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Abstract
 

___________________________________________________________________ 

The objective of this study was to determine the influence of the Kahoot 

application on students’ learning achievements in the Indonesian language 

subject of modern poetry text material for class VIII at SMP Sinar Husni. In this 

study, the researcher used a quantitative research method with an experimental 

research type with a quasi-experimental design. This type of research involves 

the application of a specific treatment or manipulation of an independent 

variable (X) to examine its causal effect on the dependent variable (Y). Quasi-

experimental research is a type of research that aims to test the causal 

relationship between variables but does not use random assignments to form 

experimental and control groups. The results of this study clearly prove that the 

use of Kahoot evaluation media has a positive and significant effect on the 

learning outcomes of class VIII students at SMP Sinar Husni, especially on the 

material of modern poetry texts in Indonesian language lessons. A significant 

increase in the average posttest score in the experimental group using Kahoot, 

as well as support from the results of statistical tests (normality, homogeneity, 

and hypothesis testing), indicate that Kahoot is more effective than conventional 

evaluation methods. In addition, students’ positive responses to the use of 

Kahoot, as reflected in the results of the questionnaire, indicate that this platform 

is able to create a more interesting and motivating learning atmosphere. 

Therefore, Kahoot has proven to be an effective innovation in overcoming 

student boredom and encouraging increased learning outcomes on previously 

less popular materials. 
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INTRODUCTION 

 

Indonesian language education plays a 

very important role in the formation of national 

identity and the development of community 

culture. As the official language of the country, 

Indonesian not only functions as a means of 

communication, but also as a means of conveying 

cultural values, norms, and knowledge. Through 

Indonesian language education, students are 

taught to understand and appreciate literary 

works, including poetry, which is an integral part 

of the nation's cultural heritage. Indonesian is one 

of the compulsory subjects taught in education 

which aims to develop students’ Indonesian 

language skills in accordance with the function of 

language as a means of thinking and 

communicating to develop intellectual, 

emotional and social potential. Learning 

Indonesian in schools is expected to help students 

have a positive language personality, uphold 

cultural values, convey ideas clearly, and also 

improve their analytical skills and imagination. 

However, the process of learning Indonesian has 

a major obstacle, namely the lack of innovation 

in teaching methods and tools, which makes 

students bored when participating in learning 

activities in class, thus affecting learning 

outcomes (Budiman, 2022). 

Poetry is a form of literary work that 

conveys the poet’s thoughts and feelings in an 

imaginative way. Compared to other forms of 

literary work, poetry is more connotative, 

connotative is a figurative meaning or interpreted 

as a meaning that tends to be different from real 

objects (contextual meaning) also called 

additional meaning. Language in poetry usually 

has many meanings. (Wati & Fathurohman., 

2022) Poetry is divided into two, namely classical 

poetry (old) and modern poetry (new). Modern 

poetry is considered different from old poetry, 

modern poetry is also commonly called “new 

poetry”. Because modern poetry is no longer 

bound by rules such as pantun, syair, and 

mantras. Modern poetry is also commonly called 

“free poetry” because modern poetry is poetry 

that is written in the present and is around us, 

some also call it “modern poetry” and 

“contemporary poetry” (Rina Devianty, 2021). 

According to Wahyuni in Kardian (2018) 

new poetry is a type of poetry that is not bound 

by the general rules that apply to old types of 

poetry. The content of new poetry is related to life 

and is conveyed using pantun and syair rhymes. 

Free and unbound are two things that 

characterize modern poetry. Rules such as the 

number of syllables or diction, the number of 

lines, rhymes (verses) or the number of stanzas do 

not apply in modern poetry. The structure of 

modern poetry generally consists of physical 

structure and inner structure. The physical 

structure includes diction, imagery, figures of 

speech, typography, and concrete words. The 

inner structure includes theme, feeling, tone, and 

message. (Jayanti., 2024) New poetry has several 

characteristics, including: 1. Has a neat, 

symmetrical form, 2. Regular final rhymes, 3. 

Uses pantun and syair rhyme patterns, although 

with different patterns, 4. Generally 4 lines of 

poetry, 5. In each line above it is a gatra (syntactic 

unit), 6. Each gatra consists of two words 

(generally): 4-5 syllables. The new poetry is 

divided into 7 types, namely Ode, Epigram, 

Romance, Elegy, Satire, Hymn and Ballad 

(Launjara, 2024). 

