making lectures feel boring, dry, and unin-
teresting. Learning becomes ineffective if students lack motiva-
tion, posing a significant obstacle for educators (Zarzycka-
Piskorz, 2016).

One way to capture student attention is through the use of 
games, which are believed to hold significant instructional value 
in motivating students to learn at all educational levels (Becker, 
2001). To effectively incorporate games into instruction, educat-
ors must seize the opportunity to understand, learn, and imple-
ment digital games in their classrooms. Becker (2007) emphas-
ises that educators must possess strong knowledge and under-
standing of how to integrate games into their teaching strategies. 
This is further supported by Gagne and Driscoll (1988), who as-
sert that gamification can be used to capture and sustain stu-
dents’ attention for learning. This is evident in Kahoot!, where 
features such as music, bright colours, and excitement spark stu-
dents’ interest and help maintain their focus during class. To 

‘The use of gamification in education has recently 
gained significant importance, with Kahoot! emerging 
as a distinguished platform to captivate students and 
enrich the learning experience. While proponents of 
Kahoot! emphasise its ability to create a fun, 
meaningful, and interactive learning atmosphere, 
critics have raised concerns that gamification might 
encourage trivial or surface-level engagement rather 
than deep, meaningful learning’
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date, more than 20 million users have played Kahoot!, drawn to 
its game-like features that help educators transform classrooms 
into competition-based learning environments (Singer, 2016).

Kahoot! is recognised as one of the online educational game 
platforms that should be implemented in the right context, with 
suitable cognitive tasks, well-planned challenging activities, and 
constructive feedback (Kapp, 2012). Kapp (2012) noted that 
the gamification of education is crucial for supporting 
instruction, knowledge acquisition, and learning. Kahoot!, as a 
form of gamification in the educational context, incorporates an 
extrinsic motivation factor that supports learning, sparks curios-
ity, and creates the perception that students are playing in real-
time at their own pace while monitoring their learning progress 
(Kumar, 1999). Students have expressed a preference for the 
app because it enables productive involvement with technology 
in a given learning context (Kumar, 1999).

The use of technology in instruction has been shown to in-
crease student motivation (Keezhatta & Omar, 2019). Educators 
can maximise the potential of technology by integrating appro-
priate learning objectives with Information and Communication 
Technologies (ICT) in the classroom. Today’s university stu-
dents are well-equipped with gadgets such as smartphones, tab-
lets, and laptops, which they can access with ease. This wide-
spread accessibility is evidence of the development of gamifica-
tion (Furini et al., 2019).

Educators can use the Kahoot! platform to help students 
monitor their learning performance. Kahoot! has been trending, 
and many educators have adopted it in classrooms in line with 
current educational trends (Chiang, 2020). Johns (2015) 
demonstrated that Kahoot! benefits students due to its gamified 
nature, which supports and promotes student engagement. Ad-
ditionally, Wang (2015) found that students preferred playing 
Kahoot! after each lecture session, reporting that it helped them 
master the topics covered by the lecturer. Students also shared 
that they love and enjoy playing it because of its competitive 
nature.

A study conducted by Lin et al. (2018) among 51 under-
graduates at a public university revealed that students showed 
improvement after playing Kahoot!, as it fosters motivation, en-
gagement, and promotes and reinforces both practical and theor-
etical learning. The researchers developed a 33-item survey that 
was reliable and suitable for future researchers interested in ex-
ploring Kahoot! and gamification in their studies. The findings of 
Zarzycka-Piskorz (2016) are supported by Johns (2015) and 
Robertson (2019), who reported similar outcomes regarding 
how the use of technology can encourage and enable student 
participation and engagement in classrooms.

Kahoot! has been extensively used by educators as a popu-
lar e-learning platform to facilitate student participation, activity, 
and engagement in learning. Educators can explore and use Ka-
hoot! online, as it is available for free on its online platform. The 
unique feature of Kahoot!, which is based on a user-centred ap-
plication, has contributed to its worldwide popularity (Klet-
nikov et al., 2019; Melchor-Couto, 2019). It is also recognised as 

a student response system that educators can use to design 
game-based quizzes, surveys, and discussions. Students can play 
Kahoot! as a class in real time. This is supported by Acquah and 
Katz (2020), who suggest that educators can use game-based 
learning to transform their pedagogy, encouraging students to 
participate actively rather than relying on traditional teaching 
methods.

Additionally, Kahoot! is widely recognised as a popular and 
effective learning platform underpinned by game-based and on-
line learning principles (Fisher, 2010; Huang et al., 2019). Sun 
and Hsieh (2018) agree that online and game-based learning 
have been gaining popularity among educators. In their study, 
Yunus et al. (2019) investigated the use of Kahoot! for teaching 
writing to promote engagement and participation. Data were col-
lected through a quantitative study of third-year TESL under-
graduates at a public university in Malaysia. The findings 
showed that the implementation of Kahoot! made learning more 
fun and exciting compared to traditional methods. The app also 
created more opportunities for students to participate and be-
come active learners in writing classes.

 
3. METHODOLOGY
The study employed a mixed-method research design, in-

corporating both a survey and focus group interviews. This 
design was chosen to ensure the study could effectively describe 
the attitudes, opinions, and behaviours of Kahoot! users while 
ensuring that the data would be robust for later discussion.

The study population consisted of 177 students from two 
universities and three colleges in Malaysia. These students were 
majors in Teaching English as a Second Language (TESL) and 
had used Kahoot! with their lecturers prior to the data collection.

A four-point Likert-type scale instrument was developed 
based on previous studies focusing on Kahoot! and its significant 
constructs. Three experts were selected to validate and test the 
instrument. Instrument reliability was measured using the 
Kuder-Richardson Formula 21 (KR-21), yielding a reliability 
coefficient of 0.81. The questionnaire was administered via 
Google Forms, and a link to the questionnaire was distributed to 
the 177 participants through WhatsApp.

The survey comprised two parts. Part 1 included 50 items, 
with eight focused on demographic data and the rest measuring 
various constructs outlined in the research questions. Part 2 in-
cluded 50 items designed to assess students’ views on various as-
pects of using Kahoot!, including monitoring learning perform-
ance (12 items: items 1-12), familiarisation with Kahoot! (7 
items: items 13-19), user-friendliness of Kahoot! (8 items: items 
20-27), Kahoot!’s promotion of active learning (6 items: items 
28-32), students’ attitudes toward Kahoot! (8 items: items 
33-41), Kahoot! as a tool for promoting formative assessment (9 
items: items 42-50).

For the focus group interview, ten TESL students voluntar-
ily participated to share their views on using Kahoot! to monitor 
their learning performance and other key aspects affecting their 
learning.
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Kahoot! is a prime example of a SRS developed with specif-
ic instructional outcomes in mind, offering students a gaming ex-
perience based on game design principles (Malone, 1980). 
Malone (1980) acknowledges that technological advancements 
are prevalent in today’s education sector. Consequently, educat-
ors need to make learning more engaging by incorporating tools 
such as Kahoot!, role-playing activities, and student-created 
tasks using videos and audio-visual materials. Kahoot! stands out 
by enabling educators to transform questions into quizzes, 
thereby enriching the classroom atmosphere.

In essence, it combines real-time audience responses with 
audio-visual aids. Its principles allow students to engage in a fun 
and stimulating learning environment (Malone, 1980). Previous 
studies have demonstrated that game-based learning elements 
enhance student motivation and attention (Malone, 1980; Wang 
et al., 2016; Wang & Lieberoth, 2016). For example, Malone 
(1980) explored how educators can make learning more chal-
lenging, interactive, enjoyable, and rewarding, thereby nurtur-
ing intrinsic motivation.

