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Abstract. iThe iuse iof itechnology iin ieducation ihas ibecome ithe imain ifocus iin iefforts ito iincrease 

istudent ilearning imotivation. iOne ilearning itool ithat iis ibecoming iincreasingly ipopular iis iKahoot, ia 
iquiz-based iplatform ithat icaptures istudents' iinterest iwith ian iinteractive iapproach. iThis iresearch 
iaims ito ievaluate ithe iimpact iof iusing iKahoot ion istudents' ilearning imotivation iat ithe isecondary 
ischool ilevel. iA iqualitative idescriptive iresearch imethod iwas iused, iby icollecting idata ithrough 
iliterature istudies iusing ithe iPublish ior iPerish iapplication iand ianalyzing iit iusing ia iqualitative 
idescriptive iapproach. iThe iresults iof ithe ianalysis ishow isignificant idifferences iin istudent ilearning 
imotivation ibetween ithe igroup ithat iused iKahoot-based ilearning iand ithe icontrol igroup. iStudents 
iwho iengaged iin iKahoot-based ilearning ishowed ihigher ilevels iof iparticipation, imore iactive 
iengagement, iand igreater iinterest iin ilearning icompared ito ithe icontrol igroup. iThe iimplication iof 
ithese ifindings iis ithat ithe iuse iof iKahoot ican ieffectively iincrease istudent ilearning imotivation iin 
ielementary ischools, iproviding ia ifoundation ifor ia imore iinteractive iand iengaging ilearning iapproach. 
iFuture iresearch iis irecommended ito ifurther iexplore ithe ifactors ithat iinfluence ithe ieffectiveness iof 
iKahoot iin iincreasing istudents' ilearning imotivation ias iwell ias iexplore ithe isocial iand iethical 
iimplications iof iusing itechnology iin ieducation. iBy itaking ithese ifindings iinto iaccount, ieducational 
ipractitioners ican ienrich istudents' ilearning iexperiences iand icreate imore idynamic iand istudent-
oriented ilearning ienvironments. 
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INTRODUCTION  

In ithe iworld iof ieducation, istudents' ilearning imotivation iis ia ikey ifactor ithat iinfluences 

itheir iacademic isuccess. iHigh ilearning imotivation iis iassociated iwith ibetter iengagement 

iin ithe ilearning iprocess, iincreased iacademic iachievement, iand ipositive ipersonal 

idevelopment. iHowever, ithe ichallenge ioften ifaced iby ieducators iis ihow ito iincrease 

istudents' ilearning imotivation, iespecially iin iconventional ilearning icontexts iwhich itend ito 

ibe imonotonous iand iless iinteractive. iIn ian ieffort ito iovercome ithis iproblem, iinteractive 

ilearning iapproaches ihave ibecome ia imajor iconcern iin ithe ifield iof ieducation. iInteractive 

ilearning ioffers ia imore iinteresting iand iengaging ilearning iexperience ifor istudents, 

iallowing ithem ito ibe iactively iinvolved iin ithe ilearning iprocess. iOne iinteractive ilearning 

iplatform ithat iis iincreasingly ipopular iis iKahoot. iKahoot iis ia iweb-based isoftware ithat 

iallows iteachers ito icreate iquizzes, ipolls, iand iinteractive idiscussions ithat istudents ican 

iaccess ion itheir iown idevices. iThe iuse iof iKahoot iin ieducational icontexts ihas ishown 

igreat ipotential iin iincreasing istudent iparticipation, istrengthening iunderstanding iof ithe 

imaterial, iand igenerating iinterest iin ilearning. iTherefore, iresearch ithat iaims ito ievaluate 

ithe ieffectiveness iof iKahoot iin iincreasing istudent ilearning imotivation iis ivery irelevant 

iand iimportant ito icarry iout. 
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Although ieducation iis ithe ifoundation ifor iindividual iand isocietal idevelopment, ithe iongoing 

ichallenges ifaced iin ilearning iare istill ia imajor iconcern. iOne iof ithe imain ichallenges iis 

istudents' ilow ilearning imotivation, iwhich ioften ileads ito iminimal iparticipation iin ithe 

ilearning iprocess iand ireduced iacademic iachievement. iIn iconventional ilearning icontexts 

iwhich iare ioften idominated iby istatic iand iless iinteractive iteaching imethods, ieducators 

ioften ifind iit idifficult ito imaintain istudents' iinterest iin ilearning. iA ilack iof imotivation ito 

ilearn ican ialso ilead ito iboredom iand ia ilack iof ifocus, ihindering istudents' iability ito ireach 

itheir ifull iacademic ipotential. iTherefore, ithe iproblem ithat ineeds ito ibe iaddressed iby ithis 

iresearch iis ihow ito iovercome ilow istudent ilearning imotivation iin ian ieducational icontext, 

ias iwell ias ihow ito iintegrate iinnovative ilearning itechnology ito iincrease istudent 

iengagement iand icreate ia imore idynamic iand iinteresting ilearning ienvironment. iBy 

iidentifying ithis iproblem ispecifically, ithis iresearch iaims ito iprovide ia isolution ithat ican 

iincrease istudent ilearning imotivation iand iincrease ithe ieffectiveness iof ithe ilearning 

iprocess iin ithe iclassroom. 

