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Abstract 

Now, EFL pedagogical practices have gradually transformed from traditional 
classrooms into digital learning. Within this context, mobile devices have now 
been considered as an auspicious medium for future learning. This study 
investigated how EFL instructors from different secondary education 
institutions viewed the in-class use of Kahoot in English-language classrooms. 
To this end, they were invited to fill a 13-items web-based questionnaire 
covering several categories: factual, behavioral, and attitudinal. Twenty-seven 
(n=27) Indonesian EFL instructors in secondary education at both public and 
private high schools mostly located in East Java, Indonesia, voluntarily 
participated in this present study by completing the online survey. The results 
indicated that participants mostly demonstrated positive feelings toward the 
utilization of Kahoot in EFL classrooms. It showed that Kahoot was perceived 
as a promising software application to enhance the English-language learning 
process. To explore the effectiveness of this online game-based platform, more 
future-related research with large-scale participants in broader geographic 
regions should be carried out in this area. 
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Currently, the significant advancement of telecommunication technologies in 
educational contexts has gradually migrated the teaching-learning processes 
from traditional textbook-based lecturing (Tan & Liu, 2016) or “chalk and talk” 
teaching (Licorish et al., 2018) to a new mode of learning with the ample 
opportunities to collaborate and sharing teaching-learning resources. In this 
way, the utilization of mobile devices for learning (M-learning) has become a 
vital component to settle this issue as it can serve enormous potential benefits in 
increasing the quality of instruction such as ubiquitous and collaborative 
learning environment (Crescente & Lee, 2011; Heflin et al., 2017; Kukulska-
Hulme & Viberg, 2018), flexibility & portability (Kumar & Chand, 2019; Şad & 
Göktaş, 2014; Zhonggen et al., 2019), cost-effectiveness and time-efficient 
(Alsswey & Al-Samarraie, 2019), improving cognitive development, 
autonomous, and creativity (Pereira et al., 2019), as well as facilitating 
knowledge exchange and students’ interactions (Al-Emran et al., 2016). In short, 
the evolution of teaching-learning process is shifted from traditional face to face 
(F2F) classroom to virtual environment. 

In recent decades, M-learning, as a subcategory of e-learning (Basak et 
al., 2018, p. 192),  has attracted an abundance of attention from many prominent 
scholars across the world for its substantial contribution to pedagogical 
practices in various contexts (Al-Emran et al., 2016; Hsu, 2013; Kumar & Chand, 
2019; Wang et al., 2012).  In the same vein, in the realm of foreign language (FL) 
pedagogy, it has significant impacts on facilitating the learners in various 
competencies such as listening & speaking (Ataeifar et al., 2019; Chen & Chang, 
2011; Hwang et al., 2015), reading (Chang & Hsu, 2011; Lin et al., 2019), 
vocabulary (Lin et al., 2019; Mahdi, 2017; Ou-Yang & Wu, 2017; Uz Bilgin & 
Tokel, 2019), and grammar (Ghorbani & Ebadi, 2020). It shows that M-Learning 
gradually become growing phenomena. 

As the current students are primarily digital natives (Prensky, 2001a, 
2001b), it is highly required for the instructors to be more sensitive to bridge the 
gaps between today's students and teaching-learning materials by creating a 
digital learning atmosphere in their classroom to accommodate their needs and 
habits. To remedy this problem, one of the most prominent instructional 
methods is through the gamification strategy. Researchers have acknowledged 
the values of gamification in influencing human behavior (Buckley & Doyle, 
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2016; Sailer & Homner, 2020), promoting engagement (Brophy, 2015; Rahman et 
al., 2018), generating motivation (Deterding et al., 2011; Hwang et al., 2015; 
Persico et al., 2019), promoting attractive competition (Huang et al., 2018), 
providing spontaneous immediate feedback (Bouchrika et al., 2019; Koivisto & 
Hamari, 2014), and enhancing students’ learning achievement (Attali & Arieli-
Attali, 2015; Buckley & Doyle, 2016; Yıldırım & Şen, 2019). Specifically, an 
enormous body of research has also indicated that game-based learning (GBL) 
instruction has significantly contributed to promoting students’ language 
learning experience (Ataeifar et al., 2019; Klimova & Kacetl, 2018; Lee et al., 
2016; Lin & Lin, 2019; Liu & Chu, 2010; Ma, 2017). Therefore, it is the teacher 
challenges. If students are mostly tech-savvy, teachers’ main responsibility is to 
adjust pedagogical practices. 