Wang and Tahir (2020) outlined in their review how edu-
cators can use this tool to assess students’ knowledge and guide 
them toward formative assessment. However, students often 
cite network connectivity as a major challenge. The use of gami-
fication in education has recently gained significant importance, 
with Kahoot! emerging as a distinguished platform to captivate 
students and enrich the learning experience. While proponents 
of Kahoot! emphasise its ability to create a fun, meaningful, and 
interactive learning atmosphere, critics have raised concerns 
that gamification might encourage trivial or surface-level en-
gagement rather than deep, meaningful learning (Biçen & Ko-
cakoyun, 2018).

Analysis of past studies presents mixed results regarding 
the effectiveness of Kahoot! in improving student outcomes. 
Several studies report positive findings, suggesting that the use 
of Kahoot! enhances student engagement, motivation, and aca-
demic performance (Biçen & Kocakoyun, 2018; Izquierdo- 
Álvarez et al., 2018; Tóth et al., 2019). For instance, Wang and 
Tahir (2020) found that Kahoot! fostered a ‘fun and captivating 
learning atmosphere’ and contributed to increased student in-
volvement and perceived learning. Similarly, Malone (1980) 
proposed that the principles underlying Kahoot! align with the-
ories of intrinsic motivation, which can support deeper learning 
(Izquierdo- Álvarez et al., 2018).

However, other research has raised concerns about gami-
fication’s potential to inspire superficial or insignificant engage-
ment rather than meaningful learning. Despite substantial evid-
ence indicating that Kahoot! and other Game-Based Student Re-
sponse Systems (GSRSs) enhance student attention, motivation, 
and engagement, it remains unclear whether Kahoot! yields su-
perior learning outcomes compared to traditional teaching meth-
ods and other Student Response Systems (SRSs) (Méndez-Coca 
& Slisko, 2013; Plump & LaRosa, 2017).

Previous investigations have explored students’ feedback 
on using Kahoot! (Wang, 2015), primarily relying on quantitat-
ive measures that often lack reliability and validity. Further-
more, several scholars have argued that the dynamic and com-
petitive nature of Kahoot! may shift the focus toward winning 
rather than the learning process itself (Wang & Tahir, 2020).

Wang and Lieberoth (2016) reported in their experiment-
al research that students who used Kahoot! with audio and 
points performed better than those in other groups. Their study 
demonstrated that incorporating audio and points in game-based 
learning enhances student enjoyment, motivation, engagement, 
and concentration. Game-based learning elements can be effect-
ive because educators can design personalised questions at vary-
ing levels of cognitive difficulty to test students’ mastery of 
knowledge and skills in a particular course. Students often ex-
press excitement when playing Kahoot! as it provides a compet-
itive and fun context that indirectly boosts motivation. This is 
further supported by Zarzycka-Piskorz (2016), who points out a 
strong positive correlation between game-playing and improved 
motivation and perseverance.

Different generations have different needs (Chun et al., 
2016). Acquah and Katz (2020) echo this sentiment in their 
study, emphasising the need for educators to transform ped-
agogy and teaching methods. They argue against relying solely 
on traditional teaching methods and advocate for exploring new 
approaches to address challenges and enhance learning. One of 
the key challenges is motivating students to stay focused during 
lectures. Long lecture hours and extensive syllabus content can 
demotivate students, making lectures feel boring, dry, and unin-
teresting. Learning becomes ineffective if students lack motiva-
tion, posing a significant obstacle for educators (Zarzycka-
Piskorz, 2016).

One way to capture student attention is through the use of 
games, which are believed to hold significant instructional value 
in motivating students to learn at all educational levels (Becker, 
2001). To effectively incorporate games into instruction, educat-
ors must seize the opportunity to understand, learn, and imple-
ment digital games in their classrooms. Becker (2007) emphas-
ises that educators must possess strong knowledge and under-
standing of how to integrate games into their teaching strategies. 
This is further supported by Gagne and Driscoll (1988), who as-
sert that gamification can be used to capture and sustain stu-
dents’ attention for learning. This is evident in Kahoot!, where 
features such as music, bright colours, and excitement spark stu-
dents’ interest and help maintain their focus during class. To 

‘The use of gamification in education has recently 
gained significant importance, with Kahoot! emerging 
as a distinguished platform to captivate students and 
enrich the learning experience. While proponents of 
Kahoot! emphasise its ability to create a fun, 
meaningful, and interactive learning atmosphere, 
critics have raised concerns that gamification might 
encourage trivial or surface-level engagement rather 
than deep, meaningful learning’
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In this study, the researchers opted for a four-point Likert 
scale to omit a neutral midpoint, as they aimed to obtain the re-
spondents’ definitive and conclusive attitudes without allowing 
for neutrality or inconsistency. This decision encouraged re-
spondents to express a clear preference, thereby improving the 
precision of the data collected.

The students proposed for the interviews were purpose-
fully selected, as experienced students exposed to game-based 
learning from different backgrounds provide a diverse and com-
prehensive pool of perspectives, ensuring a representative 
sample of experiences and insights. Furthermore, qualitative re-
search often relies on smaller sample sizes to achieve depth 
rather than breadth. This variety enables a well-rounded under-
standing of learners’ different abilities to use Kahoot! for monit-
oring their learning performance, their attitudes toward using 
Kahoot!, and the challenges they encounter.

Item analysis was conducted using descriptive analysis. 
Data collected were analysed using mean and standard deviation 
to identify the areas of Kahoot! usage that impacted learning, as 
reported by the participants. The interview transcripts were 
carefully documented and transcribed in the initial stages. The 
data were then analyzed and accurately categorised.

The data analysis approach followed the methodology out-
lined by Creswell and Poth (2018), which included organising 
the data, performing an initial database search, categorising and 
coding themes, presenting the data, and formulating an inter-
pretation. This process involved a series of interconnected steps, 
including information analysis and visualisation. Triangulation 

was employed to enhance credibility by incorporating multiple 
data-gathering methods, including interviews, to ensure consist-
ency in the data and supporting evidence used for the conclu-
sions. Authenticity was ensured by providing the interview 
transcripts to the participants for verification. To ensure accur-
acy and reduce bias, participants were screened to confirm their 
legitimacy.

The data underwent thematic analysis. Data obtained from 
the interviews were analysed thematically and used to comple-
ment the quantitative findings.

 
4. RESULTS AND DISCUSSION
4.1. Research question 1: To what extent do the stu-

dents use Kahoot! to monitor their learning performance?
Table 1 summarises the mean and standard deviation 

based on respondents’ understanding of using Kahoot! for mon-
itoring learning performance, familiarisation with using Kahoot!, 
its user-friendliness, its role in promoting active learning, stu-
dents’ attitudes toward Kahoot!, and its use as a tool for promot-
ing formative assessment. The results indicate that the total 
mean and standard deviation for respondents’ understanding of 
using Kahoot! to monitor learning performance were M=3.43 
and SD=0.49, respectively. Other results were as follows: famili-
arisation with using Kahoot! (M=3.59, SD=0.42), user-friendli-
ness of Kahoot! (M=3.64, SD=0.35), Kahoot! promoting active 
learning (M=3.73, SD=0.38), students’ attitudes toward Kahoot! 
(M=3.59, SD=0.51), and Kahoot! as a tool for promoting format-
ive assessment (M=3.53, SD=0.52).
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preference for having Kahoot! sessions after each lecture. This 
suggests that the gamified aspects of Kahoot! promote fun learn-
ing (Wang, 2015) and encourage students to desire more Ka-
hoot! sessions (Cheong et al., 2013; Clark et al., 2011; Cutri et al., 
2016).

