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ABSTRACT

The present research conducted to analyze the effects of Kahoot, an educational game-based learning
platform, on the development of English language skillsamong A2 level learners. This study seeks to
solve the problem of balancing active and deep engagement with students knowledge retention for
effective language instruction.The research investigates how Kahoot can be used as an inventive
device to aid in language teaching in the classroom setting. The context for this case study is a
classroom with A2 level English learners. The focus of the study is the use of Kahoot quizzes and
activities over a set period of time. Student outcomes are measured based on participation, activity
level, streaming feedback, and annotation of encouraging responses.Moreover, From the studies
conducted, there is a noticeable improvement in the level of student participation and their drive
towards the English language as aresult of using Kahoot, the nature of the platform encourages active
participation and a cooperative and encouraging atmosphere, and makes the learning environment
friendly yet chalenging.In addition, students show an increase in vocabulary retrieval, grammar
comprehension, and language skills mastery. As aresult, arecommendation is proposed to use Kahoot
regularly in English lessons for A2 level students. The suggestion describes ways in which Kahoot
quizzes and games can be incorporated into lesson objectives to enhance language instruction. In
summary, the study emphasizes the beneficial effects of Kahoot on the English language skills of A2-
level learners. The results of the study highlight the promise of game-based teaching toolsin fostering
A2 learners' active participation, motivation, and English language skills.

KEY WORDS: KAHOOT, USE OF ENGLISH, TECHNOLOGY, GRAMMAR,
VOCABULARY.
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RESUMEN
Este estudio serealizd paraanalizar |os efectos de Kahoot, una plataf orma educativade aprendizaje
basada en juegos, en € desarrollo de las habilidades del inglés en estudiantes de nivel A2. Este
estudio buscaresolver € problemade equilibrar la participacién activay profunda con laretencién
de conocimientos de los estudiantes para una ensefianza eficaz del idioma.La investigacion
investiga como Kahoot puede utilizarse como una herramienta innovadora para facilitar la
ensefianza de idiomas en e aula. El contexto de este estudio de caso es un aula con estudiantes de
inglésde nivel A2. El estudio se centraen el uso de cuestionarios y actividades de Kahoot durante
un periodo determinado. Los resultados de |os estudiantes se miden en funcién de la participacion,
el nivel de actividad, laretroalimentacion en directo y la anotaci én de respuestas motivadoras.Los
estudios realizados demuestran una mejora notable en € nivel de participacion de los estudiantes
y su interés por € inglés gracias al uso de Kahoot. La plataforma fomenta la participacion activa
y un ambiente de cooperacién y motivacion, creando un entorno de aprendizaje amigable pero
estimulante.Ademés, |os estudiantes muestran un aumento en la recuperacion de vocabulario, la
comprension gramatical y e dominio de las habilidades linglisticas. Como resultado, se
recomienda € uso regular de Kahoot en las clases de inglés para estudiantes de nivel A2. La
sugerencia describe como incorporar los cuestionarios y juegos de Kahoot en los objetivos de las
clases para megorar la ensefianza del idioma. En resumen, € estudio destaca los efectos
beneficiosos de Kahoot en las habilidades linguisticas en inglés de | os estudiantes de nivel A2. Los
resultados del estudio destacan la promesa de |as herramientas didéacticas basadas en juegos para
fomentar la participacion activa, la motivacion y el desarrollo de las habilidades linguisticas en

inglés de los estudiantes de nivel A2.
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INTRODUCTION

Nowadays technology has become an integral part of the learning process. Among the
various digital tools available, kahoot. This platform it is ainnovate approach that offers an
engaging learning experience that appeals to students of all ages. Focus on students A2 level English
language, the platform changes basic grammar and vocabulary activities into exciting and funny
games. Besides with this type of tools as kahoot can encourage participation, making students active
learners. “Key findings revealed that Kahoot! enriched the quality of student learning in the
classroom, with the highest influence reported on classroom dynamics, engagement, motivation and
improved learning experience.” (Sherlock A.Licorish A. 2018) So, it is a good option to adapt the
learning material to various skills by creating interactive and fun activities on the kahoot platform,
which can result to an exciting and effective language development. “Students are eager to
experiment with different technologies to support their learning, largely because they are skilled in
the use of mobile technology and enjoy using applications and games designed for such devices”

(Prensky 2001). So the use of these platforms can be really helpful for them.

The title of this investigation “The Impact of kahoot to Enhance the Use of Englishin A2
Students” We will concentrate on the following research lines and topics: Pedagogy, Education and
technology. By examining the effectiveness of kahoot in enhancing adaptive learning, we aim to
focus on the potential benefits and challenges associated with this technol ogy-driven approach to

language acquisition.

The purpose of this research isto evaluate the impact of kahoot as atechnological tool in
improving A2 learnersin use of English in the educationa environment. Especially within a

classroom. Technology like kahoot platform has become an important part of modern society, and its
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application is fundamental to prepare our students for today's world. The study was carried out in a
Municipal High School in the city of Quito-Ecuador, where there are no adequate resources for the
educational process, so teachers must find the right way to teach with the materials available. It is
also important to mention that not all students have technological resources ( computers), soitis
difficult to practice the acquired knowledge either in the educational institution or at home. Thisis
one of the main reasons why the kahoot platform was chosen asit isatool that can be used from a

cell phone and at any time, which facilitates the learning and development of English.

Normally in the class, in most of the cases students have many problemsin specific skills
such as the correct use of English and vocabulary in general students often make mistakes when

correctly structuring sentences, phrases or texts.

The study was carried out at the Municipal Cotocollao High School in the city of Quito
revealed, through diagnostic test, that a significant number of students face difficultiesin learning
English, specifically in use of English skills. This assessment suggests that teachers should look for
different techniques and methods for the correct learning of English. Therefore, educators will focus
on the different impacts that the kahoot platform has on the acquisition and correct use of English,

since these are the skills that students have the most problems in acquiring.

According to Universidad Bolivariana del Ecuador with the research line, Pedagogy,
didactics and management of higher education. which are connected with the principal aim of this
research work to analyze the impact of kahoot in the use of English as a second language. This
research will provide the effectiveness methodol ogy with the principa goal which isthat students

improve, produce and like learning the second language with this goal student will gain a better
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understanding and teachers can implement in their classes the best strategiesin order to transform

the education for future generations.

The methodology applied in this investigation was synthetic anal ytical method with a
qualitative approach based on the statistical analysis of the collected data which showed low results

in the pre-test, and after the application of the ludic strategies the results were positive.
This research was divided in three chapters:

Chapter |: This chapter analyzes previous studies on the use of technological toolsin
English classrooms to understand their implications and effectiveness. It also focuses on research on
the kahoot platform and its advantages in English language pedagogy and acquisition which helped
teachers how to engage students to improve their abilities in the English language acquisition. In

addition, it identified the dependent and independent variable.

Chapter |1, it referred about methods, instruments which were applied in this research, also
the matrix of operationalization, the analysis of dependent an independent variable as well as, the

sample, sampling and hypothesis of this project.

Chapter |11, theanaysis of the results and the checking of the proposed objective,
describing the use of kahoot in class, how effective was the application and the reaction of students

the proposal justification.

In conclusion, Kahoot is an effective tool for enhancing learning in the classroom. Its game-
based format captures students’ attention, increases motivation, and encourages active participation.
By providing instant feedback, Kahoot allows both teachers and students to identify strengths and

areas for improvement in real time. It supports collaborative learning and can be easily adapted to
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different subjects and levels. Overall, Kahoot enhances the learning experience by making review

sessions more dynamic and helping students retain information in afun, interactive way.
1 Object of theresearch

To apply the ludic strategies in order to improve the difficulties in the devel opment of

components to speak in the students of ninth grade while they are interacting with others.
1.1 General Objective

To Improve English language acquisition in A2 level students by adapting to diverse needs using

the Kahoot technology tool to strengthen use of English skill
1.2 Specific objectives

e To recognize the advantages and possible disadvantages or limitations of using kahoot
platform in the classroom.

e Evaluate how the Kahoot platform contributes to enhancing the experience and facilitates the
development of English language acquisition.

e To analyzethe effect of the interactive tool Kahoot on the English language learning process
for A2 level students.

1.3 Hypothesis

How to improve the use of English skills through an interactive platform kahoot in 1st BGU

level in Municipal Cotocollao high school?

2 Identification of thetwo variables considered in the study.

2.1 Independent Variable
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“The Impact of the Kahoot Interactive Tool” This research study could boost
innovation in education by inspiring teachers to integrate interactive tools such us kahoot
into their lessons, potentially resulting in significant benefits for the teaching and learning
“The goal of Kahoot! isto increase engagement, motivation, enjoyment, and concentration to
improve learning performance and classroom dynamics. Boredom in a computer learning
environment can cause inferior learning and problem behavior” (Baker, D'Mello, Rodrigo, &
Graesser, 2010).

2.2 Dependent variable

A “to enhance the use of English in A2 students” where the idea is to personalize and
customize e-learning platforms like Kahoot into a unique and enjoyable learning experience for
each student. “Digital games are an interactive tool within a multimedia education system, and have
the potential to make learning more effective and engaging, particularly for young students”
(Altawalbeh., Khita,, & Irwanto, 2023).

The proposed thesis The impact of Kahoot to enhance the use of English in A2 students of
1st BGU leve in Municipal Cotocollao High School in Quito city has significant practical
contributions. Kahoot is one of the most important platforms that students use due to the variety of
games that it offers, making it more dynamic and entertainment for students to acquire a second
language. Also known as game-based learning. “Digital games are an interactive tool within a
multimedia education system, and have the potential to make learning more effective and engaging,
particularly for young students” (Altawalbeh, Khita, & Irwanto, 2023). Where the idea is to
personalize and customize e-learning platforms like Kahoot into a unique and enjoyable learning

experience for each student. It's not about limiting ourselves to a single approach but rather about
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tailoring the content and difficulty according to the needs and progress of the student, which
significantly contributes to their learning process. In this context, adaptive learning becomes a
valuable and crucial tool for optimizing education. “Educational technology allows students to
be much better prepared for class, and provides teachers with attractive resources to make their
classes much more human and sociable, where al students have the opportunity to participate
regardless of their level”. (Dexway Communication.)

According to this research the variables to be implemented are:

3 Description of the research approaches, methods, data collection.
The As (Ahmad et al., 2019) mentions that :

Quantitative Approach: This approach analyzes and collects of numerical data It involves
using statistical techniques to mesure and quantify variables, enabling the formulation of objective
conclusions. Thiswill alow usto more effectively analyze the impact of kahoot on students' English

language learning

Quantitative Approach: This approach analyzes and collects of numerical data It involves
using statistical techniques to mesure and quantify variables, enabling the formulation of objective
conclusions. Thiswill allow usto more effectively analyze the impact of kahoot on students' English

language learning

Qualitative Approach: “This approach focuses on understanding and interpreting non-

numerical data, such as words, images, or observation”. (Bhandari. , 2020).

Thisisvery useful because it allows us to know and explore the experience of students
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through the use of technological tools for the teaching-learning process, as well as their different
behaviors with the platform. And answers to the technological platforms and thus evaluate which is

the best tool for its use and development.

3.1 Instruments

Students’ questionnaire (to be applied to 40 students) it contains 10 closed questions and rang
using always, sometimes, hardly ever and never.

e Pretest

e Post-test

e Observation

The research project will be applied using Inductive Method: “This method involves

deriving general principles or theories from specific observation or cases” (Streefkerk., 2023). With
the inductive method and through observation teach student must be observing and applying the

appropriate technique and tools in the classroom.
3.2 Description of the beneficiaries and their main characteristics.

“The primary beneficiaries of the study on the impact of Kahoot to enhance English usage
are A2-leve students aged 15 to 16 years from Municipal Cotocollao High School. These students
are at an intermediate level of English proficiency, often struggling with engagement and motivation
in traditional learning environments. They exhibit diverse learning styles and varying degrees of
technological fluency, which makes interactive and gamified learning tools like Kahoot particularly
effective. The students benefit from the dynamic and competitive nature of Kahoot, which promotes

active participation and reinforces language skills through immediate feedback and repetitive
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practice. Thisinnovative approach not only improves their linguistic competence but also fosters a
more enjoyable and stimulating educational experience, catering to their developmental needs and

preferences.
3.3 Description of research context

Researchers will analyze the use of the survey to obtain information from individuals or
groups on structured questions and collect data on their opinions, behaviors and other specific
aspects that we need to know for the use of technology in the classroom.