To respond to this challenge, various mobile gamification apps with 
educational benefits have been invented for facilitating teaching-learning 
practices. One of the prominent applications invented is Kahoot that has 
become increasingly popular in educational areas for its easy-to-use and ability 
to enhance classroom dynamics (Esteves et al., 2017, p. 501; Plump & LaRosa, 
2017), increasing students’ engagement, motivation, and concentration (Wang 
& Tahir, 2020),  as well as fostering critical thinking and communication 
(Hughes et al., 2018). Not surprisingly, statistics reported that approximately 
over 50 million users in over 180 countries played Kahoot (Kinder & Kurz, 
2018). Also, Kahoot allows the instructors to both introduce new concepts and 
assess to what extent the students master the materials through game-based 
quizzes in the forms of surveys, quizzes, and discussions with the high-quality 
of multimedia files displayed in great graphical resolution (Batsila & 
Tsihouridis, 2018; Felszeghy et al., 2019; Ismail et al., 2019; Plump & LaRosa, 
2017; Tsihouridis et al., 2018).  

Throughout recent years, many influential academics around the world 
have been interested in investigating Kahoot incorporated into a broad 
multidisciplinary context of the study (Esteves et al., 2017; Guardia et al., 2019; 
Ismail et al., 2019; Kinder & Kurz, 2018; Lee et al., 2019; Martins et al., 2019; 
Rahman et al., 2018). Those all works of literature agree that Kahoot can 
potentially facilitate pedagogical practices. Nevertheless, while the above-
mentioned literature posits the positive results, several subsequent pieces of 
research revealed the contradictory findings. Numerous studies reported that 
the participants identified some downsides of the in-class use of not appearing 
questions in the mobile device, only choosing one answer, network 
connectivity, the time limit (Hadijah et al., 2020), and the appropriate devices 



 
Mahbub Learning English mediated by Kahoot: Insights from the 

Indonesian EFL instructors   
 

 
Journal on English as a Foreign Language, 10(2), 246-267  

p-ISSN 2088-1657; e-ISSN 2502-6615 
 

249 

(Criollo-C & Luján-Mora, 2019; Wang & Tahir, 2020). Empirical findings have 
claimed that Kahoot has constraints that it is only suitable for multiple-choice 
formats instead of essay questions (Ismail et al., 2019) and produces higher-
level anxiety among the students (Wang & Tahir, 2020; Zarzycka-piskorz, 2016). 
Hence, there are still open issues to be explored in the realm of education. 

Besides, those previous works have been situated in Europe (e.g. Austria, 
Portugal, and Spain), South America (e.g. Brazil), USA, and Asia (Malaysia, 
Thailand, Taiwan) focusing on various realms: engineering education, business 
management, medical education, computer science, vocabulary science, 
nursing, earth science, and information technology (networking). In the case of 
the EFL context, however, studies investigating the instructors’ attitudes 
towards the utilization of Kahoot in Indonesia, particularly in secondary 
schools, are still in its infancy. Moreover, those studies mostly attempted to 
investigate the in-class use of Kahoot from the viewpoint of the students as the 
research participants. Thus, investigating the instructors’ beliefs towards the in-
class use of Kahoot is a very promising research topic since their beliefs will 
significantly affect the students’ achievement as well (Baleghizadeh & Shakouri, 
2017). Therefore, it is highly necessary to do to strengthen the research gap. 