The lowest mean score was for item 3: I have more possibil-
ities to work at my own pace when I play Kahoot! (M=3.07, 
SD=0.87). The second lowest mean score was for item 7: I have 
increased my creativity after playing Kahoot! (M=3.27, SD=0.74), 

followed by item 10: My learning has been more autonomous 
after playing Kahoot! (M=3.28, SD=0.71). Despite the low mean 
score for My learning has been more autonomous after playing 
Kahoot!, the findings suggest encouraging outcomes to some ex-
tent. However, the scores related to autonomous learning high-
light an area for improvement. The game-based learning ap-
proach appears to enhance collaborative learning rather than 
self-regulated learning, which may influence students’ percep-
tions of autonomy.

Table 1
Summary of mean and standard deviation of using Kahoot!

ITEM N MEAN

Using Kahoot! to monitor learning performance 177 3.43

Students’ familiarisation of using Kahoot! 177 3.59

User-friendliness of Kahoot! 177 3.64

Kahoot! promotes active learning 177 3.73

Students’ attitudes toward Kahoot! 177 3.59

Kahoot! as a tool for promoting formative assessment 177 3.53

STD. DEVIATION

0.49

0.42

0.35

0.38

0.51

0.52

Table 2 presents the extent to which students use Kahoot! 
to monitor their learning performance. The highest mean score 
was for item 11: I had fun while learning through Kahoot! 
(M=3.76, SD=0.46). The second highest mean score was for 
item 5: I think learning is more active and experiential after play-
ing Kahoot! (M=3.63, SD=0.58). The third highest mean scores 
were observed for item 1: I have been able to self-evaluate my 
learning process when I play Kahoot! (M=3.53, SD=0.53) and 
item 6: I have increased my motivation after playing Kahoot! 

(M=3.53, SD=0.67). These findings indicate that students were 
able to self-evaluate their learning to monitor their performance. 
Motivation plays an important role in fostering students’ enthu-
siasm for learning, as noted by Chiang (2020), who posited that 
games can enhance both academic achievement and motivation.

The fourth highest mean score was for item 4: I see more 
possibilities to show what I have learned when I play Kahoot! 
(M=3.50, SD=0.69), followed by item 8: I hope Kahoot! could be 
used in all lectures (M=3.46, SD=0.60), which reflects students’ 

Table 2
Students’ use of Kahoot! to monitor learning performance

NO
.

STATEMENT MEAN

1. I have been able to self-evaluate my learning process when I play Kahoot! 3.53

2. I learn better after each Kahoot! session. 3.42

3. I have more possibilities to work at my own pace when I play Kahoot! 3.07

4. I see more possibilities to show what I have learned when I play Kahoot! 3.50

5. I think learning is more active and experiential after playing Kahoot! 3.63

6. I have increased my motivation after playing Kahoot! 3.53

7. I have increased my creativity after playing Kahoot! 3.27

8. I hope Kahoot! could be used in all lectures. 3.46

9. I have improved my learning process after playing Kahoot! 3.40

10. My learning has been more autonomous after playing Kahoot! 3.28

11. I had fun while learning through Kahoot! 3.76

12. My learning results have increased after playing Kahoot! 3.33

3.43

SD

0.53

0.64

0.87

0.69

0.58

0.67

0.74

0.69

0.65

0.71

0.46

0.73

0.49Average

4.2. Research question 2: What are students’ attitudes 
toward the use of Kahoot!?

Table 3 illustrates students’ attitudes toward the use of Ka-
hoot! The highest mean score was for item 40: I am more alert 
when I play Kahoot! because I want to win (M=3.71, SD=0.57). 
The second highest mean scores were for item 35: I get excited 
when playing Kahoot! (M=3.69, SD=0.58) and item 41: I make 
sure I read and respond carefully when I play Kahoot! (M=3.69, 
SD=0.57). The third highest mean score was for item 34: I al-
ways look forward to playing Kahoot! (M=3.64, SD=0.63). The 
fourth highest mean scores were for item 37: I feel positive when 
I play Kahoot! (M=3.58, SD=0.65) and item 38: I feel comfortable 
when I play Kahoot! (M=3.58, SD=0.65). The lowest mean score 
was for item 36: I feel my learning is more structured when I play 
Kahoot! (M=3.36, SD=0.76). The second lowest mean score was 
for item 39: I feel I learn more when I play Kahoot! (M=3.49, 
SD=0.71).

4.3. Research question 3: To what extent do the stu-
dents use Kahoot! as a tool to promote formative 
assessment?

Table 4 presents students’ responses toward using Kahoot! 
as a tool to promote formative assessment. The highest mean 
score was for item 42: I can see my scores after each Kahoot! ses-
sion (M=3.86, SD=0.38). The second highest mean score was for 
item 49: I can compare my scores with friends after each Kahoot! 
session (M=3.66, SD=0.62). The third highest mean score was 
for item 46: I can reflect on my learning after each Kahoot! session 
(M=3.65, SD=0.66). The fourth highest mean score was for item 
43: I can record my achievement after each Kahoot! session 
(M=3.58, SD=0.68). Three items shared the fifth highest mean 
score – item 45: I can assess my learning through Kahoot! 
(M=3.57, SD=0.68), item 48: I am aware of the self-assessment 
opportunity after playing Kahoot! (M=3.57, SD=0.72), and item 
50: I can use Kahoot! to improve my academic performance 
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In this study, the researchers opted for a four-point Likert 
scale to omit a neutral midpoint, as they aimed to obtain the re-
spondents’ definitive and conclusive attitudes without allowing 
for neutrality or inconsistency. This decision encouraged re-
spondents to express a clear preference, thereby improving the 
precision of the data collected.

The students proposed for the interviews were purpose-
fully selected, as experienced students exposed to game-based 
learning from different backgrounds provide a diverse and com-
prehensive pool of perspectives, ensuring a representative 
sample of experiences and insights. Furthermore, qualitative re-
search often relies on smaller sample sizes to achieve depth 
rather than breadth. This variety enables a well-rounded under-
standing of learners’ different abilities to use Kahoot! for monit-
oring their learning performance, their attitudes toward using 
Kahoot!, and the challenges they encounter.

Item analysis was conducted using descriptive analysis. 
Data collected were analysed using mean and standard deviation 
to identify the areas of Kahoot! usage that impacted learning, as 
reported by the participants. The interview transcripts were 
carefully documented and transcribed in the initial stages. The 
data were then analyzed and accurately categorised.

The data analysis approach followed the methodology out-
lined by Creswell and Poth (2018), which included organising 
the data, performing an initial database search, categorising and 
coding themes, presenting the data, and formulating an inter-
pretation. This process involved a series of interconnected steps, 
including information analysis and visualisation. Triangulation 

was employed to enhance credibility by incorporating multiple 
data-gathering methods, including interviews, to ensure consist-
ency in the data and supporting evidence used for the conclu-
sions. Authenticity was ensured by providing the interview 
transcripts to the participants for verification. To ensure accur-
acy and reduce bias, participants were screened to confirm their 
legitimacy.

The data underwent thematic analysis. Data obtained from 
the interviews were analysed thematically and used to comple-
ment the quantitative findings.