Through Observation method can observe the different behaviors of the students with the
use of technology in classes and in this way analyze which technological tools are the most suitable
for their learning”. (explorance, 2025)

Pre-test and Post-test: This data collection method will help us to evaluate the changes or
differences before and after the assessment and thus verify the regression or advancement of
learning with the use of technologica tools.

The primary beneficiaries of the study on the impact of Kahoot to enhance English usage are
A2-level students aged 15 to 16 years from Municipal Cotocollao High School. These students are at
an intermediate level of English proficiency, often struggling with engagement and motivation in
traditional learning environments. They exhibit diverse learning styles and varying degrees of
technological fluency, which makes interactive and gamified learning tools like Kahoot particularly
effective. The students benefit from the dynamic and competitive nature of Kahoot, which promotes
active participation and reinforces language skills through immediate feedback and repetitive
practice. This innovative approach not only improves their linguistic competence but also fosters a

more enjoyable and stimulating educational experience, catering to their developmental needs and
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preferences.

According to the author (Samboteng & Nadeak, 2023):

Quantitative Investigation: This approach involves collecting and analyzing numerical data
to measure the impact of Kahoot on students' English proficiency. Pre- and post-tests, as well as
quizzes conducted through Kahoot, will provide measurable data on students' language
improvement.

3.4 Resear ch context

The present needs analysis was conducted in by scoping these theories, research on the
application of Kahoot for the improvement of English skillsin A2-level |earners contributes
significant information and empirical evidence that can shape subsequent pedagogica and academic

efforts.

This present study on the use of Kahoot to improve English skillsis conducted at Cotocollao
Municipal High School with A2 level students who are between 15 and 16 years old. In this context,
students sit in a mainstream classroom where English as a second language is taught. Often, students
have difficulty maintaining interest and attention in the lessons and curriculum.The school program
follows the National Curriculum for EFL teaching in force by the Ministry of Education of Ecuador,
which has been adapted to the Sierraregime. The school offers classesin two cycles: mornings,
afternoons, and nights. The program is addressed to General Basic Education and Bachillerato

instruction.

The study group is composed of seventeen females and thirteen males, twelve -thirteen years

old on average, in a starter level, who are striving to achieve an A1.1 proficiency level at the end of
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the school year.

The sample group of learners attends classes three times a week, forty five minutes-long
lessons each, scheduled on Thursdays (two pedagogical hours) and Fridays (one pedagogical hour)
in the morning. There are no language labs allocated to the teaching-learning context. EFL learning
sessions take place in aregular classroom, where other subject matters also take place on daily basis.
No special settings have been facilitated for the instruction of the English language and the

development of its related competencies.
4 Description of the practical contributions of the following proposal.

The principal contribution of this research isthat the learning teaching in second language
will be enjoyable and motivational ,active Learning, according to the author (Bonwell & Eison,
1991).“The research highlights the effectiveness of active learning strategies in language education.
Kahoot encourages active participation, immediate feedback, and collaborative learning, which are
key components of active learning”.

Technological Integration in Pedagogy: “This study underscores the importance of
integrating technology into pedagogical practices. It aligns with the Technological Pedagogical
Content Knowledge (TPACK) framework, which advocates for the blending of technological,
pedagogical, and content knowledge to enhance teaching and learning” according to the author

(Mishra& Koehler, 2006).
5 Importance of the proposal from the following per spectives.

The importance that the research of this proposal in a professional perspectiveisthe

importance of interaction and communication. Kahoot use leads to improved engagement in higher-
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order language activities, which is crucia for language acquisition, as noted in the Input Hypothesis

(Krashen, 1985) and the Interaction Hypothesis (Long, 1996).

Finally, gamification helps to the teacher to apply an effective strategy to engaged the
students to develop the skills.” The research contributes to the growing body of literature on
gamification in education by demonstrating how game-based learning platforms like Kahoot
can increase student engagement and motivation. Studies have shown that gamified |earning
environments can create a more enjoyable and stimulating experience, which in turn

enhances learning outcomes”.(Deterding et al., 2011).

La Universidad para todos




20

CHAPTER |

6 Reaserch Backgorund

In this reasearch the author said Robles (2020) conducted a study entitled “The
impact of Kahoot and Quizzes as digital learning tools to improve grammar and vocabulary
in EFL classrooms.” This research was designed with a mixed methodology: quantitative
and qualitative approaches. In the present study, Robles sought to determine the impact
and effectiveness of the Kahoot and Quizzes platform during class by examining and

comparing the results before and after the use of the technological tools.

The tools employed were pre-test and post-test assessments, along with a
guestionnaire and an observation form. These tools were created and used to determine
students' various perceptions of the use of Kahoot and questionnaires in the English

classroom.

According to Pazmifio and Tenecota (2022), “M-Learning (Kahoot Application) and
Vocabulary” focuses on the impact of the Kahoot platform on vocabulary learning among
5th grade students, which was the central objective of this research conducted using a
quantitative approach. The researchers used pre- and post-tests, asurvey, aswell asa
participatory sequence of the kahoot platform in class. The data obtained with all the
instruments applied indicated a percentage of 6.9 out of 10 in their knowledge of

vocabulary, which denotes a great deficiency.

Once different resources for the improvement and development of English
vocabulary were applied, among them the kahoot platform resulted in an increase of 8.80

out of 10, which showed that the use of this platform was helpful for learning and acquiring
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new words and the adequate use of vocabulary.

Morover, According to Alvarez (2019) in his research on the "Relationship between
attitudes and motivation towards Kahoot and the academic performance of undergraduate
students of a private university in Lima" With this research the different advantagesin
attitudes and motivation that students have in the implementation of the kahoot platform to
improve their student progress were explored with afavorable result. This research was

devel oped under the Qualitative approach.

On one hand, According Benhadj, Y ., El Messaoudi, M., & Nfissi, A. (2019). In
their study on "Investigating the Impact of Kahoot! on Students Engagement, Motivation,
and Learning Outcomes" it is stated that the main objective of this research isto investigate
the impact of the Kahoot! platform in achieving engagement and encouragement to learn a

new language with the integration of ICT.

This study applied a Quantitative approach. "Quantitative data were statistically
analyzed using descriptive statistics' (Benhadj, Y ., El Messaoudi, M., & Nfissi, A. 2019).
Thefinal result indicated that most of the students had afavorable reaction to the use of
digital resources, since after using them their motivation to learn alanguage improved

especially with the use of the Kahoot platform

On the other hand, Udur Delima Sibatuara (2021) in his article "The Effectiveness
of Kahoot in Improving Vocabulary: The case of a Private University English Study
Program™ indicates that through the use of questionnaires and interviews they seek to
analyze the effectiveness of using kahoot in developing new vocabulary. "The researchers

used questionnaire to find out the students' vocabulary using Kahoot application, and the
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interviews to some learners were carried out to find out their opinion about the learning
process and the effect of kahoot application for improving their vocabulary." (Delima, U

2021).

This research has a mixed methodol ogical approach, which through the use of the
useful instruments resulted in the participants who used the kahoot platform developed and
improved their vocabulary and increased their interest in learning a second language.
Krishnaswamy & Janardhana, (2022). They conducted a research on "The Impact of
Kahoot in Teaching English Grammar: Assessment in a different Perspective”, in order to
know the benefits of the kahoot platform in the comprehension and development of

grammar. The instruments used in this study were a pre-test and a post-test.

The way of implementation of the instruments was to divide the students into two
groups to analyze first with a pre-test their previous knowledge, one group is evauated in a
traditional way and the second group is evaluated using the kahoot platform. At the end, a
pro-test is conducted to see the progress of the grammar. This study revealed that the
implementation of the kahoot to enhance grammar platform allowed students to improve

and develop their English grammar.

However, Basuki, Y & Yeni, N.H. (2019). In their study on "Kahoot! or Quizzes:
The Students' Perspectives' They give insights into the different views, choice and reasons
students have with the use and effectiveness of kahoot platforms and quizzes, when taking

quizzesin aclass.

"The research design was a qualitative research concerning phenomenol ogical

studies with a sample of 250 students' (Basuki, Y & Yeni, N.H. 2019). The instrument
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used were questionnaires, the first to collect information on the different perceptions
students have regarding these platforms "Data analysis of the questionnaires was analyzed
by implementing the Likert scale" (Basuki, Y & Yeni, N.H. 2019). Resulting in

effectiveness and support towards these web-apps.

Similarly a second questionnaire was taken on this occasion in order to analyze their
choices and reasons with these platforms giving as a conclusion that the different quizzes

used can foster the learning and devel opment of a second language.

Asthe author Rodriguez, B. (2022) indicatesin her publication on "The
strengthening of English lexical competence in third grade students of Colegio Monserrate
in Bogota D.C., making use of the Kahoot platform" for this research, a diagnostic
development was carried out to verify the lexica level of the students, "Activities
developed in Kahoot were designed and implemented to support their lexical learning
process; and, finally, an analysis of the impact of the activities on the strengthening of the

English lexicon in the students’ (Rodriguez, B. 2022).

A mixed approach was used for its respective analysis. The data obtained with this
research indicated that the use of the kahoot platform helped to strengthen English lexical
competencies through the use of questionnaires designed on the platform, promoting a

more dynamic and active education for students.

7 Theoretical Bases

7.1 Theoretical Bases of the Independent Variable: “Impact of Kahoot”

Technology has become an integral part of the learning process among the various

digital tools available, Kahoot. Thisinnovative platform offers an engaging learning
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experience that appeals to students of all ages. Besides with this type of tools as Kahoot can
encourage participation, making students active learners.

Engagement

“Kahoot! is a popular eLearning tool that can easily be used to add vitality, student
engagement, and meta-cognitive supports to higher education classrooms with limited
instructor or student training required.” (LaRosa, J 2017). Kahoot contributes to making
classroom activities more dynamic and attractive for students, thus promoting student
participation and full attention during academic sessions through the use of this

technological tool.

Practicing by games helps the students to enjoy the process of learning,“The idea of
using online games in engaging students in the process of active learning is not new”.
(Heni, V., Sudarsono, S., & Regina, R. 2019). Technological tools have long been used for
learning new languages. Resources such as CDs, radio, audios, or television have facilitated
student interest and participation in English language acquisition. ““ In the latest years,
educators have increasingly incorporated various games into their curriculum with the goal
of creating a fun and engaging learning environment for students”. (Heni, V., Sudarsono,

S., & Regina, R. 2019).

Student Participation Rate
"Active engagement through interactive platforms such as Kahoot can significantly
improve student participation and, consequently, the quality of learning” (Plump &
LaR0sa,2017). A successful engagement rate suggests that students are responding to
questions, working with content, and participating and contributing at a high level during

class discussion in Philadelphia using Kahoot. Thisindicator isimportant in assessing the
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overal effect of Kahoot on student engagement because, in most cases, higher engagement

improves performance.

Classroom I nteraction:

Classroom interaction: As mentioned, "Kahoot fosters a collaborative classroom
environment by encouraging interaction among students, which isvital for language
learning” (Wang & Tahir, 2020). Classroom interaction analyzes the quantity and quality of
interactions that take place between the learners themselves, as well as between the students
and their teacher, while using the Kahoot tool. This dimension analyzes the collaborative
communication that Kahoot achievesin the classroom. Thisis essential, since for language
learning, alearner-centered environment isimportant for practicing English in alanguage-

rich environment.

Attention Span

Theachers must focus on engaged the students attention, "The effectiveness of
Kahoot in the classroom depends on students' attention span. Attention time during
activitiesis directly related to language skill retention” (Smith & Thompson 2019).
Attention Span refers to the period during which students can concentrate and actively
participate in Kahoot sessions. This metric is essential in determining the degree to which
Kahoot can engage learners, which is critical in any learning process, especially when it
comes to acquiring new words and grammatical structures. A longer attention span suggests
that the platform is able, at least to some extent, to attract and maintain learner interest in

the content.

Student Participation Rate

' Active engagement through interactive platforms such as Kahoot can significantly

La Universidad para todos



26

improve student participation and, consequently, the quality of learning” (Plump & LaRosa,
2017). A very favorable engagement rate suggests that students are responding to questions,
working with content, and participating and contributing at a high level during class
discussion in Philadel phia using Kahoot. Thisindicator isimportant in assessing the overall
effect of Kahoot on student engagement because, in most cases, higher engagement

Improves performance.