The term evaluation Is derived from the 

English language, with its etymological root in 

the word value, which signifies worth, 

importance, or significance. The concept of 

learning evaluation is commonly perceived as 

synonymous with examinations. Evaluation 

involves the systematic examination and 

interpretation of information to support the 

selection of the most appropriate course of action. 

Evaluation can include the meaning of tests and 

measurements and can also mean outside of both. 

Evaluation results can provide professional 

decisions. The existence of evaluation can help 

students, teachers, and schools to find out the 

extent of learning achievement, identify 

difficulties, and improve the quality of the 

learning process and outcomes. (Asrul et al., 

2015) The purpose of implementing learning 

evaluation is to find out the achievement of 

growth and development that has been included 
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in the learning design. The function of learning 

evaluation is to find out feedback for teachers to 

provide improvements in subsequent learning 

activities. Learning evaluation is carried out 

through instruments. Instruments are measuring 

tools to find out the data to be collected(Aulia & 

Nurlaili, 2023). 

In learning evaluation, a teacher must be 

able to utilize technology to develop innovation, 

ideas or concepts in implementing learning so 

that they can develop an evaluation system that is 

interesting for students, and can stimulate speed 

and accuracy in thinking. (Darmiah, 2023) 

Educators need media or applications that can be 

used to conduct evaluations so that students are 

more active in participating in evaluations. The 

Kahoot application serves as one of the effective 

tools for conducting evaluations in the learning 

process. Kahoot is one of the alternative choices 

from various media in the learning process that 

makes the learning process fun for both students 

and teachers. Kahoot is a website on the internet 

that presents a lively and exciting educational 

quiz atmosphere in the classroom, based on a 

learning platform as educational technology. 

Kahoot is an online educational platform that 

offers interactive quizzes and games to support 

learning (Daryanes & Ririen, 2020). It was 

created in 2012 by Morten Versvik, Johan Brand, 

and Jamie Brooker, in partnership with the 

Norwegian University of Science and 

Technology (NTNU) under the guidance of 

Professor Alf Inge Wang and his team. Initially, 

Kahoot was only intended for use in classroom 

activities. Kahoot has three values, including: 1. 

The playful concept makes learning using Kahoot 

more enjoyable 2. Curiosity is also one of the 

values in the Kahoot platform 3. Inclusive means 

that Kahoot ensures that everyone has the 

opportunity to be successful. (Afriani, et al. 2022) 

The advantages of Kahoot are: 1. There is ease in 

the game, 2. Kahoot has an attractive design and 

has a backsound so that students do not feel tense 

in doing quizzes, 3. There are templates that can 

be used in creating questions, 4. There are 

variations in the form of questions and questions 

can be displayed randomly. While the 

disadvantages of Kahoot are: 1. Filling in the 

essay question column is limited, there are only 

120 characters; 2. There are only 4 answer 

options; 3. Requires an LCD projector with an 

electric current(Cahyaningrum, 2024). 

Based on initial identification, student 

learning outcomes during Indonesian language 

learning are still very low compared to student 

learning outcomes in other subjects. In the 

Indonesian language subject, only a few students 

achieved the Minimum Completion Criteria 

(KKM) with a KKM score of 75. According to 

Sudjana in Yendri, et al. (2020), learning 

outcomes represent the knowledge, skills, and 

attitudes that students develop following their 

engagement in the learning process. One thing 

that is the goal of the learning process is to attain 

satisfactory outcomes that meet or exceed the 

established standards. This also affects the 

creativity and teaching methods of teachers, 

effective teachers (educators) are those who 

succeed in bringing students to achieve learning 

goals in accordance with the rules that apply in 

education. However, in reality, many students 

are not active in learning, this is because teachers 

rarely provide reciprocal learning such as asking 

students questions or asking students to ask 

questions. (Rambe, 2018) To overcome this 

problem, one of the methods needed the aim is to 

introduce stimulating elements that encourage 

students to engage in learning, one of which is by 

implementing a more innovative and creative 

evaluation system that enhances their thinking 

abilities 

The solution that can be used is to use the 

Kahoot application as an evaluation tool in 

learning to improve student learning outcomes. 

Because the Kahoot application emphasizes a 

learning style that involves the relationship of 

active participation of students with their peers 

competitively towards the learning that is being 

or has been learned. This is necessary because 

teachers in Indonesian language subjects rarely 

conduct evaluations using media or applications 

that allow students to be more active. 