 
4. RESULTS AND DISCUSSION
4.1. Research question 1: To what extent do the stu-

dents use Kahoot! to monitor their learning performance?
Table 1 summarises the mean and standard deviation 

based on respondents’ understanding of using Kahoot! for mon-
itoring learning performance, familiarisation with using Kahoot!, 
its user-friendliness, its role in promoting active learning, stu-
dents’ attitudes toward Kahoot!, and its use as a tool for promot-
ing formative assessment. The results indicate that the total 
mean and standard deviation for respondents’ understanding of 
using Kahoot! to monitor learning performance were M=3.43 
and SD=0.49, respectively. Other results were as follows: famili-
arisation with using Kahoot! (M=3.59, SD=0.42), user-friendli-
ness of Kahoot! (M=3.64, SD=0.35), Kahoot! promoting active 
learning (M=3.73, SD=0.38), students’ attitudes toward Kahoot! 
(M=3.59, SD=0.51), and Kahoot! as a tool for promoting format-
ive assessment (M=3.53, SD=0.52).
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preference for having Kahoot! sessions after each lecture. This 
suggests that the gamified aspects of Kahoot! promote fun learn-
ing (Wang, 2015) and encourage students to desire more Ka-
hoot! sessions (Cheong et al., 2013; Clark et al., 2011; Cutri et al., 
2016).

The lowest mean score was for item 3: I have more possibil-
ities to work at my own pace when I play Kahoot! (M=3.07, 
SD=0.87). The second lowest mean score was for item 7: I have 
increased my creativity after playing Kahoot! (M=3.27, SD=0.74), 

followed by item 10: My learning has been more autonomous 
after playing Kahoot! (M=3.28, SD=0.71). Despite the low mean 
score for My learning has been more autonomous after playing 
Kahoot!, the findings suggest encouraging outcomes to some ex-
tent. However, the scores related to autonomous learning high-
light an area for improvement. The game-based learning ap-
proach appears to enhance collaborative learning rather than 
self-regulated learning, which may influence students’ percep-
tions of autonomy.

Table 1
Summary of mean and standard deviation of using Kahoot!

ITEM N MEAN

Using Kahoot! to monitor learning performance 177 3.43

Students’ familiarisation of using Kahoot! 177 3.59

User-friendliness of Kahoot! 177 3.64

Kahoot! promotes active learning 177 3.73

Students’ attitudes toward Kahoot! 177 3.59

Kahoot! as a tool for promoting formative assessment 177 3.53

STD. DEVIATION

0.49

0.42

0.35

0.38

0.51

0.52

Table 2 presents the extent to which students use Kahoot! 
to monitor their learning performance. The highest mean score 
was for item 11: I had fun while learning through Kahoot! 
(M=3.76, SD=0.46). The second highest mean score was for 
item 5: I think learning is more active and experiential after play-
ing Kahoot! (M=3.63, SD=0.58). The third highest mean scores 
were observed for item 1: I have been able to self-evaluate my 
learning process when I play Kahoot! (M=3.53, SD=0.53) and 
item 6: I have increased my motivation after playing Kahoot! 

(M=3.53, SD=0.67). These findings indicate that students were 
able to self-evaluate their learning to monitor their performance. 
Motivation plays an important role in fostering students’ enthu-
siasm for learning, as noted by Chiang (2020), who posited that 
games can enhance both academic achievement and motivation.

The fourth highest mean score was for item 4: I see more 
possibilities to show what I have learned when I play Kahoot! 
(M=3.50, SD=0.69), followed by item 8: I hope Kahoot! could be 
used in all lectures (M=3.46, SD=0.60), which reflects students’ 

Table 2
Students’ use of Kahoot! to monitor learning performance

NO
.

STATEMENT MEAN

1. I have been able to self-evaluate my learning process when I play Kahoot! 3.53

2. I learn better after each Kahoot! session. 3.42

3. I have more possibilities to work at my own pace when I play Kahoot! 3.07

4. I see more possibilities to show what I have learned when I play Kahoot! 3.50

5. I think learning is more active and experiential after playing Kahoot! 3.63

6. I have increased my motivation after playing Kahoot! 3.53

7. I have increased my creativity after playing Kahoot! 3.27

8. I hope Kahoot! could be used in all lectures. 3.46

9. I have improved my learning process after playing Kahoot! 3.40

10. My learning has been more autonomous after playing Kahoot! 3.28

11. I had fun while learning through Kahoot! 3.76

12. My learning results have increased after playing Kahoot! 3.33

3.43

SD

0.53

0.64

0.87

0.69

0.58

0.67

0.74

0.69

0.65

0.71

0.46

0.73

0.49Average

4.2. Research question 2: What are students’ attitudes 
toward the use of Kahoot!?

Table 3 illustrates students’ attitudes toward the use of Ka-
hoot! The highest mean score was for item 40: I am more alert 
when I play Kahoot! because I want to win (M=3.71, SD=0.57). 
The second highest mean scores were for item 35: I get excited 
when playing Kahoot! (M=3.69, SD=0.58) and item 41: I make 
sure I read and respond carefully when I play Kahoot! (M=3.69, 
SD=0.57). The third highest mean score was for item 34: I al-
ways look forward to playing Kahoot! (M=3.64, SD=0.63). The 
fourth highest mean scores were for item 37: I feel positive when 
I play Kahoot! (M=3.58, SD=0.65) and item 38: I feel comfortable 
when I play Kahoot! (M=3.58, SD=0.65). The lowest mean score 
was for item 36: I feel my learning is more structured when I play 
Kahoot! (M=3.36, SD=0.76). The second lowest mean score was 
for item 39: I feel I learn more when I play Kahoot! (M=3.49, 
SD=0.71).

4.3. Research question 3: To what extent do the stu-
dents use Kahoot! as a tool to promote formative 
assessment?

Table 4 presents students’ responses toward using Kahoot! 
as a tool to promote formative assessment. The highest mean 
score was for item 42: I can see my scores after each Kahoot! ses-
sion (M=3.86, SD=0.38). The second highest mean score was for 
item 49: I can compare my scores with friends after each Kahoot! 
session (M=3.66, SD=0.62). The third highest mean score was 
for item 46: I can reflect on my learning after each Kahoot! session 
(M=3.65, SD=0.66). The fourth highest mean score was for item 
43: I can record my achievement after each Kahoot! session 
(M=3.58, SD=0.68). Three items shared the fifth highest mean 
score – item 45: I can assess my learning through Kahoot! 
(M=3.57, SD=0.68), item 48: I am aware of the self-assessment 
opportunity after playing Kahoot! (M=3.57, SD=0.72), and item 
50: I can use Kahoot! to improve my academic performance 
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(M=3.57, SD=0.52). The lowest mean score was for item 44: I 
can request to repeat the quiz whenever I wish (M=3.01, 
SD=0.95). The second lowest mean score was for item 47: I use 
scores obtained from Kahoot! to chart my progress in learning 
(M=3.31, SD=0.89).

Focus group interview findings reveal that students en-
joyed lectures primarily due to the use of Kahoot! by the educat-
or. Three main themes emerged from the interviews: learning is 
fun with Kahoot!, issues with activating Kahoot! during lessons, 
and tracking progress in learning.

Students shared that while a typical lecture in higher edu-
cation can be interesting, learning sometimes feels tedious due to 
information overload during the lecture. This occurs because 

students need to internalise theoretical knowledge and then ap-
ply it for practical purposes. Kahoot! made learning fun for stu-
dents, primarily due to the educator’s engaging teaching ap-
proach, as highlighted in their comments:

Student A: Too much input to absorb can be boring, but I am 
glad that my lecturer uses Kahoot! after each class. Learning is fun 
and interesting. It is not boring.

Student B: My lecturer makes her teaching interesting by ask-
ing us to play Kahoot!

Student C: I love learning more when my lecturer uses Ka-
hoot! It opens my eyes.

Student D: The background music in Kahoot! is so exciting. It 
makes me want to explore learning more. I don’t feel sleepy either.

Thus, the use of Kahoot! by educators makes learning more 
meaningful and engaging for students, helping them avoid bore-
dom and fatigue.