Classroom I nteraction

Classroom interaction: As mentioned, "Kahoot fosters a collaborative classroom
environment by encouraging interaction among students, which isvital for language
learning” (Wang & Tahir, 2020). Classroom interaction analyzes the quantity and quality of
interactions that take place between the learners themselves, as well as between the students
and their teacher, while using the Kahoot tool. This dimension analyzes the collaborative
communication that Kahoot achievesin the classroom. Thisis essential, since for language
learning, alearner-centered environment isimportant for practicing English in alanguage-

rich environment.

Attention Span: "The effectiveness of Kahoot in the classroom depends on students
attention span. Attention time during activitiesis directly related to language skill
retention” (Smith & Thompson 2019). Attention Span refers to the period during which
students can concentrate and actively participate in Kahoot sessions. This metric is essential
in determining the degree to which Kahoot can engage learners, which is critical in any
learning process, especially when it comes to acquiring new words and grammatical
structures. A longer attention span suggests that the platform is able, at |east to some extent,

to attract and maintain learner interest in the content.
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7.2 Motivation

According to the author “When the student presents more positive attitudes in the
use of Kahoot, it is possible to evidence greater motivation in learning, which has an impact
on the student's academic performance (Tan, Ganapathy & Manjet, 2018). Studies on
Kahoot and its impact on student motivation reveal that the structure and design of this tool
increases students motivation towards their learning. Thisis due to the ranking graph
shown at the end of each quiz and the badges students earn, which makes them feel more
valued and engaged with the educational content (Bicen & Kocacoyun, 2018).Kahoot isa
technological tool that provides effective feedback to students, thus keeping them
motivated in the development of the class, aswell as the activities and tasks provided by
the platform, achieving a dynamic and lively participation and obtaining more motivation

among the participants.

Student Feedback:

"Student feedback is avital component in understanding the effectiveness of
educational tools. Positive responses toward Kahoot often correlate with increased
motivation and better engagement in language learning activities' (Jones & Smith, 2017). It
refers to the qualitative data collected from students regarding their experiences with
Kahoot in the classroom. This indicator assesses how students perceive the use of Kahoot
in enhancing their English language skills and whether it makes learning more enjoyable
and engaging. Positive feedback from students can indicate that Kahoot is effectively

boosting their motivation to learn English.
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Attendance Rate:

According to (Nadima & Halim, 2024) "Improved attendance rates often
serve as an indicator of enhanced student motivation, especially when innovative
tools like Kahoot are employed to create a more interactive and enjoyable learning
environment."

The Attendance Rate measures the consistency and frequency with which students
attend English classes when Kahoot isintegrated into the curriculum. Thisindicator is
crucia as higher attendance rates can reflect increased motivation to participate in classes

where Kahoot is used, suggesting that the platform makes lessons more appealing and
engaging.

Homework Completion: Homework completion: "The rate at which students
compl ete assignments can be directly related to their motivation levels. Tools such as
Kahoot that make learning fun and interactive often lead to higher rates of homework
completion” (Garcia & Torres, 2018). The development of homework allows us to assess
the extent to which students complete their English assignments, especially those based on
activities with Kahoot. This allows observing the students' motivation to put into practice,
outside the classroom, the knowledge acquired in class. Therefore, Kahoot not only
captures their attention during the sessions, but also encourages autonomous | earning

beyond the school environment.

Language Proficiency
Research indicates that "Kahoot significantly improves vocabulary retention by
providing repeated exposure" (Rose, 2025). Additionally, "Kahoot positively impacts

mar accuracy through frequent practice" (Johnson & Lee, 2018). Finally, it
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"fosters arelaxed atmosphere for improving speaking fluency" (Cheng & Wang, 2021).

Vocabulary Retention:

"Interactive platforms like Kahoot have been shown to significantly improve
vocabulary retention among language learners by providing repeated exposure and active
recall opportunities’ (Arif, 2025).Vocabulary Retention refersto students' ability to
remember and accurately use new words learned during English lessons. This indicator
assesses how well students can retain vocabulary introduced in Kahoot activities and apply
it in various contexts. High vocabulary retention suggests that Kahoot's game-based

learning environment effectively reinforces new vocabulary.

Grammar and Usage: According to(Benzizoune & Chibi, 2024) , "The integration of
Kahoot in language instruction has a positive effect on students' grasp of grammar, as it
alows for frequent practice and immediate feedback, |eading to better grammatical
accuracy.” Grammar and Usage assess students understanding and application of
grammatical rules and structuresin English. This indicator measures the accuracy of
grammar in both written and spoken language as influenced by the use of Kahoot in
lessons. Improved grammar usage reflects the effectiveness of Kahoot in helping students

internalize complex language rules through interactive learning.

Speaking Fluency:
"Kahoot's engaging format fosters a more relaxed atmosphere for language practice,
which is particularly beneficial for improving speaking fluency among language learners”

(Truong, 2024)

Speaking Fluency evaluates how smoothly and confidently students can express
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themselves in spoken English. Thisindicator examines the impact of Kahoot on students
ability to speak English fluidly, with minimal pauses or hesitations. Enhanced speaking
fluency indicates that Kahoot encourages students to practice speaking in a supportive, low-

pressure environment, thus improving their verbal communication skills.
8 Academic Performance

The Academic Performance dimension eval uates the effectiveness of Kahoot in
enhancing A2 students' English skills, specifically through test scores, assignment quality,
and overall grades. Test scores are a critical indicator, with studies claiming that
"Interactive Kahoot techniques facilitate better test scores’ (Smith and Jones, 2019). The
quality of assignmentsissued is also perceived to be improved, as "over the course of the
semester, students produce better work due to greater engagement and understanding” (Lee
and Kim, 2020). Finally, overall grades embody the full effect, asit has been stated that
"the use of Kahoot in English classes supports students in gaining English language

competencies' (Brown and Taylor, 2021).

Test Scores: This indicator assesses the impact of Kahoot on students’ performance
on different examinations and tests. Evidence shows that learning with Kahoot in agame
format tendsto result in higher game scores. For instance, Samboteng and Nadeak (2023)
found that “students who regularly used Kahoot showed significant improvements in their

English test scores, especially in the vocabulary and grammar sections.”

Assignment Quality: This assesses the written work and understanding of students
which reflects the application of language concepts. In the words of Khitam Altawalbeh &

Irwanto Irwanto (2023), “the interactive nature of Kahoot fosters deeper engagement with
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the material, resulting in higher quality assignments and better comprehension of English

grammar and usage.”

Overall Grades: This criterion examines the effect of Kahoot on students’
performance in English. It has been noted that those students who frequently attend classes
where thistool is used tend to achieve higher grades consistently. This demonstrates the

tool’s effectiveness in progressing language learning.

Technology I ntegration
The Technology Integration dimension eval uates the extent to which Kahoot has
been incorporated into the learning environment with regard to ease of use, technology
function, and curriculum coherence, as well as Kahoot’s relevance to the lesson. As
Williams & Parker (2019) point out, "effective integration ensures that Kahoot enhances
engagement while reinforcing key language skills." Also, as emphasized by Davis &
Nguyen (2020), "reducing technical glitches... helps to keep the students focused on

learning," which speaks to the importance of minimizing technical problems.

Ease of Use:

Thisindicator evaluates how easy Kahoot is for students and teachers to use as the
educational tool. Logically arranged platforms increase involvement and decrease the
burden of a steep learning curve. (Bicen, 2018) “Kahoot's intuitive design enables students
to quickly engage with content which is beneficial to younger students or those with low

levels of proficiency.”

Technical Issues. Kahoot is monitored and eval uated based upon the amount and the

intensity of issues encountered during its use. A decrease in the number of problemsfrom a
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user’s perspective implies that the learning processis more fluid and there is minimized

interruption in class activities.

According to Davis & Nguyen (2020), "minimizing technical glitchesis crucial for
maintaining the flow of lessons and keeping students focused on learning rather than

troubleshooting.”

I ntegration with Curriculum

Thisindicator evaluates how well Kahoot activities align with the existing English
curriculum for A2 students. Effective integration ensures that Kahoot reinforces the
learning objectives and complements traditional teaching methods. As stated by (Zehra
Degirmencioglu & ilkay Gilanlioglu, 2023), "when Kahoot is seamlessly integrated into the
curriculum, it not only enhances engagement but also reinforces key language skillsin a

manner consistent with educational goals.”
9 Theoretical Bases of the Dependent Variable:

To enhance the use of English in A2 students, enhancing A2 students' use of
English involves increasing engagement, boosting motivation, improving vocabulary
retention, ensuring grammar accuracy, and fostering speaking fluency. Effective strategies
can significantly impact language proficiency and academic performance. (Fredricks et al.,
2004; Deci & Ryan, 2000)

Student Surveys: Student surveys measure the inspiration and motivation levels of
A2 students after using Kahoot in their English lessons. The surveys evaluate students
attitudes towards learning English, how much they enjoy using Kahoot, and their perceived

progress in language skills. High scores suggest that Kahoot successfully motivates
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students to engage with the language.

Attendance Records: Student attendance is closely monitored to determine whether
incorporating Kahoot into English lessons has a positive influence on attendance. A steady
rise or consistently high attendance may indicate that learners feel more encouraged and
enthusiastic about participating in classes that utilize Kahoot, highlighting its beneficial
effect on their engagement with learning English.

Homework Submission Rate: The rate at which students submit homework is an
indicator of their ongoing engagement and inspiration to apply what they have learned in
class. Anincrease in homework submission rates following the use of Kahoot suggests that
students are more inspired to continue learning outside the classroom and are taking their
language studies more serioudly. (Trautwein, U., & Ludtke, O. 2007).

Language Skills

The "Language Skills" component evaluates the extent to which Kahoot supports
A2-level learners in enhancing specific language competencies. This aspect focuses on
improvements in speaking, grammar, and vocabul ary—key areas in the process of
acquiring alanguage. By analyzing these elements, we can assess how effectively Kahoot
contributes to developing English proficiency within an engaging and practical learning
setting.

Vocabulary Test Scores

According to the author, vocabulary test results reflect students' ability to
adequately understand and apply newly learned words during the learning process. This
metric evaluates if Kahoot facilitates vocabulary acquisition and retention through its

interactive and engaging practices. An increase in test performance indicates that Kahoot
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Grammar Accuracy

Grammar accuracy eval uates students' ability to use correct grammatical structures
in their writing and speaking. This indicator assesses whether Kahoot activities contribute
to a better understanding of grammar rules and their application. Increased accuracy in
grammar reflects the effectiveness of Kahoot in teaching grammatical concepts. (Zaenun
Nadhif et a., 2022).

Speaking Assessments. Speaking assessments eval uate students proficiency in
verbal communication, including pronunciation, fluency, and conversational skills. This
indicator measures how Kahoot impacts students' confidence and ability to speak English.
Effective use of Kahoot is expected to enhance students' speaking skills through interactive
and dynamic practice. Brown, H. D. 2004).

Use of technology

The "Use of Technology" factor evaluates the efficacy and viability of incorporating
technology tools—specificaly, Kahoot—to improve A2-level students' English language
proficiency. This dimension focuses on how successfully instructors and students use
technology, how frequently and what kind of effects are caused by technical difficulties,
and how regularly the tool is used in the teaching and learning process. These metricsaid in
ng the general effectiveness of integrating technology into the classroom.

Usability Feedback: Usability refers to the perception of students and teachers on
the ease and effectiveness of Kahoot as alearning tool. Thisindicator evaluates the
interface, user experience, and overall satisfaction with the platform. Based on the feedback

from other instructors, Kahoot is effortless to navigate and improves the educational
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experience.

Technical I ssue Frequency

“This indicator monitors the number and severity of technical problems
encountered when using Kahoot, e.g., connectivity, bugs, or slowness. This
indicator isimportant for assessing the credibility of the technology in the
classroom. If the frequency of technical problemsislow, this means that Kahoot
can be considered a stable and reliable technology to assist in learning English asa
second language” (DeLone, W. H., & McLean, E. R. 2003).

Tool Utilization Rate

“The author discusses the frequency of Kahoot use as an indicator of
consistency in its application in English language teaching contexts. This measure
assesses the extent to which teachers incorporate Kahoot into their teaching
routines, along with the level of student engagement with the tool. A high level of
use suggests that Kahoot is fully embedded in the educational ecosystem,
supporting the advancement of students' English language proficiency” (Rogers, E.