Previous research was conducted by 

(Setiawati, et al., 2018) entitled “The Effect of 

Kahoot on the Learning Outcomes of Class XI 

Students at SMAN 1 Blitar”, Research by 



Mutia Asmi Fadillah, et al./Seloka: Jurnal Pendidikan Bahasa dan Sastra Indonesia 14 (1) (2025): 90 - 100 

93 

 

(Damayanti & Retno., 2021) with the type of 

Research and Development (R&D) research 

entitled “development of the kahoot application 

as a media for evaluating student learning 

outcomes”, then research by (Paysa & Annur., 

2023) with the title “the effect of using kahoot 

evaluation media on student learning outcomes 

(case study on class X students of SMA Negeri 2 

Padang)”, further research was conducted by 

(Alianas., 2023) with an experimental research 

method with a quantitative approach, namely 

“the effect of kahoot educational game media on 

the learning outcomes of class VII students of 

SMPN 2 Sungguminasa, Gowa Regency” and 

the last research by (Humaira & Septi., 2024) with 

the research title “the effect of kahoot learning 

media on student learning outcomes in Natural 

and Social Sciences (IPAS) learning in 

Elementary Schools”. Therefore, what makes this 

study different from previous studies is the level 

at which the research was conducted, namely at 

the junior high school level and also has a 

research focus on one of the materials in the 

Indonesian language subject, namely modern 

poetry texts which are usually less interesting and 

tend to be boring for junior high school students, 

especially class VIII. 

Thus, the researcher is interested in 

conducting this research with the title “The 

Influence of the Kahoot Evaluation Tool on 

Student Learning Outcomes in the Indonesian 

Language Subject on Modern Poetry Text 

Material for Class VIII at SMP Sinar Husni.” 

 

METHODOLOGY  

 

The research method consists of a series of 

actions aimed at finding the truth of the research, 

which begins with thoughts that form the 

formulation of the problem and produce initial 

hypotheses. With the help of previous research 

perceptions, research can be processed and 

analyzed to produce conclusions (Sahir., 2021). 

This study employed a quantitative 

approach using an experimental method, 

specifically adopting a quasi-experimental 

design. This form of research seeks to assess the 

influence of an independent variable (X) on a 

dependent variable (Y) through the application of 

a specific treatment or intervention. This research 

approach aims to investigate cause-and-effect 

relationships between variables, although it does 

not involve random allocation of participants to 

experimental and control groups. Although this 

design includes a control group, it is limited in its 

ability to fully control external variables that may 

influence the outcome of the experiment 

(Sugiyono, 2023). in the research is conducted in 

three phases, beginning with the pre-

experimental stage, where a pretest is given to 

both the control and experimental groups to 

evaluate their baseline learning performance. The 

second stage is the experimental stage, at this 

stage the researcher explains a little material 

related to modern poetry texts using kahoot, and 

conducts a learning evaluation with test and non-

test evaluation tools made in the form of quizzes 

or games on kahoot. The third stage, the post-

experimental stage, at this stage the researcher 

distributes research instruments in the form of 

questionnaires. 

This school was selected as the research 

site following early observations that indicated a 

situation aligned with the study’s focus. The 

participants in this research consisted of all 

eighth-grade students at SMP Sinar Husni, 

totaling 58 students. Since there were only two 

existing classes, VIII-1 and VIII-2, both were 

chosen as the research samples. Class VIII-1 was 

designated as the experimental group, while class 

VIII-2 served as the control group. The research 

sample comprised two classes: class VIII-1, which 

included 29 students and served as the 

experimental group, and class VIII-2, also 

consisting of 29 students, which functioned as the 

control group. In total, 58 students participated in 

the studys. The research took place in the second 

semester of the 2024/2025 academic year, 

around May, and was completed within the 

Indonesian Language subject by aligning with 

class VIII’s scheduled lesson hours. 