For those reasons, it is highly required to explore the attitudes towards 
in-class use of Kahoot from the EFL instructors’ perspectives. More specifically, 
this work is a response to a call for expanding empirical studies on in-class use 
of Kahoot from the viewpoint of EFL instructors situated in secondary 
education in Indonesia. The present research will contribute to providing 
empirical evidence that will enrich literature and inform practices on how 
instructors perceive in-class use of Kahoot in EFL settings. Furthermore, the 
results can provide constructive inputs for software developers to re-design this 
app for promoting more effective in-class usage of Kahoot in the EFL context. 
Thus, this study aimed at exploring in-depth EFL instructors' perceptions of the 
in-class use of Kahoot in secondary schools. Therefore, the overarching research 
question guiding in this study is, "What perceptions do the instructors have of 
the in-class use of Kahoot in EFL context as a tool teaching-learning?"   

METHOD 

Research Design 

The current study employed a survey method (Ary et al., 2010; Berends, 
2006; Fraenkel et al., 2012) aimed at exploring the characteristics of both 
individuals and groups. In this present study, the participants’ beliefs, opinions, 
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and behaviors were explored via web-based questionnaire using Google forms 
and then analyzed quantitatively using statistical software.  

Context and Participants 

 For this study, a total of twenty-seven (n = 27) EFL teachers in secondary 
education at different high schools (Public = 44.4%, Private = 56.6%) mostly 
located in East Java, Indonesia, were chosen as participants based on a 
voluntary basis and their experience concerning the in-class use of Kahoot in 
their pedagogical practices. All participants complied with the requirement that 
they had used Kahoot regularly in their classrooms throughout the year 2019. 
The majority of research participants were female (59.3%) and the remaining 
40.7% were male. The age distribution of the participants was ranging between 
25 and 51 years (M=35.56, SD = 6.38) teaching in secondary schools for 1 to 33 
years. The majority of research participants were the English teachers with 
Bachelor’s degrees and only seven teachers with a master's degree mostly 
majored in English Education or English Language and Literature. More 
specifically, all demographics and prior teaching information are perfectly 
reflected in Table 1 in more detail. 

Table 1. Characteristics of the participants 
Characteristics Percentage (%) 

Gender 
Male 40.7 
Female 59.3 
Age Ranged  
25 – 35 years 62.9 
36 – 45 years 29.7 
46 – 56 years 7.2 
Affiliation  
Public Schools 44.4 
Private Schools 55.6 
Teaching Experience  
1 – 10 66.7 
11 – 20 25.9 
21 – 30  3.7 
More than 30 years 3.7 
Qualification  
Bachelor’s Degree 74.1 
Master’s Degree 25.9 
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Instruments 

An anonymous web-based questionnaire was devised and distributed to 
all participants, following the guidelines of the standard procedures of the 
internet-based questionnaire suggested by Manfreda & Vehovar (2008). Both 
the target population and cost-effectiveness became the major consideration for 
utilizing this online surveying (Vu & Hoffman, 2011). Google Forms, one of the 
free online survey-creation tools, was employed for distributing this 
questionnaire as it served features to create a variety of question types as well 
as summarizing and visualizing the responses automatically in the form of 
tables, pie charts, and bar graphs (Murphy, 2018). Moreover, this web-based 
questionnaire was administered in the participants’ native language, Bahasa 
Indonesia. It was comprised of two separate sections with different response 
format (Open-ended questions and Likert-type) consisted of factual (e.g. 
respondents’ demographic characteristics), behavioral (e.g. in-class use of 
mobile devices), and attitudinal (e.g. attitudes towards in-class use of Kahoot) 
question (Dörnyei & Taguchi, 2010, p. 5). The first section was designed for 
gathering the data concerning the participants’ biographical profile (i.e., gender, 
age, affiliation, teaching experience, and educational attainment). In section 2, 
the researcher developed a 5-point Likert Scale response format questionnaire 
ranging from ‘1’ for strongly disagree to ‘5’ for strongly agree.  