M., 2003).
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CHAPTERII

10 Research Paradigm

This Chapter will analyze the effective used of kahoot in class which will be
applied in theinvestigation. The data collection are: Survey which conteins ten questions
based on thier ideas in the class, adiagnosis as a Pre-test and at the same survey as a Post-

test.in order to realize the difference before applying the speaking skills.

In this chapter also includes the description of the Matrix of Operationalization
with the appropriate Dimensions and their characteristics. The Population, Sample and
Sampling that were included to determine the accuracy of the data provided in this report.
In the present research it was considered to analyze and identify the independent variable

and dependent variable. Also, to develop the hypothesis.

Additionally, “The impact of Kahoot to improve A2 students' use of English” is the
title of the research. The aim isto analyze how Kahoot affects A2 students' engagement and
improvement in the use of English in the educational setting. The present study will be
conducted employing a mixed methods approach, emphasizing quantitative and qualitative
data. Student progress and engagement levels will be measured with pre- and post-

assessments, observations, and feedback collection.

11 Quantitative Investigation

According to Bhandari (2020), “quantitative research is the process of collecting
and analyzing numerical data.” This type of research helps to identify trends and calculate

averages, as well as predict outcomes, evaluate causal relationships, and extrapolate
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findings to larger demographic groups.

The present research is applied to measure the impact of Kahoot on students
English proficiency by collecting and analyzing relevant numerical data. Pre- and post-
tests, as well as questionnaires administered through Kahoot, will provide quantifiable

evidence of improved student language skills.

12 Qualitativeinvestigation

As Bhandari (2020) describes qualitative research as the process of collecting and
analyzing non-numerical data such astext, audio, or video to understand concepts, feelings,
or life experiences more fully. The present method will be used to analyze students and
teachers' perceptions and experiences with the Kahoot application. The study seeksto
understand the role of Kahoot in promoting English language use through interviews, focus

groups, and classroom observations.

The incorporation of Kahoot is expected to improve the use of English among A2
level learners. The increased student engagement and motivation resulting from the use of
interactive quizzes and gamified features will likely support vocabulary retention and
strengthening of language skills. It is anticipated that pre- and post-tests will demonstrate
significant improvement in students' English proficiency, a claim that will be corroborated
through qualitative information gathered from surveys and interviews. The results will
demonstrate the effectiveness of Kahoot for A2 level students and itsimpact when using

Kahoot for language learning.

13 Conceptualization and Oper ationalization of Main Categories

The main categories identified in this study “The impact of kahoot to Enhance the
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Use of English in A2 students” include:

Kahoot Platform:

Refersto learning and devel opment of language skills through interactive games
and active participation in class “Key findings revealed that Kahoot! enriched the quality of
student learning in the classroom, with the highest influence reported on classroom

dynamics, engagement, motivation and improved learning experience.” (Sherlock

A.Licorish A. 2018).

Use of English skills
Students can devel op grammar, vocabulary usage, sentence accuracy also students

can practice writing skill in a better way, applying their knowledge throw this platform.
14 Definition and Explanation of Main Categories

Kahoot Platform: Kahoot is one of the most important platforms that students use
due to the variety of games that it offers, making it more dynamic and entertainment for
students to acquire a second language. “Kahoot! is a platform that has proven to be
extremely useful for improving grammar and vocabulary in language learning. Its game-
based approach makes learning interactive and motivating, which is crucial for mastering a

new language.” (Plump, C. M., & LaRosa, J. 2017).

Use of English Skills:

Refers to learning and development of language skills through interactive games
and active participation in class “Key findings revealed that Kahoot! enriched the quality of
student learning in the classroom, with the highest influence reported on classroom

dynamics, engagement, motivation and improved learning experience.” (Sherlock
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A.Licorish A. 2018).
15 Operationalization of Main Categories

The process of operationalizing the main categories includes establishing particular

criteriaand indicators to evaluate and measure the variables of each category.

Kahoot Platform: In the context of the research focused on the effectiveness of
kahoot activities in enhancing the use of English skills of 1st BGU in Unidad Educativa
Municipal Cotocollao in the North of Quito. The study incorporated a structured approach

for games implementation. Also known as game-based learning.

The Kahoot games were implemented to develop linguistic skills, which ranged
from A1 to A2 according to the Common European Framework of Reference for
Languages (CEFR). Where the ideais to personalize and customize e-learning platforms
like Kahoot into a unique and enjoyable learning experience in grammar and vocabulary for
each student. It's not about limiting ourselves to a single approach but rather about tailoring
the content and difficulty according to the needs and progress of the student, which

significantly contributes to their learning process.

This platform is an innovate approach that offers an engaging learning experience
that appeals to students of all ages. Focus on students A2 level English language, the
platform changes basic grammar and vocabulary activities into exciting and funny games.
Besides with this type of tools as kahoot can encourage participation, making students

active learners.
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Chart 1
I ndependent Variable

Independent  Conceptual Dimensions Indicators Scales
Variable Definition
Impact of The idea behind Engagement  -Student partipation
Kahoot Kahoot! isto Classroom

. Interacton

integrate several k .

& & -Attention
elementsinto asingle Spam

learning platform: the
principles of a
Spaced Repetition
System (SRS), the
existing

technol ogical
infrastructure
available in schools,
the increasing use of
personal digital
devices by students,
as well as aspects of
socia networking
and gaming. The
ultimate aim isto

create a dynamic and

Rarely Sometimes Often

Almost Always

=
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experience (Baker,
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Motivation

-Student
Feedback
-Attendance
Rate

-Homework
Completion

Language

Proficiency

-Vocabulary
retention
-Grammar and
Usage
-Speaking
Fluency

Academic Performance

-Test Scores
-Asigment
Quiality
-Overdl
Grades

Technology Integration

-Ease of Use
-Technica
Issues
-Integration with
Curriculum

Table elaborated by Andrea Urrutia and Karina Flores based on Baker et al.

(2010).
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Use of English: The enhancement the use of English skills among students at
Unidad Educativa Municipa Cotocollao face significant challenges in communicating
effectively in English. Normally in the class, in the most of the cases students have many
problems in specific skills such as the correct use of English and vocabulary in general
students often make mistakes when correctly structuring sentences, phrases or texts,

making the teaching and learning process particularly demanding for educators.

Teachers are tasked with investigating and applying innovative techniques and
strategies to motivate students and facilitate the acquisition of English as a second
language. The primary focusis on improving essential skills such as writing, reading, and
the correct use of English. Implementing tools like Kahoot can inspire teachers to integrate
more interactive methods into their lessons, potentially leading to substantial improvements

in the teaching and learning process.

The implementation of Kahoot is intended to make language |earning more
accessible and engaging for students. Kahoot's flexibility, allowing it to be used on phones
or tablets, makesit an ideal tool for enhancing vocabulary and grammar knowledge in an
entertaining manner studies have shown that gamified learning platforms like Kahoot can
significantly enhance classroom dynamics, engagement, motivation, and the overall
learning experience (Licorish et al., 2018). There is no impediment for students to acquire
and develop the use of English as anew vocabulary knowledge, with this objective in mind,
the Kahoot platform was chosen to be implemented as one of the technological toolsto

have a positive impact on language devel opment.
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Chart 2
Dependent Variable
Dependent Conceptual Dimensions Indicators
Variable  Definition
Use of Enhancing A2 Participation -Active

English

students use Participation
of English .
9 -Interaction

involves
Frequency

increasing
-Focus
engagement,

Duration
boosting
motivation,
improving,
vocabulary
retention,
ensuring
grammar
accuracy, and
fostering
speaking
fluency.

(Fredricks et
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al., 2004;
Deci & Ryan,

2000).

Inspiration -Student

Survey

-Attendance

Records
-Homework

Submission

Rate

Language Skills -Vocabulary

test scores

-Grammar

Accuracy

-Speaking

Assess

Table elaborated by Andrea Urrutia and Karina Flores, based on Fredricks et al.

(2004)and Deci & Ryan, (2000)
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Impact of Kahoot

The idea behind Kahoot! isto integrate several key elementsinto asingle learning
platform: the principles of a Spaced Repetition System (SRS), the existing technological
infrastructure available in schools, the increasing use of personal digital devices by
students, as well as aspects of social networking and gaming. The ultimate am isto create a
dynamic and engaging educational experience (Baker, D’Mello, Rodrigo, & Graesser,

2010).

Use of English

The enhancement the use of English skills among students at Unidad Educativa
Municipal Cotocollao face significant challenges in communicating effectively in English.
Normally in the class, in the most of the cases students have many problems in specific
skills such as the correct use of English and vocabulary in general students often make
mi stakes when correctly structuring sentences, phrases or texts, making the teaching and

learning process particularly demanding for educators.

Teachers are tasked with investigating and applying innovative techniques and
strategies to motivate students and facilitate the acquisition of English as a second
language. The primary focusis on improving essentia skills such as writing, reading, and
the correct use of English. Implementing tools like Kahoot can inspire teachers to integrate
more interactive methods into their lessons, potentially leading to substantial improvements

in the teaching and learning process.

The implementation of Kahoot is intended to make language learning more
accessible and engaging for students. Kahoot's flexibility, allowing it to be used on phones

makes it an ideal tool for enhancing vocabulary and grammar knowledge in an
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entertaining manner studies have shown that gamified learning platforms like Kahoot can
significantly enhance classroom dynamics, engagement, motivation, and the overall
learning experience (Licorish et al., 2018). There is no impediment for students to acquire
and develop the use of English as a new vocabulary knowledge, with this objective in mind,
the Kahoot platform was chosen to be implemented as one of the technological toolsto

have a positive impact on language devel opment.
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CHAPTER 11

16 Population, Sample and Sampling

16.1 Description of the beneficiaries

The research on the impact of Kahoot to enhance English usage takes place in the

educational setting of Unidad Educativa Municipa Cotocollao, located in the north of the

city of Quito- Ecuador. It comprises atotal of 180 students. But the students designated to

participate in the research belong to 1st level BGU with 31 students. According to Stewart

(2024) “Purposive sampling—also referred to as judgmental or selective sampling—isa

non-probability technique commonly employed in qualitative research. It involves

intentionally selecting participants based on specific traits within the population that align

with the goals and focus of the study.”” This sampling was selected under the following

considerations;

The study focusing on A2-level students

The students receive the English subject 5 hours per week
The age of the studentsis between 15 to 16 years

These students belong to 1st level BGU with 31 students.
The students can participate in the research

Parents agree with the research and the participation of the students.
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Chart 3
Sample Population

Population Sample Population Percentage
Participants
Women 12 39%
Men 19 61%
Total 31 100%

Table elaborated by Andrea Urrutia and Karina Flores.

17 Research Context

The study takes place in the educational setting of Unidad Educativa Municipal
Cotocollao, located in the North of the city Quito on Agua Clara neighborhood, between
Las lagunas and Los escultores. The most of the students belong to amiddle class. The
students belong to 1st BGU, focusing on A2-level students aged 15 to 16 years. This
context is characterized by atraditional classroom environment where English istaught as a
second language, and students often encounter challenges in maintaining interest and
engagement with the curriculum. The school is equipped with basic technological
resources, providing an opportunity to integrate digital tools like Kahoot into the learning

process.

The study aims to leverage this gamified platform to create a more interactive and
motivating atmosphere for language acquisition. By incorporating Kahoot, the research
seeks to address the common issue of low participation and to enhance the effectiveness of
English instruction, ultimately aiming to improve the students' language skills and overall

academic performance in a supportive and stimulating context.
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18 Research Stages

The investigation The impact of kahoot to enhance the use of English in A2 students
was divided into six periods. delimitation of the problem, theoretical revision, elaboration
of the instruments, application of the instruments, data analysis, and redaction of the

conclusions and recommendations.
18.1 First Stage (Déimitation of the problem)

The title of this investigation “The Impact of kahoot to Enhance the Use of English
in A2 Students”, where the study was carried out at Unidad Educativa Municipal
Cotocollao in the city of Quito revealed, through diagnostic test, that a significant number
of students face difficultiesin learning English, specifically in use of English skills.
Therefore, educators will focus on the different impacts that the kahoot platform has on the
acquisition and correct use of English, since these are the skills that students have the most
problems in acquiring. The investigation will concentrate in the following research question
How to improve the use of English skills through an interactive platform kahoot in 1st
BGU level in Unidad Educativa Municipal Cotocollao? It has been taken as an object of
research, the process of teaching and learning the use of English in students of 1st level

with an A2.