The data analysis process consists”of 

categorizing, coding, managing, and interpreting 

collected data to derive meaningful insights from 

the research findings. The data analysis in this 

research involved a quality assessment, including 



Mutia Asmi Fadillah, et al./Seloka: Jurnal Pendidikan Bahasa dan Sastra Indonesia 14 (1) (2025): 90 - 100 

94 

 

a normality test to evaluate the distribution of the 

data. A p-value greater than 0.05 indicates that 

the data is normally distributed. If p <0.05 then 

the distribution is not normal. Then there is a 

homogeneity test of the provisions tested if the 

significant value> 0.05 then the two classes have 

the same variance (homogeneous) and if the 

significant value <0.05 then the two classes do 

not have the same variance (homogeneous). The 

last test used is the independent t hypothesis test 

if the data is normal and homogeneous, then it 

can be continued with data analysis using the 

independent t hypothesis test. Then the 

researcher also conducted a questionnaire test 

using the Likert scale formula. 

 

RESULTS AND DISCUSSION 

 

The data were analyzed using statistical 

techniques. Before testing the hypothesis, 

prerequisite tests—including the Shapiro-Wilk 

tests for normality and homogeneity—were 

performed. Subsequently, hypothesis testing was 

conducted using an independent samples t-test 

with the assistance of SPSS version 25. 

This study’s results were based on data 

collected from the pretest and posttest. The 

pretest aimed to assess students’ learning 

outcomes prior to the implementation of the 

learning evaluation using Kahoot media. The 

posttest was administered to evaluate students’ 

learning outcomes following the implementation 

of the learning evaluation using Kahoot media. 

The implementation and application of the 

pretest posttest results in the experimental and 

control classes are presented in Table 1.

 

Table 1. Descriptive Statistics 

 

 

Referring to the Descriptive Statistics table 

shown above, the experimental group achieved 

an average pretest score of 53.21, with individual 

scores ranging from 11 to 94. Following the 

implementation of the treatment, the average 

posttest score rose significantly to 80.10, with a 

narrower score range between 50 and 100. These 

results reflect a significant improvement in the 

experimental group’s learning outcomes after the 

treatment. 

Meanwhile, the control group without 

treatment showed a less significant increase. The 

control group’s average score increased from 

60.79 in the pretest to 70.79 in the posttest. A 

difference was also observed in the score 

distribution, with the pretest scores ranging from 

27 to 99 and the posttest scores ranging from 36 

to 99. Normality and homogeneity tests were 

conducted prior to hypothesis testing. Table 2 

presents the results of the normality test 

performed with SPSS 25.
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Table 2. Data Normality Test Results 

 

 

The purpose of the normality test is to 

determine whether the sample data originate 

from a population that follows a normal 

distribution. In this research, data normality was 

assessed using the Shapiro-Wilk test. 

According to Table 2, the Shapiro-Wilk 

normality test indicates that the control group 

had a pretest significance value of 0.346 and a 

posttest value of 0.363. Meanwhile, the 

experimental group recorded a pretest 

significance value of 0.312 and a posttest value of 

0.301. All significance values are greater than 

0.05, indicating that the data are normally 

distributed.Therefore, it can be concluded that 

the data is normally distributed. The results of the 

homogeneity test are displayed in Table 3

. 

Table 3. Results of Data Homogeneity Test 

 

 

The homogeneity test is carried out to 

determine whether there is consistency in the 

variance across the samples. The Levene test was 

employed to assess data homogeneity, and the 

results are presented in the following table. 

As shown in Table 3, Levene’s Test was 

applied using several approaches, including the 

mean, median, and trimmed mean. The test 

results indicate significance values of 0.139 for 

the mean, 0.182 for the median, and 0.131 for the 

trimmed mean. Since all values exceed 0.05, it 

can be concluded that the variances of both 

groups are homogeneous.If the data meet the 

assumptions of normality and homogeneity, 

hypothesis testing may proceed. 

In this study, hypothesis testing was 

conducted using the Independent Samples T-

Test, applied through SPSS version 25. The 

purpose of hypothesis testing is to statistically 

assess the validity of a statement, confirming 

whether it should be accepted or rejected. In the 

Independent Samples T-Test, Ho is rejected and 

Ha is accepted if the 2-tailed significance value is 

below 0.05. The alternative hypothesis (Ha) 

proposes that Kahoot significantly influences the 

learning outcomes of class VIII-1 students in 
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studying modern poetry texts in Indonesian at 

SMP Sinar Husni. Ho: There is no influence of 

the Kahoot evaluation tool on the learning 

outcomes of class VIII students in the Indonesian 

language subject of modern poetry text material 

at SMP Sinar Husni. The results of the hypothesis 

test can be seen in table 3.