Moreover, the second section of questionnaire initially comprised 21 
items mainly adopted and modified from several previous studies (Batsila & 
Tsihouridis, 2018; Chen, 2016; Esteves et al., 2017; Gani et al., 2016; Georgieva et 
al., 2011; Licorish et al., 2018), with the following domains: instructors’ 
perceptions regarding M-learning, and the Implementation of Kahoot in EFL 
classroom. Part 1 of the questionnaire consisted of 7 statements gathering 
information about instructors’ beliefs about their preference to use M-learning 
compared to traditional courses as well as their M-learning experiences inside 
and outside classrooms. Part 2 consisted of 14 statements investigating 
instructors’ views about the in-class of Kahoot in the EFL context focused 
mainly on the aspect of the enjoyment of playing, interaction among instructors 
and students, learning motivation, learning engagement, students’ learning 
experience, and recommendation to use Kahoot more often in class.  

Before administering this instrument to participants, several experts 
specializing in both ELT field and technology-assisted instructions were also 
involved to evaluate the content validity of the initial items of this instrument. 
Some of the irrelevant items were then deleted based on their reviews, 
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feedbacks, and comments. Besides, some minor modifications concerning 
inappropriate diction used in some statements (items 5, 6, 10, 11, and 13) were 
made for the sake of clarity. After the review and modifications, to validate the 
initial results of this instrument, it was piloted with a sample (9 experienced 
EFL Instructors). They did not involve as participants in the main study.  

After piloting the instrument, a final 13-items web-based survey 
questionnaire was created for the main study including these following broad 
categories into mobile learning integration in EFL context (Item 1 – 3), 
teachers’–students’ interaction and collaboration (Item 4 – 5), the enjoyment of 
competition (Item 6), the enjoyment of playing (Items 7 – 8), English learning 
motivation (Item 9), level of concentration (item 10), perceived learning 
experience (Item 11 and 12), and recommendation to use Kahoot in class (Item 
13). These final survey items were re-administered three weeks later to the 
different group of EFL instructors in secondary schools.  

Data Collection  

As been mentioned earlier, the final survey questionnaire comprised 5 
open-ended items collecting the data about the participants’ demographic data 
and 13 items exploring the participants’ views about the in-class use of Kahoot 
in EFL classroom. To collect the participants’ responses, Google Forms was 
employed to conduct the survey. In so doing, a web link was created and 
posted it on a social media platform. Over a period of approximately two 
weeks, 27 participants voluntarily responded the survey. The data gathered 
from the questionnaire were stored in a spreadsheet.  

Data Analysis 

The quantitative data resulted from participants’ responses on web-
based questionnaires were re-evaluated using descriptive statistics presented as 
frequencies, percentages, means, and Standard Deviation (SD). To analyze the 
data, the researcher employed the software analysis program, SPSS v.20. Also, 
the internal consistency reliability of the instrument was analyzed using the 
Cronbach’s Alpha coefficient, which was 0.814, signaling a highly reliable 
internal consistency  (Cohen et al., 2007, p. 506).  
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FINDINGS  

Participants’ Perspectives on the Adoption of Mobile Learning 

 The participants were asked to demonstrate which of the two options 
they prefer regarding M-learning or traditional face-to-face teaching. There 
were slightly over half of the participants (n = 16, 59.2%) claimed that they 
preferred M-learning than traditional face-to-face learning environments. There 
were 33.3% (n = 9) participants acclaimed indecisive options (M = 3.67, SD = 
1.07). In response to the second statement, a clear majority of participants (n = 
22, 81.4%) admitted that M-learning is more interesting than the traditional 
classroom, while four (14.8%) participants showed neutral responses and only 
3.7% expressed disagreement (M = 4.11, SD = 0.93). Meanwhile, 18 (66.6%) 
participants agreed with the item 3, while neutral responses showed 29.6% (n = 
11) and only 3.7% (n = 1) disagreement response (M = 4.3, SD = 0.62). An 
overview of participants’ responses to statements 1 – 3 is presented in Table 2.   