Second Stage (Theoretical Revision)

In this phase of research will focus on previous studies, in order to collect and
analyze information already done that relates to the main research topic in order to
understand the problem of the study, and find possible solutions to it. For example: “The

goal of Kahoot! is to increase engagement, motivation, enjoyment, and concentration to
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improve learning performance and classroom dynamics. Boredom in a computer learning

environment can cause inferior learning and problem behavior” (Baker, D'Mello, Rodrigo,

& Graesser, 2010).

Third Stage (Elaboration of the Instruments)

This stage will concentrate on the tools to be used throughout the research
examining the impact of Kahoot on improving English usage among A2-level students. The
instruments include an observation sheet, pre-test and post-test, and a survey. These will be
employed to gather relevant data and insights that support the achievement of the study's

objectives.

Fourth Stage (Application of the Instruments)

“The impact of Kahoot on enhancing the use of English in A2 students involves a
systematic application of research stages and instruments. Initially, adiagnostic test is
administered to assess the baseline proficiency levelsin listening, speaking, reading, and
writing skills. “This stage helps to recognize problem areas for students, helping to define
the focus for intervention” (Licorish et al., 2018). After the diagnostic phase, "Kahoot is
integrated within the curriculum as a primary language practice tool. In thisimplementation
phase, students participate in grammar and vocabulary quizzes that are geared toward

reinforcing language through interactive engagement.”

“Kahoot's immediate feedback allows for real-time modification and reinforcement
of language concepts” (Wang & Tahir, 2020). After a sustained period of constant
engagement in the sessions, a post-test is given to assess progress in language skills. It is
the interactive and repetitive nature of Kahoot activities that accounts for the high levels of

often achieved. In addition, focus groups are employed aong with student
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surveys to capture qualitative data related to motivation and engagement. These phases of
the research ensure athorough evaluation of Kahoot's effectiveness and demonstrate how it

can improve the English language skills of A2-level students.

Fifth Stage (Data Analysis)

"The effect of Kahoot on improving English language skills among A2 studentsis
systematically evaluated through stages of data analysis. Initially, a pre-test is administered
to measure each student's baseline ability in listening, speaking, reading, and writing. This
data is meticulously documented and analyzed to uncover precise language gaps" (Licorish
et a., 2018). "Post-tests are administered after the intervention phase in which Kahoot is
implemented as the primary teaching tool to assess the level of progress made. Advanced
statistical methods, including paired t-tests, are used to assess the observed statistically

significant gainsin student performance.”

The impact of Kahoot can be observed from both a quantitative and qualitative
perspective. The former includes metrics derived from language skills assessments, along
with student motivation and engagement during Kahoot sessions, while the latter focuses
on student comments, feedback, and participation captured in engagement surveys. “This
type of feedback is analyzed thematically, allowing coders to determine common trends”
(Wang & Tahir, 2020). Such a comprehensive analysis captures the essence of the Kahoot
effect. In addition, the analysis performs triangulation for data synthesis to ensure the
credibility of the results when measuring information from different data sources. The
meticul ous research design and sophisticated data analysis methods strongly support the

use of Kahoot to improve English skillsamong A2 students.
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Sixth Stage (Redaction of the conclusions and recommendations)

In the case of the research on the impact of Kahoot on A2 level students English
improvement, drawing conclusions and devel oping recommendations occurs at the final
stage of the research, after athorough analysis of the data. An integrated approach to data
collection alows sufficient quantitative and qualitative data to be compiled and analyzed

independently. The research team integrates all findings to reach valid conclusions.

“Research shows that students have made considerable progress in their use of
English, participation, and motivation in Kahoot,” (Licorish et al., 2018). “The researchers
also noted that these findings were supported by robust statistical evidence, thematic
analysis, and other analytical techniques that helped provide valid and reliable justification

for their claims.”

From the research, recommendations are made to assist teachers on how to
effectively integrate Kahoot into their classrooms. These recommendations may emphasize
phonics, grammar, and vocabulary reinforcement through stand-alone or formative Kahoot
sessions, instant feedback through Kahoot, as well as promoting collaborative learning
through Kahoot team activities. In addition, scholars can suggest different studiesto
examine the impacts of Kahoot in teaching English over alonger period or in various
adaptations for different proficiency levels' (Wang & Tahir, 2020). These steps are useful
to ensure that research serves adual purpose: advancing theory and, at the sametime,
impacting practice in English language teaching using innovative digital tools such as

K ahoot.

19 Research Scope
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The present study aimed to explore the effect of the kahoot platform in raising
students' English language skills at level A2 of the Common European Framework of
Reference for Languages (CEFR). The population of interest was the second year students
of the Unidad Educativa Municipal Cotocollao. A total of 31 students were included in the
sample and the study was conducted in the third quarter of the 2023-2024 academic year.A

mixed approach combining quantitative and qualitative methods was used.

Quantitative: A diagnostic test as a pre-test and aformative test as a post-test to
measure improvement in students' use of English and a survey administered prior to the

research.

Qualitative: During the Kahoot-enhanced lesson, observation checklists were
completed. Only studentsin the 1st BGU class at A2 level wereincluded in the study, so

results may vary by age or proficiency level.
20 Research Design

"A research design is defined as the overall plan or structure that guides the process
of conducting research. It is an essential component of the research process and serves as a
blueprint for determining how a study will be conducted.” (Jain, N 2023). The study used
an experimental design employing a mixed approach, incorporating both quantitative and
qualitative methods. A pre-test and survey were administered prior to the use of the kahoot
platform to measure students prior knowledge, which was assessed over a two-month

period in which the kahoot platform was implemented as part of the English curriculum.

While using the Kahoot platform with the students, the observation sheet was used.

As aresult, the progression and progress of the students was evaluated. Finally, a post-test
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was conducted in the form of aformative test after the two-month period to evaluate and

compare the different impacts of using the Kahoot platform in the classroom.
21 Ethical Considerationsin Research M ethodology

When conducting research with different populations, such as adults (parents),
adolescents (students) and institutional officials, it isimportant to consider ethical issues.
We must show respect and seriousness towards al participants, ensuring that the study is

conducted in an ethical and responsible manner.

The main objective of this study was to examine the various effects that the Kahoot
platform has on the devel opment of the use of English in 1st BGU students of a municipal
institution. In order to conduct this research, it was necessary to obtain the proper
permissions from all partiesinvolved, including the institution's authorities (Rector),
parents and students, assuring them that the study would not negatively affect their learning
or expose them to adverse situations. In order to guarantee the ethical considerations, it was

necessary to apply the following fundamental principles:
21.1 DataAccuracy

In this principle, emphasis was placed on the accuracy of the data obtained and

analyzed through the instruments used in this study, such as the research form,

the pre- and post-test, and the survey. No result, whether positive or negative, was

omitted to ensure a better development of the research proposal.
21.2 DataPrivacy

In this principle, the priority isto protect the students data. As mentioned above,
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parental permission was obtained to conduct this research, thus ensuring the privacy and
security of students' personal information. Finally, the research focused on improving
students' development of grammar and handling of new vocabulary in the subject of
English. In addition, it focused on the students' opinion about the implementation of the
Kahoot platform in the teaching-learning process of the institution, thus guaranteeing an

adaptive education.
22 Description of the Instruments

Thisinvestigation focused in the Impact of the kahoot platform to enhance the use
of Englishin students with level A2. In this section the Instruments used are described in

detailsin order to verify its validation in the study process.
23 Pre-test (Diagnostic Test)

The purpose of the Pre-Test isto determine the current level of understanding and
usage of English grammar rules and vocabulary among A2 students before the
implementation of Kahoot-based activities. It is a structured based test consisting of ten
guestions, divided into 5 items in which we sought to implement the linguistic skillsin
addition to the use of English such asvocabulary. In addition, it isatest with alevel

according to the students' level and it is intended
to be developed in 45 minutes.
24 Observation Checklist

This instrument had as purpose to evaluate the impact of the use of Kahoot on
English language learning in A2 level students by observing their participation, motivation

ent in language skills. It consisted of 10 observation indicators where the
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researchers anayzed the impact of the implementation of the Kahoot platform on the
students, as well as focusing on the advantages that the implementation of Kahoot could

bring about.
25 Survey

Thisinstrument consisted of 10 questions, each with 5 response items to evaluate
how the use of Kahoot influences students' motivation and engagement levelsin learning
English. Thanks to this method the researchers collected data on their opinions, behaviors,
characteristics or other specific aspects of the technology that needed it, to know for

classroom use.
26 Post-Test (For mative Evaluation)

This data collection method helped to evaluate the changes or differences before
and after the assessment and thus verify the regression or advancement of learning with the
use of technological tools, and centered to evaluate the effectiveness of the Kahoot platform
in enhancing the use of English in A2 students by comparing their post-test resultsin
grammar and vocabulary to their pre-test scores, thereby ng improvements in

language proficiency and student

engagement resulting from the intervention. It was a structured test composed of 10

guestions and 5 items.
27 Implicationsfor the Methodological Proposal

Theinitial diagnosis carried out at the beginning of the research was crucial, since it
made it possible to identify the various deficiencies and problems presented by the students

opment of grammar and the use and understanding of new vocabulary. This
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made it possible to look for different methods to apply in class and improve performance in
the subject. The Technology Implementation, specifically the Kahoot platform, was used as
amethod in the classroom. Thistool helps to make classes more entertaining and facilitates

the practice of what was learned through games or tests.
28 Description of the methodological proposal

The methodological proposal for enhancing the use of English of students A2 level
belong to 1st at Unidad Educativa Municipal Cotocollao was centered on the use of
technology like kahoot platform that Through various games, exercises and quizzes,
students faced a new challenge in the learning and development of English. In thisway, this
proposal seeks to demonstrate the impact of the use of the Kahoot platform in the teaching-

learning process of a new language and its usefulness as a technological tool.
29 Description of the Evaluation and validation of the Proposal

The evaluation and validation of the proposed methodological approach for
enhancing the use of English skills used in A2 students focused on evaluating the different

impacts and effectiveness of the kahoot platform in the development of

language use. The validation process encompassed for Diagnostic and Formative

eval uation techniques, as well as arigorous validation through expert judgment.
29.1 Expert Validation

For the validation of concepts, operationalization matrices of variables and
instruments, the personal and professional opinion of the tutor designated for the research
proposal, M Sc. Johnny Segundo Campoverde Lopez, professor at the Bolivarian University

d expert in education and technology, was requested. He was in charge of
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examining and validating the whole process of developing the research on "The Impact of
Kahoot to Improve the Use of English in A2 Students’. His views and suggestions were

fundamental for the improvement and development of the research.

29.2 Summary Evaluation

The Formative Evaluation was applied as a post-test since it helped to verify and
evauate conclusively the impact of the kahoot platform in the development and learning of
the use of English in the students of 1st BGU, in the same way atest similar to the
Formative Evaluation was administered in this case the Diagnostic Evaluation as a pre- test
in order to evaluate the progress and improvement of the study skills. By comparing both

results, the progress achieved through the use of kahoot was measured quantitatively.

29.3 Implementation of Timeline

The proposal was carried out over atwo-months period with 1st BGU students at
Unidad Educativa Municipal Cotocollao. It included a planning stage, classroom
implementation, and final evaluation. Kahoot was used regularly to improve English skills
through games, exercises, and quizzes. Each session had clear |earning goals and allowed
students to practice vocabulary, grammar, and speaking. Progress was monitored

continuously using formative assessments and teacher feedback to improve the learning

process.
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Chart 4
Timeline 1st BGU
week DateRange | Lesson Focus | Skills Planned Main
Hours activities
Week 1 April 08- Unit3. Tobe | Speaking | 5hours *Quiz
April 12 verb Listening game with
Reading kahoot.
Writing *Role Play.
*Discussio
n.
Week 2 April 15- Unit 3. Speaking | 5 hours *Brainstor
April 19 Do + ActionV | Listening m on the
+ Daily Reading board.
Routines. Writing *Interactive
quiz on do
and action
verbs with
kahoot.
*Gamein
kahoot.
Week 3 April 22- Unit 3. Speaking | 5 hours *Initial
April 26 Future with Listening Question
Will Reading ”What will
Writing you do this
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weekend?
*Gamein
kahoot.
Identifying
mistakes.
*dentifyin
g correct
structures
in kahoot

exercises.