 

Table 4. Hypothesis Test Results 

 

 

Based on table 4 above, the test results 

show that the significance value (Sig. 2-tailed) is 

0.016, which means it is smaller than 0.05. The 

mean difference value of -9.310 indicates that the 

average value in the experimental group is higher 

than the control group (because a negative value 

indicates that the value of the experimental group 

is reduced by the value of the control group). In 

addition, the range of the 95% confidence interval 

for the average difference is between -16.792 to -

1.828, which does not include the value of zero. 

When viewed from the basis for decision making, 

the results of the hypothesis test provide a 

significance value. So it can be concluded that the 

null hypothesis (H₀) is rejected, and the 

alternative hypothesis (Ha) is accepted, namely 

that there is an influence of the Kahoot 

evaluation tool on the learning outcomes of class 

VIII-1 students in the Indonesian language 

subject of modern poetry text material at SMP 

Sinar Husni. 

The following describes the results of the 

survey data conducted by students in class VIII-1 

to determine students’ responses to the 

application of Kahoot media in evaluating 

learning modern poetry text material. The 

questionnaire consists of 10 questions using a 

Likert scale of 1-4 with information strongly 

agree, agree, disagree and strongly disagree. Data 

on the results of the survey conducted by students 

in class VIII-1 are presented in Table 5.
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Table 5. Results of the Likert Scale Questionnaire 
No Item -1 Item -2 Item -3 Item -4 Item -5 Item -6 Item -7 Item -8 Item -9 Item -10

1 2 3 3 2 2 2 3 3 3 1

2 3 2 3 1 1 3 3 1 3 1

3 3 4 3 2 4 3 3 1 2 1

4 3 4 2 3 3 4 3 4 3 2

5 2 3 2 2 2 2 3 2 1 3

6 2 3 2 3 2 2 3 1 3 2

7 1 3 2 3 4 3 4 4 4 3

8 3 3 4 3 3 2 4 3 3 2

9 2 2 4 3 3 3 2 2 1 2

10 2 2 3 2 2 2 3 3 2 1

11 2 2 3 4 2 3 3 4 1 2

12 3 3 4 4 3 3 4 2 4 3

13 2 3 2 3 2 1 3 3 2 1

14 2 2 3 2 4 2 3 1 3 2

15 4 3 3 3 2 3 3 4 2 4

16 2 2 1 3 2 2 2 3 1 2

17 3 3 4 4 3 3 4 2 4 2

18 2 2 3 2 3 4 1 2 3 4

19 3 3 4 4 4 3 4 3 2 3

20 1 2 3 3 2 1 3 3 3 3

21 3 3 4 3 1 2 3 4 2 2

22 2 3 3 2 3 3 3 1 3 3

23 1 2 3 4 3 2 3 4 2 2

24 3 4 3 1 2 2 3 3 4 4

25 2 2 3 3 2 2 3 2 3 2

26 1 3 3 3 4 2 3 2 2 3

27 4 3 3 4 4 3 3 4 3 2

28 3 2 3 4 2 2 3 1 2 2

 

 

Based on table 1.4 above, the results of the 

questionnaire data in the study are as follows: 

Likert scale calculation Number of statements: 10 

Respondents who answered strongly agree (score 

4) numbered 68 Respondents who answered 

agree (score 3) numbered 116 Respondents who 

answered disagree (score 2) numbered 75 

Respondents who answered strongly disagree 

(score 1) numbered 31 

 

Rumus: T × Pn  

 

T= Total number of respondents who 

chose  

Pn = Choice of Likert score numbers 

a. Respondents who answered strongly 

agree (score 4) totaled = 68 x 4 = 272 

b. Respondents who answered agree 

(score 3) totaled = 116 x 3 = 348 

c. Respondents who answered disagree 

(score 2) totaled = 75 x 2 = 150 

d. Respondents who answered strongly 

disagree (score 1) totaled 31 x 1 = 31 

 

All results are added up, total score = 801 

Interpretation of Calculation Score 

 

Y= highest likert score x number of 

respondents x number of statements 

 = 4 x 29 x 15 

 = 1.160 

 X = 100/ jumlah skor  

 = 100/ 4 

 = 25 (lowest distance interval 0% to100%)  

 

Here are the score interpretation criteria 

based on the interval 

 Number 0% – 23.99% = Strongly 

disagree/very poor  

Number 24% – 49.99% = Disagree/Poor 

Number 50% – 74.99% = Agree/Good Number 

75% – 100% = Strongly agree/Very Good 

 

 Final Solution Index formula = Total 

score/ Y x 100 = 801/1,160 x 100 = 69.051% 

(Good) Therefore, the results for the variation of 

kahoot usage during the evaluation are in the 

good category. 