Table 2. Teachers’ perceptions of M-learning  

Item Statement(s) SD 
(%) 

D 
(%) 

N 
(%) 

A 
(%) 

SA 
(%) M Std. 

D 
1 Preference between M-

learning and traditional 
face-to-face learning. 

7.4 
(n=2) 

 33.3 
(n=9) 

37 
(n=10) 

22.2 
(n=6) 

3.67 1.07 

2 M-Learning is easier 
and more interesting 
than traditional courses. 

3.7 
(n=1) 

 14.8 
(n=4) 

44.4 
(n=12) 

37 
(n=10) 

4.11 0.93 

3 The importance of 
using smartphones or 
tablets for language 
learning. 

 3.7 
(n=1) 

29.6 
(n=8) 

40.7 
(n=11) 

25.9 
(n=7) 

4.30 0.62 

Note: SD: Strongly disagree, D: Disagree, N: neutral, SA: Strongly agree, A: Agree,  
M: Mean, Std. D: Standard Deviation. 

Participants’ Feedback on the in-class Use of Kahoot 

Classroom dynamics 

 The next aspects were concerning classroom dynamics including 
classroom teacher-student interactions and collaborations (Item 4 & 5), the 
enjoyment of competition (Item 6), and the enjoyment of playing (Item 7 & 8). 
Table 3 illustrates the results. Based on the results of the fourth statement, 
almost all participants (n = 26; 96.3%) reported that Kahoot could foster two-
way interactions among teachers and students; the remaining responses were 
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only 3.7% (n = 1).  Similarly, findings from the analysis on item 5 revealed that 
nearly all participants (n = 25; 92.6%) agreed that Kahoot could cultivate 
collaboration among them; as for the remaining responses revealed 7.4% (n = 1) 
for indecisive responses. When responding the item 6, the vast majority of 
participants (n = 24; 88.9%) confessed that they enjoyed the competitive 
environment in the Kahoot session. In light of the enjoyment of playing (item 7), 
25 (92.5%) participants admitted that they were passionately engaged while 
playing with Kahoot; 7.4% of participants expressed neutral responses. For item 
8, almost all participants (n = 26; 96.3%) expressed positive feelings that Kahoot 
could create a more fun and interactive learning atmosphere. Besides, along 
with the seventh statement, the mean score of the eighth statement was the 
highest compared to other statements (M = 4.37, SD = 0.56).  

Table 3. Participants’ perceptions of Kahoot on classroom dynamics  

Item Statement SD 
(%) 

D 
(%) 

N 
(%) 

A 
(%) 

SA 
(%) M Std. 

D 
4 Kahoot game in fostering 

both student/students 
and teacher/student 
interaction. 

 3.7 
(n=1) 

 51.9 
(n=14) 

44.4 
(n=12) 

4.3 0.68 

5 Kahoot in promoting 
students’ collaboration. 

  7.4 
(n=2) 

51.9 
(n=14) 

40.7 
(n=11) 

4.3 0.62 

6 I like the competitive 
element in the Kahoot 
session. 

  11.1 
(n=3) 

55.6 
(n=15) 

33.3 
(n=9) 

4.22 0.64 

7 My students were 
passionately engaged 
while playing. 

  7.4 
(n=2) 

48.1 
(n=13) 

44.4 
(n=12) 

4.37 0.62 

8 Kahoot session made the 
class more fun and 
interactive. 

  3.7 
(n=1) 

55.6 
(n=15) 

40.7 
(n=11) 