Week 4 April 29-May | Unit 3. Speaking | 5 hours * Participati
03 Comparative Listening ng oraly in
Adjectives Reading guided and
Writing paired
comparison
S.

*Kahoot
game.
*Correctly
interprets
sentences

in Kahoot

Week 5 May 06-May | Unit 3 Speaking | 5 hours *QOral
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10

Superlative

Adjectives

Listening
Reading

Writing

production
of
comparativ
e sentences
in group.
*Comprehe
nsion of
ora
guestions
and the
Kahoot
game.
*Guided

discussion

Week 6

May 13-May

17

Unit 3
TobeVerbin
Past tense.
Affirmand
Negative

statements.

Speaking
Listening
Reading

Writing

5 hours

* Participati
ngoraly in
warm-up
responses
and reads
sentences
in pairs.
*Responds

successfull

=
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yinthe
Kahoot
game.
*Transform
ing
sentences
from
present to

past tense.

Week 7

May 20-May

24

Unit 3

TobeVerbin

Past tense.

Yes/No and

Wh Questions.

Speaking
Listening
Reading

Writing

5 hours

*Ord
participatio
ninrole-
play.
*Comprehe
nsion of
guestions
with
kahoot.
*Guided

discussion.

Week 8

May 27-May

31

Unit 3
Simple Past.

Affirm and

Speaking
Listening

Reading

5 hours

* Participati
onin?2

truthsand 1

=
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Negative Writing lieand find
statements. oral
production.
*Understan
ding audio
guestions
within the
context of a
Kahoot
game.
*Listening
to
sentences
and
interpreting
structures
in Kahoots
and during

practice
exercises.

Week 9 Jun 03- Jun Unit 3 Speaking | 5 hours *Ord
game:

07 Simple Past. Listening "Guess
what | did".
Yes/No Reading *Guided
anaysison
the board.
*Correct
answersin
Kahoot

questionsand | Writing

Wh. Questions.

Week 10 Jun 10- Jun Unit 3 Speaking | 5 hours *Guess the
14 Vocabulary- Listening job or

Professions and | Reading hobby"

UBE
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hobbies. Writing activity.
*Guiding
guestions
*Group
words into

categories

Table elaborated by Andrea Urrutia and Karina Flores.

30 Description of the Data Processing of the Diagnostic Stage

In the case of evaluating the diagnostic stage regarding the impact of Kahoot on
improving the use of English among A2 students, data processing involved a series of
systematic steps.To assess students' proficiency and engagement levels, both quantitative
and qualitative data were collected through pretests, surveys, and observation notes.Also,
Quantitative information, such as test results, can be analyzed using specialized software to

identify patterns and areas for improvement.

In other hand, qualitative information obtained from surveys and observationsis
coded, then subjected to thematic analysis, which adds context and depth to the quantitative
findings. These processes seek to ensure that all aspects of students' English skills and their
readiness to use English are fully understood. The diagnostic phase isimportant because it
allows the effectiveness of the intervention to be measured, enabling Kahoot activitiesto be
modified to solve precise language problems. In summary, the processing of analysis data

in this phase ensures reliable choices for customized instructional designs and actions.
31 Data Collection and Compilation
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Datato assess the impact of Kahoot on A2 English learnersincludes pre-test scores,
survey responses, and observation notes. Quantitative data are expected to be analyzed with
statistical methods to monitor student progression, while qualitative datawill be coded
thematically. This mixed-methods approach helps to understand students English
proficiency and engagement levels comprehensively before assessing the impact of Kahoot

on their language skill development.

31.1 DataEntry and Coding

Data entry includes entering pretest results and completed surveys into statistical
software. Observation notes are archived in a systematic manner. Coding qualitative data
refersto the process of organizing responses into multiple thematic groups to identify
patterns and reveal important insights. This helps ensure correct representation of the data,
which makes it possible to analyze the impact of Kahoot on English skills and student

engagement in a holistic manner.

31.2 Describe Analysis

The analysis consists of a statistical evaluation of pre-test and post-test scores to
assess changes in student performance. At the same time, qualitative data obtained from
surveys and classroom observations are anal yzed thematically to identify changesin
student engagement and attitudes toward learning. This mixed-methods research captures a
complete picture of Kahoot's effectiveness in advancing English language skills by using

guantitative and qualitative data concurrently.

32 Thematic Analysis

The coded qualitative data from surveys and observations reveal significant
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recurring themes that demonstrate distinct patterns in students engagement, motivation,
and self-assessed improvements in their English skills. In the case of the thematic analysis,
the method applies a systematic categorization of responses to reveal information about
students' lived experiences with Kahoot, especially regarding the program's effectivenessin

improving language learning.

33 Comparative Analysis

Evaluating the effects of Kahoot on A2 English learners using a comparative
analysis involves comparing pre- and post-assessment results to measure changein
achievement. In addition, student engagement and motivation before and after the use of
Kahoot are assessed through survey and observational data. This method emphasizes the
gaps as well as the progress made toward English proficiency and thus clearly illustrates the

improvement that Kahoot has brought in comparison to conventional teaching techniques.

34 Triangulation and Integration

In assessing the impact of Kahoot on A2 English learners, integration and
triangul ation techniques involve splitting quantitative data, such as test scores, with
qualitative insights obtained from surveys and observations. This approach ensures
thorough analysis and improves reliability. Through evaluation, it consolidates the various
data on the extent to which Kahoot affects students’ English proficiency and engagement

and underscores its effectiveness as alanguage learning tool .

34.1 Interpretation and conclusions

Demonstrate significant gains in language proficiency and student engagement. As

an illustration, the pre-test and post-test scores indicate an improvement in students English
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skills. As noted in the surveys and observations, there was an increase in motivation as well
as participation in the lessons. This suggests that the use of Kahoots as a game-based
interactive learning platform has a greater impact on language teaching, as children find it
easier and more enjoyable. In summary, the findings justify the use of Kahootsin English
language teaching and focus on improving teaching methods to make the classroom lively
and interactive. Thisis further reinforced by the encouraging results that point to the
possibilities that Kahoots offers as an educational tool to assist and enhance conventional

approaches to language teaching.
34.2 Description and Analysis of the Results of the Diagnostic Stage

The impact of Kahoot on A2 English learners was analyzed along with diagnostic
test results, which revealed considerable initial student difficulties with vocabulary and
grammar. The test results showed divergent standards of achievement, with some students
showing considerable gaps. Such results formed a clear starting point for designing Kahoot
activities to remediate specific areas of concern. Therefore, the diagnostic test was essential
to determine the baseline from which further progress in English language skills would be

measured.
34.3 Description and Analysis of the Results of the Survey

The evaluation and description of the survey data on the use of Kahoot in teaching
English to A2 level students reveals important aspects of student engagement and learning
experiences. The survey results indicate that an overwhelming majority of students found
the use of Kahoot both enjoyable and motivating, as it made the process of learning English

more interactive and less intimidating. A considerable number of students reported having
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improved proficiency in the use of English, especially in vocabulary and grammar. The
survey also noted increased levels of participation during lessons that incorporated the
Kahoot app, which students attributed to its playful nature and quick feedback. On the other
hand, a small number of students reported experiencing some challenges, including a sense
of temporary pressure stemming from the quizzes. Overall, the survey results point to the
conclusion that the use of Kahoot in English language instruction has a positive effect on
students' English language learning experience and on their language performance and

participation in classroom activities.

This research will use a qualitative-descriptive method based on the statistical
analysis of the collected datain order to respond to the research questions and draw the
corresponding conclusions. This study will be carried out at public high schools in Ecuador.
The data from the students will be gathered to obtain students” perceptions regarding

speaking.

“The qualitative method analyzes the data in order to answer some questions about
the research and prove the hypothesis stablished previously, in the qualitative measure”
(Pathak et al., (2013). As the author mention qualitative method is used to understand
people's beliefs, experiences, attitudes, behavior, and interactions. It generates non-
numerical data. “The integration of qualitative research into intervention studies is a
research strategy that is gaining increased attention across disciplines”(p.15) in other words
this research was based in order understand the students belief of ninth students and

identify the best strategies to help them to improve the ability to speak.

Therefore, the qualitative method is the one that alows analyzing the information

ted, which is useful for the development of this work such as the interpretation
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of results obtained in the survey and thus adopt pertinent conclusions.

According to Jalal Caal, Ramos Ramirez, Ajcuc Ortiz, Lorenty, & Diéguez
Hernandez, (2015) "The Synthetic Method is a reasoning process that tends to reconstruct a
whole, from the elements distinguished by the analysis; Consequently, it is about making a
methodical and brief explosion, in summary” (pp.17). That is to say, when applying this
method, aspects that require going from the general to the particular (Deductive or
Analytical) or other partsin which that it will be required to go from the particular to the
general (Inductive or Synthetic). In contrat, it is based on the thinking of authors such as
Max Weber. It isinductive, which implies that it "uses data collection to finish research
guestions or reveal new questions in the process of interpretation” (Hernandez, Fernandez
and Baptista, 2014,p.p7). on the other hand for this proposal the researchers at the
beginning of the class were observed that students have problemsto express the learned
knowledge in oral way, they could not pronounce the words, students are ashamed to
express their ideas in English and when teachers asked them work in groups or pairs for
starting up a conversation they did not speak anything they keep quiet. That was the reason

which researchers relied these instruments for this proposal.

At first the survey was used to identify if the students use ludic strategies when they
are speaking and communicating with other classmates and the obtained results were low,
then the pre-test was used in order to identify the English level of all studentsin Ninth
Grade and some questions of the pre-test were poor in speaking. Next, the post-test will be

used in order to get results about this project and to identify if the hypothesis was fulfilled.
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CHAPTER 111

35 Presentation and Validation of the Proposal

The information obtained through various instruments, such as pre- and post-tests,
surveys and observation checklists, was analyzed both quantitatively and qualitatively for
the purpose of verifying the reliability of the study. The instruments used in the research
process were validated by the study tutor, who, after athorough review of the items and
guestions, confirmed that each instrument was adequately designed and relevant to the
purpose of the study.

35.1 Description of the Investigation

Students belonging to the 1st BGU participated in this research. The study days
were Monday, Tuesday and Wednesday according to the school schedule, 5 hours per week
in total. The application of the first pre-test instrument was carried out on April 02, the
survey on April 03, the observation sheet once aweek for two months and was officially
ended with the application of the post-test on Jun 15. The topics covered in the research
were the Present Simple, Past Simple, Future Simple and Present Perfect as well asthe
vocabulary related to each of the topics.

35.2 Pretest Analysis

The students took the pretest on May 6. A structured test consisting of 10 questions
focusing on listening, reading, writing, use of English and vocabulary skills. Students had
to answer questions related to prior knowledge such as Present Simple, Past Simple,
Comparatives, Superlatives and vocabulary. They also listened to an audio that helped us to
perceiveif their listening skills were at the desired level. The pre-test was graded

el y with each question worth one point.
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36 Resultsof Pre-Test Applied to Students

Chart 5
Pretest

Grade Number Percentage
High (9-10) 5 16%
Medium (6-8) 8 26%
Law (1-5) 18 58%
TOTAL 31 100%

Table elaborated by Andrea Urrutia and Karina Flores.

Figurel

Diagnostic Test

=] HIGH
=2. MEDIUM

0,
°8% Sl OW:

Elaborated by Andrea Urrutia and Karina Flores.

Nota: Scores obtained from the diagnostic test (Pre-Test)

It can be seenin Table 5 and Figure 1, that 48% of the students are at alow level
with respect to the devel opment and use of English and vocabulary comprehension,
followed by 36% with an average level and 16% of the students with ahigh level in their
knowledge of the language.

ey Analysis
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In order to understand the impact of technological tools in the devel opment and
learning of English among students, as well as to evaluate if they know and use these tools,
especially the kahoot platform, a survey was conducted. This instrument was applied on

May 7, and consists of 10 questions, each with 5 response options.

Questi oclihl—?;/Syou used technological toolsin learning English?
Items Students Percentage

Always 18 58%

Often 0 0%
Sometimes 3 10%

Rarely 2 6%

Never 8 26%
TOTAL 31 100%

Table elaborated by Andrea Urrutia and Karina Flores.
Figure2

Have you used technological toolsin learning English?