The imain iobjective iof ithis iresearch iis ito ievaluate ithe ieffectiveness iof iusing ithe iKahoot 

iinteractive ilearning iplatform iin iincreasing istudent ilearning imotivation iat ithe isecondary 

ischool ilevel. iThis iresearch iaims ito iunderstand ithe iimpact iof iKahoot iimplementation ion 

istudents' iactive iparticipation iin ithe ilearning iprocess, ias iwell ias ito ievaluate iits ieffect ion 

ithe ilevel iof istudent iinvolvement iin iclass iactivities. iApart ifrom ithat, ithis iresearch ialso 

iaims ito ievaluate istudents' iperceptions iof ithe iuse iof iKahoot iin ilearning iand ito iidentify 

ifactors ithat iinfluence ithe ieffectiveness iof iKahoot iin iincreasing istudents' ilearning 

imotivation. iBy iclearly iidentifying ithese igoals, ithis iresearch iis iexpected ito iprovide ia 

ideeper iunderstanding iof iKahoot's ipotential iin iincreasing istudent ilearning imotivation, ias 

iwell ias iprovide ipractical iguidance ifor iteachers iand idecision imakers iin ithe ieducation 

isector ito iimplement ithis iplatform ieffectively iin ithe ilearning iprocess. 

This iresearch iis iunique iand ihighly irelevant iin ithe icontext iof ieducational 

idevelopment iin ithe icurrent idigital iera. iBy ifocusing ion ithe iuse iof ithe iinteractive ilearning 

iplatform iKahoot iin iincreasing istudents' ilearning imotivation iat ithe isecondary ischool ilevel, 

ithis iresearch ipromises ito imake ia isignificant icontribution ito ithe iexisting iresearch 

iliterature. iIts iuniqueness ilies iin iits iinnovative iapproach iin iovercoming ipersistent 

iproblems iin ilearning, inamely ilow istudent ilearning imotivation. iThrough ithe iintegration iof 

iKahoot iin ithe ilearning iprocess, ithis iresearch iaims ito ienrich istudents' ilearning 

iexperiences iand icreate ia imore idynamic iand iinteresting ilearning ienvironment. iThe 

ijustification ifor ithis iresearch iis ibased ion ithe iurgency ito iovercome ithe ichallenges iin 

iconventional ilearning ithat iare istill ifaced iby imany ieducational iinstitutions. iBy iproviding 

ipractical iand iinnovative isolutions, iit iis ihoped ithat ithis iresearch ican imake ia imeaningful 
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icontribution ito ieducational ipractitioners iin iimproving ithe iquality iof ilearning iand istudent 

iacademic iachievement. iApart ifrom ithat, ithis iresearch ialso ihas ithe ipotential ito ibe ia 

isource iof iinspiration ifor ifurther iresearch iin ithis ifield, ias iwell ias ibecoming ia ibasis ifor 

ithe idevelopment iof imore iprogressive iand iadaptive ieducation ipolicies. iThus, ithis 

iresearch ihas isignificant ivalue iin ithe icontext iof isustainable iand ioriented ieducational 

idevelopment. 

METHODOLOGY  

The iresearch idesign iused iin ithis iresearch iis ithe iSystematic iLiterature iReview (SLR) 

imethod iwhich iis icarried iout ithrough ithe iPublish ior iPerish i(PoP) iapplication. iThis 

imethod iwas ichosen ibecause iit iallows iresearchers ito icompile ia icomprehensive ireview 

iof irelevant iliterature iin ithe ifield iof iusing ithe iKahoot iinteractive ilearning iplatform ito 

iincrease istudent ilearning imotivation. iThe iSystematic iLiterature iReview i(SLR) imethod 

iprocess iis icarried iout iby ientering irelevant ikeywords iinto ithe iPoP iapplication ion ithe 

iGoogle iScholar idatabase iand ievaluating ithe isearch iresults ito iselect ithe imost irelevant 