4.37 0.56 

Motivation and perceived learning experience 

 For item 9, a vast majority of participants (n = 24; 88.9%) reported that 
Kahoot promoted the students’ learning motivation, whereas only a small 
percentage of responses (n = 3; 11.1%) expressed neutral answers. The survey 
also asked the participants, ‘My students will be more attentive during the Kahoot 
session.' As expected, 25 (96.2%) participants strongly agreed or agreed with the 
statement; while the rest (n = 2; 7.4%) chose indecisive options.  For item 11, the 
analysis reported that 22 of the 27 participants admitted that Kahoot facilitated 
their students' learning experience on the subject taught; only five participants 
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(18.5%) reported neutral answers. Regarding the effects of Kahoot's session on 
students' academic performances, of the 27 responses, more than half the 
participants (n = 14; 51.8%) felt that Kahoot facilitated their students’ academic 
achievements. Interestingly, 13 participants (48.1%) opted to express neutral 
answers. For the thirteenth statement, the majority of participants (n = 19; 
70.3%) agreed that they recommended Kahoot to be implemented more often in 
class. As for the remaining responses, five participants (18.5%) expressed 
neutral responses and only a small percentage (n = 3; 11.1%) opted to express 
negative feelings. Table 4 depicts the results of item 9 – 13. 

Table 4. Participants’ views on aspects of motivation and perceived learning  

Item Statement SD 
(%) 

D 
(%) 

N 
(%) 

A 
(%) 

SA 
(%) M Std. 

D 
9 Kahoot game increases 

the students’ 
motivation. 

  11.1 
(n=3) 

55.6 
(n=15) 

33.3 
(n=9) 

4.22 0.64 

10 My students will be 
more attentive during 
the Kahoot session. 

  7.4 
(n=2) 

55.6 
(n=15) 

37 
(n=10) 

4.29 0.60 

11 Kahoot game 
facilitates my 
students’ learning 
experience on the 
subject. 

  18.5 
(n=5) 

63 
(n=17) 

18.5 
(n=5) 

4.00 0.62 

12 Kahoot's session 
improves my students' 
academic 
performance. 

  48.1 
(n=13) 

40.7 
(n=11) 

11.1 
(n=3) 

3.62 0.68 

13 I recommend Kahoot 
to be used more often 
in class. 

3.7 
(n=1) 

7.4 
(n=2) 

18.5 
(n=5) 

40.7 
(n=11) 

29.6 
(n=8) 

3.85 1.06 

 

DISCUSSION  

 This current study aims to provide an in-depth description of EFL 
instructors' perceptions of the in-class use of Kahoot in secondary schools. 
Overall, the findings demonstrated the positive responses concerning Kahoot 
integration into the EFL classroom on the aspects of classroom dynamics, 
motivation, and perceived learning experience. The empirical data resulted 
from the analysis on statement 1 indicated that participants arrive at a common 
consensus that they indicate a slight preference for choosing M-learning as they 
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believe that it can increase the quality of traditional classrooms. These findings 
contribute to the empirical shreds of evidence resulted from previous 
researches (Chen, 2016; Georgieva et al., 2011), in which the participants opted 
for M-learning rather than conventional “chalk and talk” instructions. This may 
due to the opportunities offered by M-learning in terms of facilitating 
ubiquitous learning access.  

For the second statement, based on the response rate, it is sensible to 
assume that the participants feel that learning English through mobile lessons is 
easier and interesting compared to the conventional face-to-face classroom. 
These results reflect that they acknowledge the benefits of M-learning as its 
quality to develop more attractive online learning environments rather than 
traditional teaching-learning pedagogy. The findings of the research concur 
with recent studies (Al-Hunaiyyan et al., 2018; Chen, 2016) which appreciated 
M-learning as an attractive learning tool. This may due to its values to offer 
plenty of opportunities for various ways of learning including promoting 
collaborative learning among the students and allowing them to have the 
connectivity to the outside world to acquire authentic learning contents from 
various learning resources.  

In soliciting instructors’ views on the importance of using mobile devices 
for language-learning, more than two-thirds of participants agree with the 
adoption of smartphones for pedagogical practices. Meanwhile, almost one-
third of responses select neutral options meaning that they demonstrate 
indecisive responses indicating not everything about the in-class use of 
smartphones would be beneficial for their learning process, whereas a small 
percentage of participants demonstrate negative responses. The findings of the 
research contribute to previous works (Al-Hunaiyyan et al., 2018; Luís, 2018), in 
that mobile devices are crucially important to be imposed in their teaching-
learning scenarios as they have a considerable impact on their teaching-learning 
process due to their ability to bring more attractive and interactive learning 
environments.  