One issue students shared regarding activating Kahoot! 
during lessons was the inability to access it when the session 
started. Some students mentioned that poor internet access was 
a barrier, making it difficult to log in. Student C said she some-
times relied on her friend’s phone to play Kahoot! when she 
could not log in using her own device. Student A expressed feel-
ings of frustration and upset when unable to access the platform:

Student A: I get frustrated when I cannot log in when my lec-
turer starts Kahoot! The line is bad.

Student B: It depends on the Wi-Fi in the lecture hall. It lags 
most of the time.

Student C: I try to log in, but it takes time. So, what I do is 
just join and play using my friend’s phone.

Student D: Sometimes I can log in quite fast, but other times I 
can’t because of the internet.

Students agreed that playing Kahoot! allowed them to as-
sess their understanding of the topics taught by their lecturer. 
Student B noted that Kahoot! was both fun and useful for learn-
ing, while Student A used it to test his understanding of the ma-
terial. Student D viewed it as an opportunity to score high marks 
and gauge her preparedness for the lecture:

Student A: I love Kahoot! because it tests my understanding.
Student B: For me, it’s both fun and learning.
Student C: One thing about Kahoot! is that I can understand 

my learning and track my progress.
Student D: I have to prepare earlier to score high marks.
Internet connectivity problems highlighted discrepancies 

among students. Those with reliable internet access could act-
ively engage with the gamified platform, while others felt left 
out (Wang & Tahir, 2020). This inequity exacerbates existing 
educational disparities, as students lacking stable connections 
may miss out on meaningful learning opportunities. Poor inter-
net connectivity can obstruct students’ ability to participate in 
the collaborative and interactive experiences that game-based 
learning often provides. These challenges can lead to disengage-
ment and frustration, ultimately affecting students’ academic 
motivation, interest, and performance.
 

4.4. Research question 3: What are students’ attitudes 
toward the use of Kahoot!?

To support the findings obtained from the survey, the re-
searchers triangulated data through focus group interviews with 
ten students. Several themes emerged from the analysis of the 
focus group interviews, namely game-based learning, Kahoot! as 
a tool to promote formative assessment, motivation to learn, and 
familiarisation with the platform.

 
4.4.1. Game-based learning
When asked about their learning experience during lec-

tures, students poited out several key points. Jess (pseudonym) 
noted that lecturers facilitate collaboration through discussions, 

enabling the exchange of ideas on topics being taught. To make 
lectures more interactive, lecturers use tools such as Kahoot!, So-
crative, and Quizizz, with Kahoot! being the preferred choice 
among educators.

Students reported that lecturers use games to maintain at-
tention during lectures, encourage note-taking, and promote act-
ive participation. All ten interviewed students had played Ka-
hoot! before. Aly (pseudonym) described Kahoot! as a game-
based learning approach used by her lecturer for topic revision. 
She noted that Kahoot! has both a website and an app, which 
were launched in 2013. This aligns with the findings of Wang 
and Lieberoth (2016), who concluded that Kahoot! enhances 
student engagement and motivation.

When asked about Kahoot!’s game-based learning ele-
ments, Shary (pseudonym) appreciated its fun aspect, which 
motivated her to participate. She felt that the app transformed 
quizzes into enjoyable activities, thereby promoting learning. 
Ros (pseudonym) found Kahoot! unique because of its game-
based nature and competitive elements. Tha (pseudonym) en-
joyed Kahoot! not only for its gaming aspect but also for the op-
portunity to create a unique screen name, which fostered lively 
class participation. He emphasised that Kahoot! encourages 
whole-class participation, making learning more interesting – a 
finding supported by Sánchez-Mena and Martí-Parreño (2017).

Dives (pseudonym) noted the importance of time in Ka-
hoot! He explained that when students are given a set amount 
of time to answer questions, they perform beyond their expect-
ations, promoting quick thinking and active engagement. Aly re-
called her first-semester experience with Kahoot!, noting that 
the accompanying music was catchy and enhanced her overall 
experience, even though she had previously thought music 
might be distracting.

 
4.4.2. A tool to promote formative assessment
When asked how Kahoot! supports their learning assess-

ment, students provided various insights. Dives shared that Ka-
hoot! prompts him to recall and apply prior knowledge. After 
playing, he identifies and revises topics he has not yet mastered. 
This aligns with literature suggesting Kahoot!’s potential as an 
assessment tool (Biçen & Kocakoyun, 2018; Chaiyo & Nokham, 
2017; Hanus & Fox, 2015).

Tha, however, felt that Kahoot! was unsuitable for self-as-
sessment, preferring traditional quizzes or tests. He argued that 
Kahoot! only shows collective statistics, not individual perform-
ance. Nina and Aly discussed the app’s impact on motivation. 
Nina felt demotivated when her name did not appear as a win-
ner but was encouraged to revise for future Kahoot! games. Aly, 
though not naturally competitive, felt motivated to perform bet-
ter when she saw the winners’ rankings. Jes, like Aly, is not very 
competitive but uses Kahoot! to evaluate her learning. For in-
stance, a low score indicates areas of weak mastery that need 
improvement. Ros, on the other hand, is competitive. She men-
tioned that Kahoot!’s speed element forces her to think quickly 
and assess herself, aiming to answer all questions correctly.

Table 3
Students’ attitude toward Kahoot!

NO
.

STATEMENT MEAN

34. I always look forward to playing Kahoot! 3.64

35. I get excited when playing Kahoot! 3.69

36. I feel my learning is more structured when I play Kahoot! 3.36

37. I feel positive when I play Kahoot! 3.58

38. I feel comfortable when I play Kahoot! 3.58

39. I feel I learn more when I play Kahoot! 3.49

40. I am more alert when I play Kahoot! because I want to win. 3.71

41. I make sure I read and respond carefully when I play Kahoot! 3.69

Average 3.59

SD

0.63

0.58

0.76

0.65

0.65

0.71

0.57

0.57

0.51

Table 4
Kahoot! as a tool to promote formative assessment

NO
.

STATEMENT MEAN

42. I can see my scores after each Kahoot! session. 3.86

43. I can record my achievement after each Kahoot! session. 3.58

44. I can request to repeat the quiz whenever I wish. 3.01

45. I can assess my learning through Kahoot! 3.57

46. I can reflect on my learning after each Kahoot! session. 3.65

47. I use scores obtained from Kahoot! to chart my progress in learning. 3.31

48. I am aware of the self-assessment opportunity after playing Kahoot! 3.57

49. I can compare my scores with friends after each Kahoot! session. 3.66

Average 3.53

SD

0.38

0.68

0.95

0.68

0.66

0.89

0.72

0.62

0.52

50. I can use Kahoot! to improve my academic performance. 3.57 0.68
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(M=3.57, SD=0.52). The lowest mean score was for item 44: I 
can request to repeat the quiz whenever I wish (M=3.01, 
SD=0.95). The second lowest mean score was for item 47: I use 
scores obtained from Kahoot! to chart my progress in learning 
(M=3.31, SD=0.89).

Focus group interview findings reveal that students en-
joyed lectures primarily due to the use of Kahoot! by the educat-
or. Three main themes emerged from the interviews: learning is 
fun with Kahoot!, issues with activating Kahoot! during lessons, 
and tracking progress in learning.

Students shared that while a typical lecture in higher edu-
cation can be interesting, learning sometimes feels tedious due to 
information overload during the lecture. This occurs because 

students need to internalise theoretical knowledge and then ap-
ply it for practical purposes. Kahoot! made learning fun for stu-
dents, primarily due to the educator’s engaging teaching ap-
proach, as highlighted in their comments:

Student A: Too much input to absorb can be boring, but I am 
glad that my lecturer uses Kahoot! after each class. Learning is fun 
and interesting. It is not boring.