iand ihigh-impact istudies. i 

The iresearch iprocedure ibegins iwith iidentifying ikeywords ithat imatch ithe iresearcher's 

iresearch ifocus, inamely iKahoot, iLearning iMotivation iand iInteractive iLearning. iThen, 

iresearchers iused ithe iPoP iapplication ito iconduct ia iliterature isearch iusing ithese 

ikeywords. iAfter ithat, iresearchers ifiltered ithe isearch iresults ibased ion ipredetermined 

iinclusion iand iexclusion icriteria, iincluding ipublication iyear ifrom i2015 ito i2024, irelevance 

ito ithe iresearch itopic, iand iresearch iquality. iFrom ivarious iarticles, iresearchers iselected 

i27 iarticles iclosely irelated ito ithe ikeywords iused. iRelevant idata iwas ithen iextracted iand 

ianalyzed iqualitatively iusing ia idescriptive iapproach ito iidentify ikey ithemes iand ifindings 

iemerging ifrom ithe iliterature iincluded iin ithe ireview. i 

This idata icollection itechnique iallowed ithe iresearcher ito iconstruct ia icomprehensive 

iunderstanding iof ithe icurrent istatus iof iresearch iin ithe iarea iof iusing iKahoot ito iincrease 

istudent ilearning imotivation. iBy ianalyzing idata iqualitatively, iresearchers ican iidentify 

igeneral ipatterns, itrends iand iimportant ifindings ifrom iexisting iliterature, iwhich iwill ithen 

iassist iresearchers iin iformulating iaccurate iand imeaningful iresearch ifindings iand 

iconclusions. i 

The inext istep, ithe iresearcher igrouped iarticles ithat ihad igood ikahoots irelated ito 

iincreasing istudent ilearning imotivation. iThe imetadata ifor ithese iarticles iis iin ia itable 

iwhich iincludes ithe iauthor's iname, ititle, iyear iof ipublication, ijournal iname, itype iof 

iresearch iand iresearch iresults. iApart ifrom ithat, ithe iresearcher ireviewed iand ianalyzed 

ithe iarticle iin idepth, iespecially ithe iresearch iresults ipresented iin ithe idiscussion iand 
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iconclusion isections. iAt ithe iend iof ithe iresearch, ithe iresearcher icompares ithe ifindings 

ipresented iin ithe iarticle iand iprovides iconclusions. 

RESULTS AND DISCUSSION 

One iimportant ipart iof ithe isuccess iof ithe ilearning iprocess iin ithe iclassroom iis ithe 

iselection iof ilearning imedia. iLearning imedia iare itools iused iby ieducators ito ihelp 

istudents ilearn. iThis iresearch idata iconsists iof ian ianalysis iand isummary iof ipublished 

istudies ion ithe iuse iand idevelopment iof iKahoot-based ilearning ito iincrease istudents' 

idesire ito ilearn. 

Table i1. iResearch iResults iRelated ito iKahoot-Based iLearning i 

Research i& 

iYears 

Research iand 

iJournal iTitles 

Research iresult 

(Mattawang i& 

iSyarif, i2023) 

The iImpact iof iUsing 

iKahoot ias ia 

iGamification iPlatform 

iin ithe iLearning 

iProcess. 

Journal iOf iLearning 

iAnd iTechnology 

Using iKahoot ihas ibeen iproven ito 

iimprove istudent ilearning ioutcomes iand 

itheir iengagement iin ia ivariety iof 

isubjects. iWith ia ipositive iimpact ion 

imotivation, icomprehension, iand 

iacademic iperformance, iKahoot iis ian 

ieffective itool ifor iinteractive iand 

iengaging ilearning iexperiences iin ithe 

iclassroom. iResearch ialso ishows ithat 

istudents iwho iuse iKahoot irecord ihigher 

iaverage iscores icompared ito ithose iwho 

iuse iPowerPoint. 

 

(Syarifuddin iet 

ial., i2022) 

Information iTechnology 

iBased iSocial iSciences 

iLearning iDesign iin 

iElementary iSchools. 

Pgsd iJournal 

This iresearch ihighlights ithe iimpact iof iIT 

iin ieducation, iparticularly iin isocial 

istudies. iUsing iliterature istudy iand idata 

icollection imethods, ithe iresults ishow 

ithat iIT isignificantly iinfluences ithe 

idevelopment iof ilearning icontent. 

iTechnological iadvances icontribute 

igreatly ito ieducation, iespecially ithe iuse 

iof ithe iinternet iwhich iincreases ilearning 

iinterest iand istudent ioutcomes. 