= always
= often
sometimes

® never

0

orated by Andrea Urrutia and Karina Flores.
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Nota: Results of question ¢Have you used technological toolsin learning English?
Both Table 6 and Graph 2 show how frequently 1st BGU students use
technological tools for English language learning. The result is that 58% of the students do
use technology for their development, while 10% have used it sometimes, 6% rarely and
finally 26% have never used the different technological resources for English language
learning.
Chart 7

Have you experienced a greater motivation to learn English thanksto technological
platforms?

Items Students Percentage
Always 3 10%
Often 2 16%
Sometimes 20 65%
Rarely 1 3%
Never 5 6%
TOTAL 31 100%

Elaborated by Andrea Urrutia and Karina Flores.
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Figure3
Question have you experienced a greater motivation to learn English thanksto

technologicla platforms?

lways
Ofte
" sometimes

® raraly

Elaborated by Andrea Urrutia and Karina Flores.
Nota: Results of question ¢Have you experienced a greater motivation to learn
English thanks to technological platforms?

Table 7 and graph 3 show the percentage of 1BGU students' experience and
motivation to learn English thanks to the use of technological platforms. 10% indicated that
they are always motivated while 16% stated that it is often a good experience. On the other
hand, 65% expressed that sometimes the technology has helped their experience while 3%
rarely and 6% indicated that they have never had this type of experience.

Chart 8

Do you think that the use of technological tools has helped you to improve your English
comprehension?

Item Students Percentage
Always 18 58%
Often 5 16%
Sometimes 6 19%

UBE
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Rarely 2 7%
Never 0 0%
TOTAL 28 100%

Table elaborated by Andrea Urrutia and Karina Flores
Figure 4Results of question

Do you think that the use of technological tools has?

= always

= often

= sometimes
= rarely

B never

Elaborated by Andrea Urrutia and Karina Flores

Table 8 and Graph 4 illustrate how often students feel that the use of technological
tools has helped them improve their English comprehension, with 58% stating that it has
always helped them in their development, while 16% indicate that it has often helped them
in their English comprehension, 19% show that it has sometimes helped them in their

learning, and 7% indicate that it has rarely helped them.
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Chart 9
Do you know about kahoot platform as a technical platform to play and practice
English?

Items Students Percentage
Yes 18 58%
Alittle 7 23%
No 6 19%
TOTAL 31 100%

Table elaborated by Andrea Urrutia and Karina Flores.

Figure5
Results of question ¢Do you know about kahoot platform as a technical platform to play
and practice English?

= Yes
= A little
No

Elaborated by Andrea Urrutia and Karina Flores.

As can be seen in table 9 and graph 5, the results obtained on the knowledge of the
students about the kahoot platform to practice and play their English show that 58% of the
students know about this platform, while 23% indicate that they know very little about
kahoot and its various uses a

nd 19% do not know anything about this platform.
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Chart 10
Would you like to learn more about the kahoot platform and its benefits for learning
English?

ltems Students Percentage
Yes 28 90%
No 3 10%
TOTAL 31 100%

Table elaborated by Andrea Urrutia and Karina Flores.

Figure 6
Results of question ¢Would you like to learn more about the kahoot platformnand its
benefitsfor learning English?

= Yes

= No

Elaborated by Andrea Urrutia and Karina Flores.
Table 10 and Graph 6 show the results on whether students want to learn more
about the Kahoot platform and its various benefits, with the result that 90% of the students

do want to learn more about Kahoot, while only 10% of the students are not interested.
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Would )(/:orlljalrilﬁo use the kahoot platform in your English classto learn through games?
Items Students Percentage
Always 27 87%
Often 1 3%
Sometimes 3 10%
Rarely 0 0%
Never 0 0%
TOTAL 31 100%

Table elaborated by Andrea Urrutia and Karina Flores.

Figure7

Results of question ¢Would you like to use the kahoot platform in your English classto
learn through games?

0% 0

= always

= often

= sometimes
m rarely

B never

Ascan be seenin table 11 and in graph 7, 87% of the students think that they would
like to use the kahoot platform in class to learn English through games, 3% mention that
they would like to use kahoot in class often, while 10% suggest that they would like to use

it only sometimes.
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Chart 12
If you know about kahoot, how often do you useit to learn English?

[tems Students Per centage
Always 8 26%
Often 0 0%
Sometimes 16 52%
Rarely 2 6%
Never 5 16%
TOTAL 31 100%

Table elaborated by Andrea Urrutia and Karina Flores.

Figure8
Results of question ¢If you know about kahoot, how often do you useit to learn English?

always
\ = often

= sometimes
® rarely

® pnever

Elaborated by Andrea Urrutiaand Karina Flores.

La Universidad para todos




80

Chart 13
What type of English learning activities do you prefer in kahoot?

[tems Students Per centage
Grammar 8 26%
Vocabulary 17 55%
Listening 3 9%
Comprehension
Reading Comprehension 3 10%

TOTAL 31 100%
Table elaborated by Andrea Urrutia and Karina Flores.
Both table 13 and graph 9 show the preferences that 1BGU students have for the

kahoot platform, which indicates that 26% use thistool to practice

English grammar, 55%

say that learning new vocabulary is effective with the use of kahoot, 9% prefer to use this

tool for listening comprehension, and finally 10% say they use it for the devel opment of

reading comprehension.

Do youC;:r?:i,itdler4 Kahoot to be an effective tool for practicing English pronunciation?
Items Students Percentage
Always 20 65%
Often 1 3%
Sometimes 8 26%
2 6%
0 0%
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TOTAL 31 100%

Table elaborated by Andrea Urrutia and Karina Flores.

Figure9

Results of question ¢Do you consider Kahoot to be an effect tool for practicing English
pronunciation?

y \

= always

= often

= sometimes
m rarely

B pever

Elaborated by Andrea Urrutia and Karina Flores.

Table 14 and Graph 10 indicate whether the students consider the effectiveness of
the kahoot platform for practicing correct pronunciation in English, showing that 65% of
the students think that kahoot always helps them in pronunciation, On the other hand, 3%
said that they often get a guide for the correct intonation of sounds, while 26% mentioned
that they only sometimes found help in kahoot and finally 6% indicated that they rarely

used kahoot for the pronunciation of words.

Chart 15
How would you rate the fun and engagement you feel when using kahoot to learn
English?

81

Items Students Percentage

Excellent 15 48%
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Very Good 7 23%
Good 9 29%
Regular 0 0%
Bad 0 0%

TOTAL 31 100%

Table elaborated by Andrea Urrutia and Karina Flores.

Figure 10
Results of question How would you rate the fun and engagement you feel when using

kahoot to learn English?

Excellent

%
= very good
48% n good
A m regular

= bad
23%

Elaborated by Andrea Urrutia and Karina Flores.

Regarding the last question of the survey, which is about how students would rate
the kahoot platform in terms of the engagement and fun that kahoot provides in language
learning, Table 15 and Graph 11 indicate that 48% of students think the platform is
excellent for English learning, 23% think it is a very good tool for language development
and 29% say it is good.

Analysis of the Observation Form

The observation sheet was applied every Wednesday in the classroom for two
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months with the objective of verifying the respective progress in the devel opment of the
correct use of English through the use of the kahoot platform. The observation form
consisted of 10 statements with 3 response items.

Results of the observation form.

Active Participation

Figure1l

Results of question How would you rate the fun and engagement you feel when using
kahoot to learn English?

%
= High participation
. = Moderate

participation

Low participation
81%

Elaborated by Andrea Urrutia and Karina Flores.
With respect to active participation through the use of kahoot, it can be observed
that 81% of the students had a high level of participation, while 16% had a medium or
moderate participation and 3% had a low participation.

Figure 12
Student Collaboration

P
(|

81%
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Elaborated by Andrea Urrutia and Karina Flores.
Asfor the collaboration of the 1BGU studentsin class and among them, it was
determined that 84% of the students had a high collaboration in English class, while only
16% of the results showed an average collaboration.

Figure 13
Understanding the Content

= High participation
= Moderate

participation

Low participation

Elaborated by Andrea Urrutia and Karina Flores.
Regarding the understanding of the content, 65% of the students achieved a high
understanding of the correct use of English, while 35% still have some degree of problems

in their development of the language and have an average understanding.

Figure 14
Correct Use of Vocabulary

7%
= High participation

= Moderate
- participation
Low participation

77%

Elaborated by Andrea Urrutia and Karina Flores.
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The 77 % Seventy-seven percent of the 1st BGU students achieved a high
development in the correct use of vocabulary with the help of the kahoot platform, while
16% improved their vocabulary moderately and finally 7% of the students did not obtain a
favorable response in the correct use of vocabulary.

Figure 15
I mprovement in Grammar

" High participation

= Moderate
participation

71% ® | ow participation

Elaborated by Andrea Urrutia and Karina Flores.

Ascan be seen in Figure 17, 71% of the students believe that they have improved
their English grammar with the use of kahoot, while 19% think that with the use of this tool
their learning has been moderate and 10% have improved little in the development of
English grammar

Figure 16
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I nteraction with Content

‘ High participation
16%

= Moderate
participation

= Low participation
74%

Elaborated by Andrea Urrutia and Karina Flores.
In Figure 18, 74% of the students belonging to 1BGU indicate that they had a high
interaction with the study contents while 16% of the students reported a moderate
interaction with the contents and lastly 10% only alow participation.

Figure 17
Reaction to | nmediate Feedback

’ = High participation
= Moderate
‘ participation

Low participation

77%

Elaborated by Andrea Urrutia and Karina Flores.
Figure 19 shows that 77% of the student body had a high immediate reaction to the
feedback, while 23% of the student body had a moderate reaction to the immediate

feedback.

Figure 18
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Troubleshooting

= High participation
Moderate participation
= Low participation

81%

Elaborated by Andrea Urrutia and Karina Flores.
As can be seen in Figure 20, 81% of the students had a moderate participation in
problem solving in the English class, on the other hand, 19% had a high participation in
trobles houting.

Figure 21: Attention and Focus

= High participation

= Moderate
participation

71% Low participation

Elaborated by Andrea Urrutia and Karina Flores.

In the last graph with respect to the analysis of the observation sheet it can be seen
that 71% of the student population belonging to 1BGU had a high participation in their
attention and concentration with respect to the English activities in classes while 29% had
moderate attention and concentration in the subject.

37 Post-test Analysis

two months of using the Kahoot platform in English classes, mainly to
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improve and develop the use of English, aformative test (post-test) was carried out to
evaluate the progress and advancement in the correct use of the language. This evaluation
consisted of a structured test of 10 questions, focused on grammar and vocabulary, graded
quantitatively, assigning one point to each correct answer.

37.1 Resultsof Post-Test Applied to Students

Chart 16

Resultados del Post-test
Grade Number Percentage
High (9-10) 24 7%
Medium 5 16%

(6-8
Law (1-5) 2 7%
TOTAL 31 100%

Table elaborated by Andrea Urrutia and Karina Flores.
Figure 12

Formative test score(Post-Test)

] High
m2, Medium

=3, Law

Elaborated by Andrea Urrutia and Karina Flores.
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The resultsreflected in Table 16 and Graph 12 show the positive impact of the
Kahoot platform in the devel opment of the adequate use of English among students. It is
evident that 77% of the students managed to improve their performance in the language by
16%, reaching amedium level of progress, while 7% obtained alow level of progress. In
conclusion, Kahoot contributed significantly to the improvement in the students' correct use
of English.

38 RESULTSAND DISCUSSION

The data obtained in this study was based on the research question How to improve
the use of English skills through an interactive platform kahoot in 1st BGU level in Unidad
Educativa Municipa Cotocollao?

38.1 Research Question

In order to verify in which grade the students of the 1st BGU improved their use of
English after the application of the Kahoot platform in class, we proceeded to perform two
measurements. The first one as a diagnostic test (pre-test) at the beginning of the research
and the second one as aformative test (post-test) at the end of the research.

38.2 PreTest

The results of the pre-test were based on a structured basic test that was applied in
the month of May, each question with topics related to the content that correspondsto the
first year of high school, such as Present Simple, Past Simple, Future and Present Perfect,

each question with a score of one point.
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Chart 17

Pre-Test Data
Mean Mode Median M ax Min Range SD
5,68 5 8 9 2 7 1,58

Table elaborated by Andrea Urrutia and Karina Flores.