Student B: My lecturer makes her teaching interesting by ask-
ing us to play Kahoot!

Student C: I love learning more when my lecturer uses Ka-
hoot! It opens my eyes.

Student D: The background music in Kahoot! is so exciting. It 
makes me want to explore learning more. I don’t feel sleepy either.

Thus, the use of Kahoot! by educators makes learning more 
meaningful and engaging for students, helping them avoid bore-
dom and fatigue.

One issue students shared regarding activating Kahoot! 
during lessons was the inability to access it when the session 
started. Some students mentioned that poor internet access was 
a barrier, making it difficult to log in. Student C said she some-
times relied on her friend’s phone to play Kahoot! when she 
could not log in using her own device. Student A expressed feel-
ings of frustration and upset when unable to access the platform:

Student A: I get frustrated when I cannot log in when my lec-
turer starts Kahoot! The line is bad.

Student B: It depends on the Wi-Fi in the lecture hall. It lags 
most of the time.

Student C: I try to log in, but it takes time. So, what I do is 
just join and play using my friend’s phone.

Student D: Sometimes I can log in quite fast, but other times I 
can’t because of the internet.

Students agreed that playing Kahoot! allowed them to as-
sess their understanding of the topics taught by their lecturer. 
Student B noted that Kahoot! was both fun and useful for learn-
ing, while Student A used it to test his understanding of the ma-
terial. Student D viewed it as an opportunity to score high marks 
and gauge her preparedness for the lecture:

Student A: I love Kahoot! because it tests my understanding.
Student B: For me, it’s both fun and learning.
Student C: One thing about Kahoot! is that I can understand 

my learning and track my progress.
Student D: I have to prepare earlier to score high marks.
Internet connectivity problems highlighted discrepancies 

among students. Those with reliable internet access could act-
ively engage with the gamified platform, while others felt left 
out (Wang & Tahir, 2020). This inequity exacerbates existing 
educational disparities, as students lacking stable connections 
may miss out on meaningful learning opportunities. Poor inter-
net connectivity can obstruct students’ ability to participate in 
the collaborative and interactive experiences that game-based 
learning often provides. These challenges can lead to disengage-
ment and frustration, ultimately affecting students’ academic 
motivation, interest, and performance.
 

4.4. Research question 3: What are students’ attitudes 
toward the use of Kahoot!?

To support the findings obtained from the survey, the re-
searchers triangulated data through focus group interviews with 
ten students. Several themes emerged from the analysis of the 
focus group interviews, namely game-based learning, Kahoot! as 
a tool to promote formative assessment, motivation to learn, and 
familiarisation with the platform.

 
4.4.1. Game-based learning
When asked about their learning experience during lec-

tures, students poited out several key points. Jess (pseudonym) 
noted that lecturers facilitate collaboration through discussions, 

enabling the exchange of ideas on topics being taught. To make 
lectures more interactive, lecturers use tools such as Kahoot!, So-
crative, and Quizizz, with Kahoot! being the preferred choice 
among educators.

Students reported that lecturers use games to maintain at-
tention during lectures, encourage note-taking, and promote act-
ive participation. All ten interviewed students had played Ka-
hoot! before. Aly (pseudonym) described Kahoot! as a game-
based learning approach used by her lecturer for topic revision. 
She noted that Kahoot! has both a website and an app, which 
were launched in 2013. This aligns with the findings of Wang 
and Lieberoth (2016), who concluded that Kahoot! enhances 
student engagement and motivation.

When asked about Kahoot!’s game-based learning ele-
ments, Shary (pseudonym) appreciated its fun aspect, which 
motivated her to participate. She felt that the app transformed 
quizzes into enjoyable activities, thereby promoting learning. 
Ros (pseudonym) found Kahoot! unique because of its game-
based nature and competitive elements. Tha (pseudonym) en-
joyed Kahoot! not only for its gaming aspect but also for the op-
portunity to create a unique screen name, which fostered lively 
class participation. He emphasised that Kahoot! encourages 
whole-class participation, making learning more interesting – a 
finding supported by Sánchez-Mena and Martí-Parreño (2017).

Dives (pseudonym) noted the importance of time in Ka-
hoot! He explained that when students are given a set amount 
of time to answer questions, they perform beyond their expect-
ations, promoting quick thinking and active engagement. Aly re-
called her first-semester experience with Kahoot!, noting that 
the accompanying music was catchy and enhanced her overall 
experience, even though she had previously thought music 
might be distracting.

 
4.4.2. A tool to promote formative assessment
When asked how Kahoot! supports their learning assess-

ment, students provided various insights. Dives shared that Ka-
hoot! prompts him to recall and apply prior knowledge. After 
playing, he identifies and revises topics he has not yet mastered. 
This aligns with literature suggesting Kahoot!’s potential as an 
assessment tool (Biçen & Kocakoyun, 2018; Chaiyo & Nokham, 
2017; Hanus & Fox, 2015).

Tha, however, felt that Kahoot! was unsuitable for self-as-
sessment, preferring traditional quizzes or tests. He argued that 
Kahoot! only shows collective statistics, not individual perform-
ance. Nina and Aly discussed the app’s impact on motivation. 
Nina felt demotivated when her name did not appear as a win-
ner but was encouraged to revise for future Kahoot! games. Aly, 
though not naturally competitive, felt motivated to perform bet-
ter when she saw the winners’ rankings. Jes, like Aly, is not very 
competitive but uses Kahoot! to evaluate her learning. For in-
stance, a low score indicates areas of weak mastery that need 
improvement. Ros, on the other hand, is competitive. She men-
tioned that Kahoot!’s speed element forces her to think quickly 
and assess herself, aiming to answer all questions correctly.

Table 3
Students’ attitude toward Kahoot!

NO
.

STATEMENT MEAN

34. I always look forward to playing Kahoot! 3.64

35. I get excited when playing Kahoot! 3.69

36. I feel my learning is more structured when I play Kahoot! 3.36

37. I feel positive when I play Kahoot! 3.58

38. I feel comfortable when I play Kahoot! 3.58

39. I feel I learn more when I play Kahoot! 3.49

40. I am more alert when I play Kahoot! because I want to win. 3.71

41. I make sure I read and respond carefully when I play Kahoot! 3.69

Average 3.59

SD

0.63

0.58

0.76

0.65

0.65

0.71

0.57

0.57

0.51

Table 4
Kahoot! as a tool to promote formative assessment

NO
.

STATEMENT MEAN

42. I can see my scores after each Kahoot! session. 3.86

43. I can record my achievement after each Kahoot! session. 3.58

44. I can request to repeat the quiz whenever I wish. 3.01

45. I can assess my learning through Kahoot! 3.57

46. I can reflect on my learning after each Kahoot! session. 3.65

47. I use scores obtained from Kahoot! to chart my progress in learning. 3.31

48. I am aware of the self-assessment opportunity after playing Kahoot! 3.57

49. I can compare my scores with friends after each Kahoot! session. 3.66

Average 3.53

SD

0.38

0.68

0.95

0.68

0.66

0.89

0.72

0.62

0.52

50. I can use Kahoot! to improve my academic performance. 3.57 0.68
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In summary, students have diverse views on Kahoot!’s role 
in learning assessment, influenced by their competitive nature 
and learning preferences. Despite some reservations, many find 
Kahoot! beneficial for self-assessment and motivation. These 
findings echo existing literature on the benefits of gamification 
in education.