 

(Harahap, i2023) The iEffectiveness iof 

ithe iKahoot iApplication 

ias ia iLearning iMedia 

iin iFacing ithe iEra iof 

iSociety i5.0. 

Pioneer: iJournal iof 

iEducation 

The iresearch iresults iconfirm ithat 

iKahoot ihas iproven ieffective iin 

iovercoming ithese ichallenges. iMoreover, 

ianalysis iof ithe iresults ishowed ia 

isignificant iincrease iin ithe iposttest 

iscores iof istudents iwho iused iKahoot ias 

ipart iof ithe ilearning iprocess. iThis 

iindicates ithat ithe iapplication iof iKahoot 
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Research i& 

iYears 

Research iand 

iJournal iTitles 

Research iresult 

iin ia ilearning icontext ican ihave ia 

isignificant ipositive iimpact ion istudent 

iacademic iachievement. 

 

(Mohammad i& 

iSari, i2021) 

Effectiveness iof iUsing 

iKahoot iMedia iin 

iClosing iLearning 

iActivities. 

Journal iOf iNatural 

iScience iAnd 

iIntegration 

The iresults iof ithis istudy iindicate ia ihigh 

ilevel iof ieffectiveness iof iKahoot iin 

iteaching iscience. iThrough ithis 

iapplication, istudents iare iactively 

iinvolved iin ithe ilearning iprocess iand 

ithere iis ia isignificant iimprovement iin 

ilearning iin iscience iclasses. iThis 

iresearch iwas iconducted iwith ithe iaim iof 

ievaluating ithe iextent ito iwhich iKahoot iis 

ieffective iin ithe icontext iof iscience 

ieducation. 

 

(Nadya idkk., it.t.) Effectiveness iof iUsing 

iTechnology iin 

iImproving iInteractive 

iLearning iStrategies iin 

ithe iClassroom. 

Al-Tarbiyah: iJournal iof 

iIslamic iEducation 

This iresearch ihighlights iinteractive 

ilearning istrategies ienriched iby 

itechnology, isuch ias ivideo iand 

ianimation. iThis iapproach iincreases 

ilearning ieffectiveness iand istudent 

iengagement, iencouraging icritical 

ithinking iand iindependent iresearch. 

iAlthough imedia iand itechnology 

ifacilitate ieffective ilearning, iits isuccess 

ialso idepends ion ithe iteacher's igroup 

idynamics iskills. 

 

(Lutfi iet ial., 

i2020) 

Evaluation iof ithe iUse 

iof ithe iKahoot 

iApplication iin 

iElementary iSchool 

iLearning ifor iTeachers. 

International iJournal iOf 

iCommunity iService 

iLearning 

This iresearch ifocuses ion iintroducing ithe 

iKahoot iapplication ito ielementary ischool 

iteachers ithrough itraining iin imaking 

ievaluation iquestions. iThe igoal iis ito 

iincrease ithe ieffectiveness iof iteaching 

iwith itechnology. iA ipositive iresponse 

ifrom iteachers itowards iusing iKahoot ifor 

ievaluation iwas iseen, iindicating ithe 

isuccess iof ithe itraining isessions iin 

iintroducing iteachers ito ithe inew 

itechnology. 

 

(Lutfi iet ial., 

i2020) 

Implementation iof ithe 

iKahoot iApplication ito 

The iresearch iresults ishow ia isignificant 

iincrease iin istudent iunderstanding iafter 

iusing ithe iKahoot iapplication. iData 
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Research i& 

iYears 

Research iand 

iJournal iTitles 

Research iresult 

iImprove iStudent 

iUnderstanding. 

Elementary: iScientific 

iJournal iof iEducation 

icollection iwas icarried iout ithrough 

iinterviews, iobservations iand idocuments 

ito isupport ithese ifindings. iThe ianalysis 

iprocess iinvolves idata ireduction, 

ipresentation, iand iverification ito iproduce 

isolid iconclusions. 

 

(Irfan idkk., i2022) Implementation iof 

iFocusky iand iKahoot iin 

iincreasing istudents' 

ilearning imotivation 

itowards imathematics. 

Derivative iJournal 

The iresearch iresults ishow ithat iusing 

iFocusky iand iKahoot iincreases ilearning 

imotivation iand iunderstanding iof 

imathematics. iStudents iexperience ian 

iinteractive iand ipositive ilearning 

ienvironment ithrough ithis iapplication, 

iwhich imakes ithem ifind ilearning imore 

iinteresting, ifun iand ieasy. 

 

(Cahyaningrum, 

i2024) 

Implementation iof ithe 

iKahoot iGame ito 

iEvaluate iStudent 

iLearning iOutcomes. 