The results of the analysis on item 4 significantly proved that there is 
convincing evidence of a very high level of agreement (96.3%) on Kahoot 
integration in terms of fostering students-teachers interactivity. This data 
suggests that this platform is perceived as a promising tool to support both 
teachers and students to strengthen greater communication among them. This 
finding is in line with several recent literature (Ismail et al., 2019; Licorish et al., 
2018; Wang, 2015), in which Kahoot can enable social connectivity among them. 



 
Mahbub Learning English mediated by Kahoot: Insights from the 

Indonesian EFL instructors   
 

 
Journal on English as a Foreign Language, 10(2), 246-267  

p-ISSN 2088-1657; e-ISSN 2502-6615 
 

257 

As Kahoot can foster collaborative learning, of twenty-seven participants, 
twenty-five (92.6%) participants acknowledged that this app can create the 
opportunity for collaborative learning in the classroom, which supported the 
previous researches (Baszuk & Heath, 2020; Esteves et al., 2017).  

In the light of competitive elements, 24 out of 27 participants (88.9%) 
participants appreciated the competitive learning atmosphere in Kahoot 
session. This data suggests that Kahoot can create an energetic competitive 
environment (Baszuk & Heath, 2020) through a game-like learning experience 
that can considerably affect students’ learning. This empirical data confirmed 
the work of several previous studies (Baszuk & Heath, 2020; Gani et al., 2016; 
Guardia et al., 2019; Licorish et al., 2018; Martins et al., 2019; Mu & Paparas, 
2015; Wang, 2015; Wang & Lieberoth, 2016), which also resulted that the 
participants enjoyed the competitive elements in Kahoot session. On the 
contrary, some existing literature reported contradictory findings that the 
students were not enjoyable with the competitive element in the Kahoot system 
and the teachers felt anxious that this competitive gaming element made the 
students experienced anxiety during the Kahoot session (Baydas & Cicek, 2019; 
Zarzycka-piskorz, 2016).  

Regarding the enjoyment of playing, nearly all responses (92.5%) 
concluded that they were more passionately engaged while playing with 
Kahoot in the classroom setting, which is in line with previous works (Baszuk & 
Heath, 2020; Bawa, 2018; Baydas & Cicek, 2019; Lauermann & Barbosa, 2018; 
Wang, 2015). Similarly, responses on item 8 indicated that the majority of 
participants (96.3%) confessed this platform could create more entertaining and 
interactive learning environments. This finding substantiates previous recent 
literature (Baydas & Cicek, 2019; Wang, 2015; Wang & Lieberoth, 2016; Wang & 
Tahir, 2020), in saying that Kahoot can provide more interactive components in 
the classroom. 

When asked to respond the item 9, participants believe that Kahoot 
game-based environment significantly affected the students’ learning 
motivation levels. This result illustrated consistency with the research findings 
of other contemporary researches (Batsila & Tsihouridis, 2018; Bawa, 2018; 
Baydas & Cicek, 2019; Esteves et al., 2017; Guardia et al., 2019; Hou, 2018; Jones 
et al., 2019; Lauermann & Barbosa, 2018; Licorish et al., 2018; Wang, 2015; Wang 
& Lieberoth, 2016; Wang & Tahir, 2020) confirming that the Kahoot session 
positively influenced the motivation levels of the students. However, when 
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using Kahoot, one should seriously consider how to create well-designed 
questions. Otherwise, it can demotivate students indeed. 