 
4.4.3. Motivation to learn and familiarisation of Kahoot!
Tha expressed that while Kahoot! is suitable for fostering 

motivation and encouraging continuous learning, it is not ideal 
for self-reflection and assessment. He explained that once a Ka-
hoot! session ends, students cannot access their scores for reflec-
tion, making it challenging to track progress. Aly added that a ro-
bust network connection is necessary for a smooth Kahoot! ex-
perience. She also emphasised the significance of receiving re-
wards after winning a Kahoot! session.

Celly (pseudonym) rated her familiarity with Kahoot! as 8 
out of 10. She described it as genuinely engaging and fun, 
though challenging due to time constraints. Nina commented on 
its user-friendly interface, noting that it is simple enough for 
preschool children to use and does not require extensive time to 
design.

The insights shared by the students showcase the potential 
of Kahoot! as a tool for enhancing motivation and engagement in 
learning. However, they also underscore areas for improvement, 
particularly in self-assessment capabilities and network stability. 
These findings can guide educators in optimising the use of Ka-
hoot! and similar platforms to create more effective and enga-
ging learning environments.

It is important to remember that while technology can sig-
nificantly enhance the learning experience, it should comple-
ment traditional teaching methods rather than replace them. Ul-
timately, the goal is to create a balanced and comprehensive 
learning experience that caters to diverse student needs and 
preferences.

 
5. DISCUSSION
The results of this study reveal a primarily constructive 

and positive view of using Kahoot! as an educational instrument 
and a method to monitor learning performance and assessment 
among higher education students. These findings support the 
theoretical foundation proposed by Malone (1980), which em-
phasises intrinsic motivation for teaching and learning through 
challenge, curiosity, and fantasy. Students learn and perform 
better when educators integrate game-based learning elements 
into instruction.

The incorporation of fantasy in Kahoot! creates an oppor-
tunity for educators to transform classrooms into engaging 
game-show-like environments, where educators act as hosts and 
students become the audience (Wang & Lieberoth, 2016). Edu-
cators capture students’ attention in real time through audio-
visual aids, enhancing the overall learning experience by mak-
ing it more positive and entertaining. Student mastery of know-
ledge is crucial for demonstrating their understanding of topics 
covered during the teaching and learning process.

Integrating game-based learning and technology into in-
struction is essential as it promotes learning, motivation, and en-
gagement. Through Kahoot!, students can assess their own un-
derstanding of a topic, which strengthens their metacognitive 
capabilities, teamwork skills, and compassion for others. Wang 
and Lieberoth (2016) pointed out that students benefit from 
game-based platforms, with Kahoot!’s real-time audio-visual fea-
tures enhancing motivation, concentration, attentiveness, en-
gagement, and enjoyment. The auditory and rhythmic music in 
Kahoot! positively impacts classroom interactions. This aligns 
with Wang (2015), who demonstrated that Kahoot!’s gamified 
aspects not only make learning fun but also trigger student ex-
citement and engagement. Similarly, Clark et al. (2011) found 
that students in grades 7-9 exhibited high levels of motivation, 
supporting the potential benefits of digital games for exploring 
core science concepts. Cheong et al. (2013) noted the value of 
gamification in improving the quality of learning among under-
graduates, with quiz-based games fostering enjoyment and en-
gagement. Cutri et al. (2016) observed that Kahoot! is seen as a 
cost-effective teaching tool, providing immediate feedback 
through clickers and mobile phones. Schell et al. (2013) em-
phasised that integrating technology into teaching can measure 
and enhance learner engagement.

Kahoot! is accessible to all students and can be universally 
played, helping to maintain focus and attention while promoting 
individualised learning. Featherstone (2016) showed that form-
ative assessment practices infused with technology enhance stu-
dent mastery of lessons. Similarly, Russell (2019) found that in-
corporating new technologies into teaching can improve teach-
ers’ classroom assessment literacy. Assessment provides valu-
able insights into students’ strengths and weaknesses, enabling 
teachers to enhance student learning outcomes. Educators can 
use Kahoot! to evaluate learning objectives and provide feed-
back based on the topics taught. When students play Kahoot!, 
their motivation increases as they strive to meet learning stand-
ards and improve further.

Although some educators remain pessimistic about gamify-
ing their classrooms, our study, along with the existing research, 
revealed that student participation increases whenever educat-
ors incorporate gamified student response systems (GSRSs) 
such as Kahoot! (Akjaloud et al., 2016). The use of such apps to 
monitor learning performance and assessment in higher educa-
tion offers significant benefits by creating a gamified environ-
ment that motivates students and helps them monitor their own 
learning.
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Students are aware of the personalised learning experi-
ences they can explore through Kahoot! to track their progress. 
Findings also revealed that students learn to assess their own 
mastery of content before and after playing Kahoot! This sug-
gests that students find opportunities to take charge of and con-
trol their learning. The scores obtained in Kahoot! provide a 
pathway for students to reflect and self-assess based on the quiz 
results.

For educators, the results obtained after each Kahoot! ses-
sion can be used to record attainable learning outcomes and to 
assist students with low scores through remedial activities or 
tasks. For high achievers, educators can design more challenging 
activities to enhance their learning. Additionally, students can 
contact educators to review their individual scores and receive 
guidance on how to improve or repeat the quiz to track their 
progress more effectively.

This study brings to the fore the importance of transform-
ing pedagogy by incorporating game-based learning or gamified 
student response systems to support student learning in higher 
education.

 
6. CONCLUSION
This study underscores the transformative potential of Ka-

hoot! in fostering continuity in teaching and learning. It em-
powers students to independently self-assess and take owner-
ship of their learning journey. By incorporating elements of 
gamification, educators can make classroom experiences more 
meaningful and effective. Guiding students toward personalised 
learning is of paramount importance. The study suggests that 
students can be trained to monitor their learning progress inde-
pendently by assessing their understanding of the instructional 

content delivered. This approach fosters a more engaged and 
self-aware learning experience.

Monitoring students’ comprehension and development is a 
crucial component of education, aiding instructors in tracking 
learning achievements. Educational technology has equipped 
teachers with various tools to monitor and assess student pro-
gress. This study observed the academic performance of stu-
dents in higher education and found that the use of Kahoot! was 
beneficial and advantageous for enhancing learning outcomes.

The findings demonstrate the efficacy of using Kahoot! as 
an alternative to conventional resources in higher education. 
Additionally, the study highlights the comparative benefits of in-
corporating Kahoot! into collaborative learning activities in 
classroom environments. Given the demonstrated positive and 
significant effects of game-based education, it is imperative to 
emphasize game-based training in higher education program-
mes. In light of these findings, the study presents the following 
recommendations. First, educators and teachers at higher educa-
tion institutions should embrace game-based learning tools such 
as Kahoot! as a key strategy to enhance student learning, per-
formance, and academic achievement. Second, curriculum de-
velopers and policymakers should promote the use of Kahoot! 
among educators and teachers. This would encourage the devel-
opment of activities that activate formative assessment or as-
sessment for learning, fostering a more dynamic and interactive 
teaching and learning environment.

In conclusion, integrating game-based learning platforms 
like Kahoot! can revolutionise the educational landscape, making 
learning a more interactive, engaging, and self-directed process. 
This study serves as a clarion call for all stakeholders in the edu-
cation sector to embrace this transformative approach.

‘Integrating game-based learning and technology into 
instruction is essential as it promotes learning, 
motivation, and engagement. Through Kahoot!, 
students can assess their own understanding of a topic, 
which strengthens their metacognitive capabilities, 
teamwork skills, and compassion for others’
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In summary, students have diverse views on Kahoot!’s role 
in learning assessment, influenced by their competitive nature 
and learning preferences. Despite some reservations, many find 
Kahoot! beneficial for self-assessment and motivation. These 
findings echo existing literature on the benefits of gamification 
in education.