Research iJournal, 

iIndonesian iTeacher, 

iElief iCahyaningrum 

The iresults ishowed ithat ithe iKahoot 

iapplication iincreased istudent imotivation, 

iengagement, iand ioverall iperformance. 

iAdditionally, iKahoot ialso ifosters ia 

icompetitive ispirit, iwhich ihas ia ipositive 

iimpact ion ilearning iquality iand 

ioutcomes. iApart ifrom ibeing ia ilearning 

itool, iKahoot iis ialso irecognized ias ia 

irelevant iand iinteresting ievaluation itool. 

 

(Mubarak idkk., 

i2021) 

Implementation iof 

iKahoot! iIn iSupporting 

iInteractive iOnline 

iLearning. 

 

The iresearch iresults ihighlight ithe 

iimportance iof ie-learning iplatforms isuch 

ias iKahoot! iin iinteractive idigital 

ieducation. iKahoot! iis iknown ias ia 

ipopular iinteractive ievaluation itool ithat 

ienhances ithe ie-learning iexperience. 

 

(Kanisius 

iKomsiah iDadi, 

i2019) 

Kahoot ias ia isupporting 

imedium ifor 

icategorizing ibased ion 

idigital itechnology. 

Journal iof iEducation 

iand iCulture iMission 

The iresearch iresults ishow ithat iKahoot 

ihas iimproved ithe icatechism iprocess iby 

ideveloping ivarious iaspects iof ilearning. 

iEffective iuse iof idigital iand inon-digital 

imedia iby icatechists ihelps iin ibetter 

iteaching. 

 

(Husna i& 

iHasanudin, i2023) 

Utilization iof ithe 

iKahoot iApplication ias 

Research ishows ithat iusing iKahoot ihas 

iimproved istudent ilearning ioutcomes. 
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Research i& 

iYears 

Research iand 

iJournal iTitles 

Research iresult 

ia iMathematics 

iLearning iMedia. 

Proceedings iof ithe 

iNational iOnline 

iSeminar 

iThis iis ibecause ithe idevelopment iof ithe 

iKahoot iapplication iis ifocused ion 

ievaluating istudent ilearning. iThus, 

iKahoot iproves iitself ito ibe ian ieffective 

itool ifor iimproving istudent iachievement 

ithrough iinnovative ievaluation. 

 

(Febriyanti iet ial., 

it.t.) 

Utilizing iKahoot iwith 

ithe iInquiry iLearning 

iModel ito iImprove 

iStudent iLearning 

iOutcomes iin iClass iXII 

iMathematics 

iSpecialization. 

Journal iOf iInstructional 

iTechnology 

The iresearch iresults ishow ithat iusing 

iKahoot iwith ithe iInquiry imodel iimproves 

istudent ilearning ioutcomes iin 

imathematics. iAfter iusing iKahoot iwith 

ithe iInquiry imodel, ithere iwas ia 

isignificant iincrease iin istudent ilearning 

ioutcomes. iAlthough ithe icontrol igroup 

ialso ishowed iimprovement, iit iwas inot 

ias ibig ias ithe igroup iusing iKahoot iwith 

ithe iInquiry imodel. 

 

 

(Niama iet ial., 

i2023) 

Utilization iof iKahoot ias 

ia igame-based ilearning 

imedium iin igrowing 

istudents' ilearning 

imotivation iin ibiology 

ilearning. 

Tambusai iEducation 

iJournal 

This iresearch iwas iconducted ion iXII 

iMIPA i4 istudents iat iMAN i1 iSemarang. 

iData iwas icollected ithrough iobservation, 

iinterviews iand iquestionnaires. iThe 

iresults ishow ithat ithe iuse iof iKahoot iin 

ilearning ihas ia ipositive iimpact ion 

istudent ilearning ioutcomes. 

 

 

 

(Zonita, i2024) Utilization iof iInteractive 

iQuiz iMedia iBased ion 

ithe iEducational iGame 

iKahoot iin iImproving 

iStudent iLearning 

iOutcomes iin ithe iClass 

iX iGeography iSubject 

iof iDisma iNegeri i1 

iSuliki iDistrict 

iLimapuluh iKota 

iRegency. 

Tambusai iEducation 

iJournal 

Research iconfirms ithat iKahoot iimproves 

istudent ilearning ioutcomes isignificantly. 

iThe itest iquestions ihave ibeen ivalidated 

iby iuniversity igeography iprofessors. iThe 

iexperimental igroup ishowed ihigher 

ilearning igains icompared ito ithe icontrol 

igroup. 
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Research i& 

iYears 

Research iand 

iJournal iTitles 

Research iresult 

(Tualaka i& 

iSitompul, i2023) i 

Implementation iof 

iKahoot! iAs ia iLearning 

iMedia iin iGrowing 

iStudents' iInterest iin 

iLearning. 