 

Discussion 

This study aims to determine the effect of 

the Kahoot evaluation tool on student learning 

outcomes in the Indonesian language subject of 

modern poetry text material for grade 8 at SMP 

Sinar Husni. The results of this study consistently 
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show that the use of the Kahoot evaluation tool 

has a positive and significant effect on student 

learning outcomes in the Indonesian language 

subject of modern poetry text material at SMP 

Sinar Husni. Learning outcome data showed a 

higher increase in the experimental group that 

conducted the evaluation using Kahoot 

compared to the control group that conducted the 

evaluation using a written test. In addition, 

students’ perceptions of the use of Kahoot in the 

evaluation were also quite good, which supports 

the effectiveness of this tool in creating a more 

interesting and motivating learning atmosphere. 

In the results of the normality test, because 

all significance values (sig) are greater than 0.05, 

it can be concluded that the data for both classes 

(control and experiment) are normally 

distributed. Data normality is an important 

prerequisite for further parametric statistical 

analysis, such as the t-test. 

Then in the homogeneity test results, all 

significance values are greater than 0.05, 

indicating that the data variance of both groups 

(control and experiment) is homogeneous. 

Homogeneity of variance is also an important 

assumption for the independent t-test, ensuring 

that observed differences between groups are not 

caused by differences in variability in the data. 

Furthermore, in the results of the 

hypothesis test, because the significance value 

(0.016) is smaller than 0.05, the null hypothesis 

(ho) is rejected and the alternative hypothesis (ha) 

is accepted. This means that there is a significant 

influence of the use of the Kahoot evaluation tool 

on the learning outcomes of class VIII-1 students 

in the Indonesian Language subject on modern 

poetry text material at SMP Sinar Husni. The 

negative mean difference value indicates that the 

average learning outcomes of the experimental 

group (using Kahoot) are higher than those of the 

control group. 

Finally, based on the results of the 

questionnaire data, based on the score 

interpretation criteria (50% – 74.99% = 

Agree/Good), the index result of 69.051% shows 

that the variation in the use of Kahoot during the 

evaluation is in the Good category. This indicates 

that students generally have a positive perception 

of the use of Kahoot as an evaluation tool. 

This finding is in line with previous studies 

indicating that Kahoot can improve student 

learning outcomes. The difference between this 

study and previous studies is that this study 

focuses on 8th grade junior high school students 

and focuses on one material in the Indonesian 

language subject, namely modern poetry. 

Kahoot’s superiority in creating a fun, interactive, 

and competitive learning atmosphere is likely to 

contribute to increased student motivation and 

participation, which in turn has a positive impact 

on their learning outcomes. 

This study also addresses the initial 

identified constraints, namely the lack of 

innovation in teaching Indonesian language 

which causes student boredom and affects 

learning outcomes. By implementing Kahoot, 

teachers can provide a more innovative and 

creative evaluation system, stimulate students’ 

thinking skills, and make learning materials that 

may be considered boring such as modern poetry 

texts more interesting. Overall, this study 

provides strong empirical evidence of the benefits 

of using Kahoot as an evaluation tool in 

improving student learning outcomes, especially 

in the context of learning Indonesian language 

material on modern poetry texts at the junior high 

school level. 

 

CONCLUSION 

 

This study clearly proves that the use of 

Kahoot evaluation media has a positive and 

significant influence on the learning outcomes of 

grade VIII students at SMP Sinar Husni, 

especially on the material of modern poetry texts 

in Indonesian language lessons. A significant 

increase in the average posttest score in the 

experimental group using Kahoot, as well as 

support from the results of statistical tests 

(normality, homogeneity, and hypothesis 

testing), shows that Kahoot is more effective than 

conventional evaluation methods. 

In addition, students’ positive responses to 

the use of Kahoot, as reflected in the results of the 

questionnaire, indicate that this platform is able 
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to create a more interesting and motivating 

learning atmosphere. Therefore, Kahoot has 

proven to be an effective innovation in 

overcoming student boredom and encouraging 

improved learning outcomes in previously less 

popular materials. 
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