 
4.4.3. Motivation to learn and familiarisation of Kahoot!
Tha expressed that while Kahoot! is suitable for fostering 

motivation and encouraging continuous learning, it is not ideal 
for self-reflection and assessment. He explained that once a Ka-
hoot! session ends, students cannot access their scores for reflec-
tion, making it challenging to track progress. Aly added that a ro-
bust network connection is necessary for a smooth Kahoot! ex-
perience. She also emphasised the significance of receiving re-
wards after winning a Kahoot! session.

Celly (pseudonym) rated her familiarity with Kahoot! as 8 
out of 10. She described it as genuinely engaging and fun, 
though challenging due to time constraints. Nina commented on 
its user-friendly interface, noting that it is simple enough for 
preschool children to use and does not require extensive time to 
design.

The insights shared by the students showcase the potential 
of Kahoot! as a tool for enhancing motivation and engagement in 
learning. However, they also underscore areas for improvement, 
particularly in self-assessment capabilities and network stability. 
These findings can guide educators in optimising the use of Ka-
hoot! and similar platforms to create more effective and enga-
ging learning environments.

It is important to remember that while technology can sig-
nificantly enhance the learning experience, it should comple-
ment traditional teaching methods rather than replace them. Ul-
timately, the goal is to create a balanced and comprehensive 
learning experience that caters to diverse student needs and 
preferences.

 
5. DISCUSSION
The results of this study reveal a primarily constructive 

and positive view of using Kahoot! as an educational instrument 
and a method to monitor learning performance and assessment 
among higher education students. These findings support the 
theoretical foundation proposed by Malone (1980), which em-
phasises intrinsic motivation for teaching and learning through 
challenge, curiosity, and fantasy. Students learn and perform 
better when educators integrate game-based learning elements 
into instruction.

The incorporation of fantasy in Kahoot! creates an oppor-
tunity for educators to transform classrooms into engaging 
game-show-like environments, where educators act as hosts and 
students become the audience (Wang & Lieberoth, 2016). Edu-
cators capture students’ attention in real time through audio-
visual aids, enhancing the overall learning experience by mak-
ing it more positive and entertaining. Student mastery of know-
ledge is crucial for demonstrating their understanding of topics 
covered during the teaching and learning process.

Integrating game-based learning and technology into in-
struction is essential as it promotes learning, motivation, and en-
gagement. Through Kahoot!, students can assess their own un-
derstanding of a topic, which strengthens their metacognitive 
capabilities, teamwork skills, and compassion for others. Wang 
and Lieberoth (2016) pointed out that students benefit from 
game-based platforms, with Kahoot!’s real-time audio-visual fea-
tures enhancing motivation, concentration, attentiveness, en-
gagement, and enjoyment. The auditory and rhythmic music in 
Kahoot! positively impacts classroom interactions. This aligns 
with Wang (2015), who demonstrated that Kahoot!’s gamified 
aspects not only make learning fun but also trigger student ex-
citement and engagement. Similarly, Clark et al. (2011) found 
that students in grades 7-9 exhibited high levels of motivation, 
supporting the potential benefits of digital games for exploring 
core science concepts. Cheong et al. (2013) noted the value of 
gamification in improving the quality of learning among under-
graduates, with quiz-based games fostering enjoyment and en-
gagement. Cutri et al. (2016) observed that Kahoot! is seen as a 
cost-effective teaching tool, providing immediate feedback 
through clickers and mobile phones. Schell et al. (2013) em-
phasised that integrating technology into teaching can measure 
and enhance learner engagement.

Kahoot! is accessible to all students and can be universally 
played, helping to maintain focus and attention while promoting 
individualised learning. Featherstone (2016) showed that form-
ative assessment practices infused with technology enhance stu-
dent mastery of lessons. Similarly, Russell (2019) found that in-
corporating new technologies into teaching can improve teach-
ers’ classroom assessment literacy. Assessment provides valu-
able insights into students’ strengths and weaknesses, enabling 
teachers to enhance student learning outcomes. Educators can 
use Kahoot! to evaluate learning objectives and provide feed-
back based on the topics taught. When students play Kahoot!, 
their motivation increases as they strive to meet learning stand-
ards and improve further.

Although some educators remain pessimistic about gamify-
ing their classrooms, our study, along with the existing research, 
revealed that student participation increases whenever educat-
ors incorporate gamified student response systems (GSRSs) 
such as Kahoot! (Akjaloud et al., 2016). The use of such apps to 
monitor learning performance and assessment in higher educa-
tion offers significant benefits by creating a gamified environ-
ment that motivates students and helps them monitor their own 
learning.
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Students are aware of the personalised learning experi-
ences they can explore through Kahoot! to track their progress. 
Findings also revealed that students learn to assess their own 
mastery of content before and after playing Kahoot! This sug-
gests that students find opportunities to take charge of and con-
trol their learning. The scores obtained in Kahoot! provide a 
pathway for students to reflect and self-assess based on the quiz 
results.

For educators, the results obtained after each Kahoot! ses-
sion can be used to record attainable learning outcomes and to 
assist students with low scores through remedial activities or 
tasks. For high achievers, educators can design more challenging 
activities to enhance their learning. Additionally, students can 
contact educators to review their individual scores and receive 
guidance on how to improve or repeat the quiz to track their 
progress more effectively.

This study brings to the fore the importance of transform-
ing pedagogy by incorporating game-based learning or gamified 
student response systems to support student learning in higher 
education.

 
6. CONCLUSION
This study underscores the transformative potential of Ka-

hoot! in fostering continuity in teaching and learning. It em-
powers students to independently self-assess and take owner-
ship of their learning journey. By incorporating elements of 
gamification, educators can make classroom experiences more 
meaningful and effective. Guiding students toward personalised 
learning is of paramount importance. The study suggests that 
students can be trained to monitor their learning progress inde-
pendently by assessing their understanding of the instructional 

content delivered. This approach fosters a more engaged and 
self-aware learning experience.

Monitoring students’ comprehension and development is a 
crucial component of education, aiding instructors in tracking 
learning achievements. Educational technology has equipped 
teachers with various tools to monitor and assess student pro-
gress. This study observed the academic performance of stu-
dents in higher education and found that the use of Kahoot! was 
beneficial and advantageous for enhancing learning outcomes.

The findings demonstrate the efficacy of using Kahoot! as 
an alternative to conventional resources in higher education. 
Additionally, the study highlights the comparative benefits of in-
corporating Kahoot! into collaborative learning activities in 
classroom environments. Given the demonstrated positive and 
significant effects of game-based education, it is imperative to 
emphasize game-based training in higher education program-
mes. In light of these findings, the study presents the following 
recommendations. First, educators and teachers at higher educa-
tion institutions should embrace game-based learning tools such 
as Kahoot! as a key strategy to enhance student learning, per-
formance, and academic achievement. Second, curriculum de-
velopers and policymakers should promote the use of Kahoot! 
among educators and teachers. This would encourage the devel-
opment of activities that activate formative assessment or as-
sessment for learning, fostering a more dynamic and interactive 
teaching and learning environment.

In conclusion, integrating game-based learning platforms 
like Kahoot! can revolutionise the educational landscape, making 
learning a more interactive, engaging, and self-directed process. 
This study serves as a clarion call for all stakeholders in the edu-
cation sector to embrace this transformative approach.

‘Integrating game-based learning and technology into 
instruction is essential as it promotes learning, 
motivation, and engagement. Through Kahoot!, 
students can assess their own understanding of a topic, 
which strengthens their metacognitive capabilities, 
teamwork skills, and compassion for others’
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