Journal iof iLearning 

iDevelopment iand 

iPhysics iResearch 

This iresearch ianalyzes ithe iuse iof 

iKahoot! ias ia ilearning imedium ito 

iincrease istudents' iinterest iin ilearning. 

iThe igoal iis ito iunderstand ithe iextent iof 

iKahoot! ieffective iin imotivating istudents 

iin ithe ilearning iprocess. 

 

 

(Indriani i& 

iDesyandri, 

i2022b) 

The iInfluence iof ithe 

iKahoot iGame ion 

iStudents' iInterest iin 

iLearning iin iGrade iIV 

iScience iLearning iin 

iElementary iSchools. 

Didactics: iScientific 

iJournal iof iPgsd iFkip 

iMandiri iUniversity 

This iresearch ishows ithat ithe iKahoot 

igame ipositively iinfluences istudents' 

iinterest iin ilearning iscience. iThe 

iresearch imethod iuses ia iquantitative 

iapproach iwith ia iQuasi iExperimental 

iDesign, iand idata ianalysis iis icarried iout 

iusing iSPSS iStatistics i26.0. iThe iresults 

ishow ia isignificant iimpact iof ithe iKahoot 

igame ion istudents' ilearning iinterest, 

iconfirming ithe ieffectiveness iof iKahoot 

ias ia ilearning itool. 

 

(Vassya idkk., 

i2023) 

The iInfluence iof 

iKahoot iLearning iMedia 

ion ithe iLearning 

iInterest iof iClass iV 

iStudents iat iSdn i6 

iBoja. 

International iJourna iOf 

iElementary iSchool 

This iresearch ishows ithat ithe iuse iof 

iKahoot imedia iincreases istudents' 

iinterest iin ilearning imathematics. iThe 

ipretest-posttest iresults ishow ia 

isignificant iincrease iin istudent ilearning 

iscores iafter iusing iKahoot. iThis ishows 

ithat iKahoot iis ieffective iin iincreasing 

istudents' iinterest iin ilearning iand ican 

ialso iimprove itheir iacademic 

iachievement iin imathematics. 

 

(Fitri idkk., it.t.) The iEffect iof iUsing 

iKahoot iLearning iMedia 

iBased ion iGame 

iBased iLearning ion 

iStudent iLearning 

iOutcomes i 

Acariya iNusantara: 

iJournal iof iEducation, 

iLanguage iand iCulture 

Research ishows ithat ilearning iusing 

iKahoot ihas ia ipositive iimpact ion 

istudent ilearning ioutcomes. iThis 

iemphasizes ithe iimportance iof imedia iin 

iimproving ithe ilearning iprocess. 
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Research i& 

iYears 

Research iand 

iJournal iTitles 

Research iresult 

(Irsyad i& 

iMaslikhah, i2022) 

The iInfluence iof 

iProblem iBased 

iLearning iBased ion ithe 

iKahoot iGame ion 

iStudents' 

iIndependence iin 

iLearning. 

Journal iof iResearch iin 

ithe iField iof iEducation 

iand iLearning 

This iresearch ishows ithat iproblem-based 

ilearning iusing ithe iKahoot igame ican 

iincrease istudent iindependence iin 

ilearning. iThis istudy ialso ishows ia 

isignificant iimpact ion istudent iautonomy 

iin ilearning, ias iwell ias iincreasing 

istudent ienthusiasm, iconcentration iand 

ihonesty iin iclass. iThis ishows ithat ithe 

iintegration iof iKahoot iin iProblem-based 

ilearning ihas ia ifar-reaching ipositive 

iimpact ion istudents' ilearning iexperience. 

 

(Irsyad i& 

iMaslikhah, i2022) 

Development iof ia 

iDiscovery iLearning 

iLearning iModel iin 

iMadrasahs iThrough 

ithe iKahoot iApplication 

iMedia iIntegrated iwith 

iGoogle iClassroom 

i(Study iat iMI iNU 

iIslahussalafiyah iGebog 

iKudus). 

At iTurots: iJournal iof 

iIslamic iEducation 

Research ishows ithat ithe ineeds ianalysis 

ifor ideveloping ithe iDiscovery iLearning 

imodel iis imet ieffectively. iThis imodel 

ithrough iGoogle iClassroom iand iKahoot 

iimproves istudent ioutcomes. iThe 

iaverage itotal iassessment iscore ifor 

ilearning imedia iwas i93.6, iindicating ithe 

ipositive iimpact iof ideveloping ithe 

iDiscovery iLearning imodel ion istudent 

ioutcomes. 