Furthermore, participants expressed overwhelming agreement (92.6%) in 
responding to item 10. This data imply that they witnessed this game-like quiz 
platform as a powerful application in maintaining the students’ focus and 
enthusiasm. This current finding corroborates the findings resulted from many 
previous studies (Esteves et al., 2017; Gani et al., 2016; Mu & Paparas, 2015; 
Wang & Lieberoth, 2016; Wang & Tahir, 2020), in which they acknowledged the 
benefits of Kahoot for the students in terms of keeping them to stay focused on 
the task. However, the gamified elements served by Kahoot such as points and 
leaderboard can be considered as the adverse effects as it can also turn their 
focus to the learning contents, as also found in Baydas and Cicek (2019). Hence, 
the instructor(s) should provide immediate feedback and check the students’ 
understanding after each question to ensure efficient learning.  

Item 11 & 12 are about how the instructors perceived the use of Kahoot 
in enriching learners’ experience. As presented in table 3, a vast majority 
participant (81.48%, versus only 18.5% who expressed negative responses) 
admitted that Kahoot activities assisted their students’ understandings. This 
finding corresponds to initial literature (Baszuk & Heath, 2020; Esteves et al., 
2017; Jones et al., 2019; Licorish et al., 2018) which confirm that Kahoot creates 
the opportunity to assist the students' conceptual understanding about the 
topics given.  For the twelfth statement, the data indicated that more than half 
of the participants (n = 14, 51.8%) agreed that Kahoot significantly affected their 
students’ learning performance, which is higher than 48.1% of those 
participants who expressed uncertain responses. This finding supports 
previously documented literature (Baszuk & Heath, 2020; Bawa, 2018; 
Tsihouridis et al., 2018; Wang & Tahir, 2020) that claimed Kahoot plays a 
significant role in increasing students’ knowledge retention. Concerning the 
Kahoot recommendation, 70.3% acclaimed that they suggested Kahoot be 
incorporated more often in teaching-learning processes, which is significantly 
higher than neutral responses (18.5%) and 11.1% of those who expressed 
disagreement. These participants’ responses confirmed several past studies 
(Baszuk & Heath, 2020; Esteves et al., 2017; Gani et al., 2016; Guardia et al., 2019; 
Plump & LaRosa, 2017), which also indicated a strong agreement to recommend 
this platform to be implemented more often in pedagogical practices.  

In general, viewing from this current study’s findings, it can be strongly 
indicated that Kahoot offers enormous potential benefits for teaching-learning 
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processes. However, the teachers should also consider how to integrate this tool 
properly to create and develop meaningful learning for their students. Since it 
has huge impacts on students’ engagement, motivation, social interaction, and 
attention, it is the teachers’ main responsibility to re-conceptualize of how it is 
going to be integrated to effectively stimulate the students’ knowledge 
construction.  

CONCLUSION  

As been mentioned earlier, this present study was set out to answer the 
research question about the instructors’ views on Kahoot integration into the 
EFL classroom at the secondary education level. Overall, after performing 
careful analyses on the data gathered from the web-based questionnaire, it was 
clear that the findings provide strong indications that the participants had a 
high-level acceptance perceiving Kahoot as the promising software application 
to enhance the English-language learning process. To be more specific, they 
mostly thought that it could generate positive energy having noticeable effects 
on classroom dynamics, generating the students’ interest and concentration, as 
well as learning performance. However, notable inherent limitations should be 
taken into considerations as well. First, the participants voluntarily involved in 
this study were very limited (n = 27). Hence, there is an essential requirement to 
carry out large-scale research. Second, the data gathered in this study do not 
cover a wide geographical area as it involves the participants mostly located in 
the eastern regions of Java, Indonesia. Future researchers could revolve around 
investigating the EFL instructors' teaching experience using Kahoot in multiple 
institutions in different geographical regions so that the more accurate 
representation of data would be achieved. Third, since this study investigated 
the EFL instructors’ perceptions in secondary schools setting, the findings could 
not be generalized to other settings in different levels of education. The 
perspectives of EFL university instructors remain under-researched. Further 
study could, therefore, focus on investigating EFL instructors at higher 
education level. Investigating Kahoot from the lecturers’ standpoint would also 
be crucial for developing as well as designing digital game-based oriented 
teaching practices.     
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