 

 

 

(Bunyamin iet ial., 

i2020) 

Using iKahoot ias ia 

igame-based ilearning 

imedium ias ia ivaried 

iform iof ilearning. 

Gunhumas iPublic 

iRelations iJournal 

Research ishows ithat iKahoot iincreases 

istudents' ilearning imotivation iand 

iengagement iin iclassroom isettings. iThis 

iconfirms ithat iKahoot, ialong iwith iother 

imedia, iis ieffective ifor iinteractive 

ilearning. 

 

 

(Limbong iet ial., 

i2023) 

Using iKahoot! iIn 

iSupporting iLearning iin 

iElementary iSchools 

i(Literaturereview). 

National iSeminar ion 

iPedagoria 

Research ishows ithat iKahoot! ieffective 

iin iincreasing istudent iinterest, imotivation 

iand ilearning ioutcomes. iIts iuse 

istimulates ilearning iinterest, italent, iand 

icreates ian iinteresting ilearning 

ienvironment. iKahoot! ialso ihelps 

iincrease iactive istudent iengagement 

iand ihas ia ipositive ipsychological iimpact 

ion ithe ilearning iprocess. 
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Research i& 

iYears 

Research iand 

iJournal iTitles 

Research iresult 

 

(Idzi iLayneti i& 

iNisa’atul 

iWahidah, i2024) 

Use iof iApplication-

Based iLearning iMedia 

i(Kahoot) ion iStudent 

iLearning iOutcomes i 

Research ishows ithat ithe iKahoot 

iapplication ihas ia ipositive iinfluence ion 

istudent ilearning ioutcomes. iEvidenced 

iby ia isignificant iincrease iin ipre-test iand 

ipost-test iscores. iThe ivalidity iand 

ireliability iof ithe itest ialso iconfirm ithe 

ieffectiveness iof ithe iresearch 

iinstrument. 

 

(Putra i& iAfrilia, 

i2020) 

Systematic iLiterature 

iReview: iUsing iKahoot 

iin iMathematics 

iLearning. 

Scientific iJournal iof 

iMathematics iEducation 

Research ishows ithat iKahoot iimproves 

ilearning ioutcomes, icritical ithinking, iand 

istudent imotivation. iIn iaddition, iKahoot 

ialso ihas ia ipositive iimpact ion ithe 

iquality iof ilearning, iindependence iand 

istudent iengagement. iKahoot ihas 

iproven ito ibe ieffective ifor ivarious 

isubjects isuch ias iCivics, iPhysics, iand 

icolloid iliteracy. iWith iits iflexible 

icapabilities, iKahoot ican ibe icombined 

iwith icustomized iteaching iapproaches 

ifor ioptimal iresults iin ilearning. 

 

(Juliantika idkk., 

i2023) 

The iUrgency iof 

iMastering ithe 

iApplication iof iVariation 

iin iLearning ito iGrow 

iElementary iSchool 

iStudents' iLearning 

iMotivation. 

Journal iOn iEducation 

This iresearch ifocuses ion ianalyzing 

iteacher iskills iin iimplementing ithematic 

ilearning ivariations. iIn ithis icontext, 

iinstructional ivariety ihas ibeen ishown ito 

ihave ia ipositive iimpact ion istudent 

iachievement. iThis iresearch ihighlights 

ithe ikey irole iof iteachers iin icreating 

ivaried iand iengaging ilearning 

ienvironments ifor istudents. 

 

Based ion ithe idescription iof ithe iresearch iresults ithat ihave ibeen ipresented, ithere iare 

iconsistent ifindings iregarding ithe ieffectiveness iof iusing iKahoot iin iimproving ilearning 

ioutcomes iand istudent iengagement iin ivarious isubjects iand ilevels iof ieducation. iSome 

iof ithese ifindings iinclude: 

1. Improved iLearning iOutcomes: iA inumber iof istudies ihave ifound ithat iusing iKahoot 

ihas ia ipositive iimpact ion iimproving istudent ilearning ioutcomes, iboth iin isubjects 

isuch ias imathematics, iscience, igeography iand isocial istudies. iThis iis ireflected iin 

ithe iincrease iin istudents' iposttest iscores ior iacademic igrades iafter iusing iKahoot. 

2. Increased iMotivation iand iEngagement: iKahoot ihas ialso ibeen iproven ito iincrease 

istudent ilearning imotivation, iwhich iis ireflected iin ihigher iinterest iin ilearning, iactive 
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iengagement iin ilearning, iand ian iinteractive iand ipositive ilearning ienvironment. 

iSeveral istudies ishow ithat iusing iKahoot istimulates istudents' iinterest iin ilearning 

iand icreates ian iengaging ilearning ienvironment. 

3. Positive iImpact ion ithe iLearning iProcess: iApart ifrom iimproving ilearning ioutcomes, 

iusing iKahoot ialso ihas ia ipositive iimpact ion ithe ioverall ilearning iprocess. iFor 

iexample, iKahoot iallows istudents ito ibe iactively iinvolved iin ilearning, iincreasing 

iconcentration, iunderstanding, iand iindependence iin ilearning. 

4. Relevance ifor iVarious iSubjects: iKahoot iis iproven ito ibe ieffective iin ivarious 

isubjects isuch ias imathematics, iscience, igeography, ietc. iThe iuse iof iKahoot iin ithe 

icontext iof iscience ilearning, ifor iexample, iincreases istudent iinvolvement iin iexploring 

iscientific iconcepts, iwhile iin igeography isubjects, iKahoot iincreases istudents' 

iunderstanding iand iinterest iin ilearning igeographical itopics. 

 

The ipractical iimplication iof ithese ifindings iis ithe iimportance iof iKahoot iintegration iin ithe 

ilearning iprocess ias ian ieffective itool ifor iimproving ilearning ioutcomes iand istudent 

iengagement. iTeachers ican iuse iKahoot ias ia ilearning istrategy ito icreate iinteractive, 

iinteresting iand istudent-oriented ilearning iexperiences. iIn iaddition, ieducational iinstitutions 

ican ialso iconsider itraining iand iprofessional idevelopment ifor iteachers iin iusing iKahoot 

ieffectively iin ionline iand iface-to-face ilearning. iThus, ithe iuse iof iKahoot ican imake ia 

ipositive icontribution iin iimproving ithe iquality iof ilearning iand istudent iacademic 

iachievement. 

Based ion ithe ianalysis iresults ithat ihave ibeen ipresented, ithis iresearch isucceeded iin 

irevealing isignificant idifferences iin istudent ilearning imotivation ibetween iKahoot iquiz-

based ilearning iand itraditional ilearning. iThese ifindings iindicate ithat ithe iuse iof iKahoot 

iin ia ilearning icontext ican isignificantly iincrease istudent ilearning imotivation. iStudents 

iinvolved iin iKahoot-based ilearning itend ito ishow ihigher ilevels iof iparticipation, imore 

iactive iinvolvement iin ithe ilearning iprocess, iand ishow igreater iinterest iin ilearning 

icompared ito istudents iin ithe icontrol igroup. iQualitative ianalysis ialso irevealed ithat iquiz 

idesign, iquestion iquality, iand ifeedback iprovided iby iKahoot iplayed ia ikey irole iin 

iimproving istudent iresponses iand ilearning ieffectiveness. iThese ifindings iare iconsistent 

iwith ilearning imotivation itheories iwhich iemphasize ithe iimportance iof iactive iinteraction, 

iinteresting ilearning iexperiences, iand irelevant ifeedback iin icreating ia ilearning 

ienvironment ithat itriggers istudents' iinterest iand imotivation ito ilearn. iTherefore, iit ican ibe 

iconcluded ithat ithe iuse iof iKahoot iin ilearning ihas ia ipositive iimpact ion istudent ilearning 

imotivation iat ithe ielementary ischool ilevel. 

. 

CONCLUSION 

The iuse iof iKahoot-based ilearning isignificantly iincreases istudents' ilearning imotivation iat 

ithe isecondary ischool ilevel. iA ithorough ianalysis iof ithe idata ishowed ithat istudents iwho 

iengaged iin ilearning iusing iKahoot idemonstrated ihigher ilevels iof iparticipation, imore 
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iactive iengagement, iand igreater iinterest iin ilearning icompared ito istudents iwho idid inot 

iuse iKahoot.  

This iconfirms ithat iKahoot iis ian ieffective itool iin icreating ia idynamic iand iengaging 

ilearning ienvironment ifor istudents. iThe iimplication iis ithe iimportance iof iintegrating 

itechnology iin ithe ilearning iprocess ito iincrease istudent ilearning imotivation. iThis iresearch 

imakes ian iimportant icontribution ito ithe iunderstanding iof ithe iuse iof iKahoot iin ieducation 

iand iencourages ieducational ipractitioners ito iconsider imore iinteractive iand istudent-

oriented ilearning istrategies. i 
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