Ascan be seen in table 17, we have the statistical analysis of the pretest. With a

total of 31 students analyzed, the maximum score was 9 and the minimum 2. The mean 8,

mode 5; range 7 giving as mean M= 5,68 and SD= 1,58. This shows that the students use

of Englishisvery low, there was no organization or correct structure when making

sentences or paragraphs as well as alack of knowledge of basic vocabulary for people with

A2 level.

Post-test

The information obtained with the post-test was at the end of the two months of the

implementation of the kahoot platform in the classroom in order to improve the correct use

of English. A formative test was taken on a structured basis with the same topics as the pre-

test such as present simple, past simple, future simple and present perfect. Each of the

guestions had a score of one point. Resulting in afina score of 10.

Post-Test Data

Tabla 1

La Universidad para todos




91

Post Test Data
Mean Mode Median M ax Min Range SD
8,71 9 10 10 5 5 1,15

Table elaborated by Andrea Urrutia and Karina Flores.

Table 18 shows the information extracted from the post-test. In the same way, 31
students belonging to the 1st BGU were analyzed giving as fina results the following data.
Maximum result 10 and minimum 5, median 10; mode 9 and final mean M=8,71; SD=1,15
The new results that were evidenced in the post-test showed us that the use of technology
such as the kahoot platform helped in the development and improvement of the use of
English in the students; achieving a better structure in the sentences and thus helping in the
writing of sentences or paragraphs.

Tabla 2
Description of the difference between the means

Difference between

Pretest Posttest

the means
M SD M SD MD SD
5,68 1.58 871 1.15 -3.03 1.37

Table elaborated by Andrea Urrutia and Karina Flores.

Table 19 verifies the valid data of the 31 students of 1st BGU, where the difference
between the pre-test and post-test can be observed. Their difference between means was
MD=-3.03. The standard deviation, which represents the average of the individual
differences of each observation with respect to the mean of a distribution, was SD=1.37.

Resulting in an increase of 3.03% to the final mean.
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CONCLUSIONS

The use of the Kahoot technology tool was effective in teaching English to A2 level
students, as it adapted to their different learning styles. Students were more engaged
through gamified, interactive and participatory approaches, which improved their English
communication skills, especially in language use. This approach was beneficia in
achieving positive learning outcomes and a so devel oped a favorabl e disposition towards
learning English.

The use of the Kahoot platform in the classroom has several advantages, such as
improving student motivation, active participation and learning through play, which is
particularly beneficial in situations where it is difficult to engage students. On the other
hand, some drawbacks were noted, such as access to technological devices, aswell asthe
possibility of distractions without adequate supervision. Thus, although Kahoot remains a
useful tool, itsimpact islargely determined by the educational context and the lesson plan
prepared by the educator.

Evaluating the use of the Kahoot platform shows that this tool greatly enhances the
learning experience and aids in the development of English language acquisition. Its
interactive and dynamic format drives active student engagement, increases retention of
vocabulary and language structures, and fosters a collaborative and motivating learning
environment. In addition, by providing instant feedback, it alows students to track their
mistakes and progress independently, which reinforces their learning process.

The study on the impact of the Kahoot interactive tool on the English language
learning process for A2 level students has aremarkable and positive impact. Kahoot's

learning helps A2 learners effectively engage with the language by
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encouraging ahigh level of participation, motivation and practice. Its game-based approach
improves both language comprehension and retention, aligning with various learning styles

which subsequently improves students' performance and confidence in using English.

RECOMMENDATIONS

It is advisable to incorporate technological tools such as Kahoot systematically in
the English teaching process, particularly at the A2 level. It is essential that teachers adapt
activities to the learning styles of their students and use these platforms to stimulate active
and continuous participation. In addition, it is recommended that there be periodic training
sessions for teaching staff to maximize the pedagogical application of the technologies,
resulting in greater success in English language acquisition.

On one hand educators evaluate the technological requirements of the classroom
along with students' previous experience with digital environments and tools before using
Kahoot. In addition, it is recommended that active teaching methodologies be used in
conjunction with Kahoot to achieve a balanced and holistic education, maximizing the
tool's potential while minimizing its disadvantages. On the other hand the teaching-learning
process can be greatly enhanced through the careful and balanced structure provided by
Kahoot.

Moreover, Kahoot will be incorporated as part of a more comprehensive
pedagogical strategy that blends digital resources with communicative activities to enhance
English language instruction while maintaining a high level of student engagement. In
addition, it isrecommended that teachers create quizzestailored to A2 level learning

nsuring that questions foster essential language skills and knowledge. When
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used consistently and purposefully, Kahoot can be an effective tool for improving academic
performance and the overall educational experience in the classroom.

Finally, Kahoot will be used as a complementary educational tool in A2 English
classes, within ablended learning framework that balances interactivity with well-defined
pedagogical objectives. Teachers should create appropriate curriculum-based activities and
promote thoughtful engagement with the platform to enhance its benefits toward language
learning. In addition, regular assessments of learner progress are also important to adapt

learning strategies to better suit the dynamic classroom environment.
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Listen to Kevin and Maria. They arer talking about Maria and hersister, Catherine. Choose
true or false

=

Maria has brown, curly hair.

Maria and Catherine have the same colour eyes
Maria's face is longer than Cathering’s
Catherine's nose and mouth look like Maria's
Catherine is taller than Maria

Maria isn't as outgoing as Catherine

Catherine is older than Maria

Both Catherine and Maria are independent

F@m o AapEFU
e T e B B B |

b B s M s M s M M B - e 1 |

C. HIERARCHY: Sorts a list of elements that are part of a process.

SKILL: EFL 3.4.1 Make a simple learning resource im order to record and practice new words. [Example: a picture dictionary, a
word list, set of flashcards, etc.).

5] WRITE MUMBERS ({1-7) TO PUT THE COMVERSATION IN ORDER.

- | need to go to the library. Do you know Where it is?
‘where do you need to go?

———  Yas, |do. I'm going to the library now. Let s go together.
No problem, Come with me.
Hi, hovw are you?
Really? Ok, great! Thank you!

———  Bello.I'm Ok, Thanks._. buti’'mlost.

6] ARRANGE THE WORDS TO MAKE AFFIRMATIVE SENTENCES. PLACE TIME EXPRESSIOMNS AT THE END
OF THE SENTEMCES.
a.  Go/nowhome/will/

b. Give/the present/tomomow/wehim, will

¢ Was/last week/he/in hospital

d.  Wrote/last weelk/they/at school/a test

D. PAIRING: Match the columns correcthy.

SKILL: EFL 3.1.3 Exchange basic personal preferences with peers in order to express likes and dislikes
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Annexed 7
rvey
Annex 2: SBurvey
Objective: Evaluate how the use of Kahoot influences students’ motivation and engagement levels in
learning Englizh

Instructions: Fead carefully the aspects of the following survey and check an (x) in the
box that is related to vour criteria.

Teachers: Flores Kanna- Unmitia Andres
Class: 1" BGU

Date:

UNIDAD EDUCATIVA MUNICIPAL COTOCOLLAD

Thanks for participating m the Survey on the use of the technological platform kzhoot in the learming and zequisition of
English gramumar and vocabulary.

1. Have you used technological tools in learning English?
always often sometimes rarely never

2. Have you experienced a greater motivation to leam Englizh thanks to technological platforms?
glways often sometimes rarely never

3. Do vou think that the use of technological tocls has helped you to improve your English comprehension?

always often sometimes rarely never

4. Do voukmow about the kahoot platform as 2 technological platform to play and practice English?
¥Es No Why?

3. Wounld you like to leam mere about the kahoot platform and its benefits for leaming English?
¥Es No Why?

6. Would you like to use the kahoot platform in your English class to leam through games?
always often sometimes rarely never

7. Ifyou kmow about kzhoot, how often do vou use it to leam English?
always aoften sometimes rarely never
8. What type of English leamimg activities do vou prefer in kzhpot?
Grammar vocabulary lListering comprehension || reading comprehension

2. Do yvou consider Kzhogt to be an effective tool for practicing English prommeiation?
always often sometimes rarely never

10. How would vou rate the fim and engagement vou feel when using kahoot to leam Englizh?
Excellent very good good regular bad
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Lesson Plan

morming?*

- Teacher writes actions that students say: get up,
brush my teeth, eat breakfast, etc.

REFLECTION

- Asking: What word do we use to ask about daily
3ctivities?
- Brief conversation about the structure with Do

*  CONCEPTUALIZATION
L]

werbs).

- Projector or screen (to watch the game in class),
Teaching aids:

- Whiteboard and markers.

- &ction cards or interview cards.

- Matzbaoks for wiitten sxerdises

B I AR TAR A,
"EF LDEL ECUADMOR
Annexed 10
MICROCURRICULAR DIARY PLAMMING BY SKILLS AND PERFORMANCE
CRITERIA
MNAME OF THE 5CHOOL: Municipal Cotocollao High School N2
L. INFORMATIVE DATA:
Teacher: | Andrea Uroutia/ Karing AREA: Foreign Language | Grade/Course: T TIME: 40 min.
Flores
umIT 3 Topic UMIT 3 |zeneral Objective: [Epecific Objectives:
NUMEER: Do + Action Werbs + Daily Routines [students will be able to understand
[pnd apply the use of Do with action (zoractly use Do in questions and answers
:Eﬂ:ll.sﬁad:smbe daily routines in |about everyday actions through interactive
Mg, - [ctivities that dewvelop oral and written
lcommunication skills.
2. UNIT PLAN
METHODOLOGICAL STRATEGIES RESOURCES EVALUATION
*  Warm up Tachnological:
- Cell phanes, tablets or laptops with internet access.
- - Brainstorm on the board, “What do you do every | - Kahgot! platigom, |interactive quiz on Do and action | Spesking

Participate in the initial brainstorming and mini-
interview in pairs about routines.

Listening

Understands and correctly answers questions in the
kahaot game.

Reading

TECOENIZES correct structures in Kghoot
questions/answers and written exercises.

‘Wiriting Correctly writes affirmative and negative

UNIDAD EDUCATIVA MUNICIPAL COTOCOLLAD

- Explanation of the structure of afirmative, negative
and guestion sentences with Do + action verbs.

- Examplas of daily rousings,

- Underining the use of Do for |, you, we, they

*  ACTIVITIES

- Realizar un jusgo en Kahoot! sobre:
=+ Complete the sentence

=+ Choose the correct form

=+ What action matches the routine?

- Luega, &N parejas, Crear una mini-entrevista de ruting
digria usando Do.

sentences and questions about daily routines using Do
and action verbs.
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MICROCURRICULAR DIARY PLANMNING BY SKILLS AND PERFORMANCE

CRITERIA
MAME OF THE SCHOOL: Municipal Cotocollao High School
N3
L INFORMATIVE DATA:
Teacher: | &ndrea Urryfia / Karing AREA: Foreign Langusge | Grade/Course: T TIME: 40 min.
Flores
UmIT 3 Topic: UNIT3 lzeneral Objective: [Epecific Objectives:
MUMBER:
Futura with Will ﬂ‘fﬂﬂﬁ “‘L‘Jhe E'Ih'E':ﬂ “{"dﬁ“"d Use the future with will in =ffirmative,
nd correcthy apply the simple futurd . . e
rrn {will to express predictions, negative E.|I'|I:| .mbern:lgatwe 5.=nt=r'c.=s in
ntanegus decisions and pveryday situations, strengthening listening,
promises. - aking, reading and writing skills.
2. UNIT PLAN
METHODOLOGICAL STRATEGIES RESOURCES EVALUATION
*  \Warm up Technological:
- Cell phones, tablets or laptops with internet sccess. | Speaking
- Initiz] question: "What will you do this weekend?” - kahoot! platioom, |create or select 2 guiz on will). Actively participates in answering questions in class
- Teacher writes answers on the board, highlighting will] - Projector or large screen to show the game. and presanting group predictions.
+  REFLECTION Listaning
- Didactics: Understands and correctly answers questions in the
- whiteboard and markers. Kahoot gams.
- Question: What word do we use to talk about the - Motebaoks. Reading
futura? - Wiorkshests to practice predictions. Identifies corract and incorrect will structurss in
- Short conversation: differences between will and Kahaoot exercises.
pressnt. Wiriting
WWrites correct sentences and questions wsing will in
+ CONCEPTUALIZATION written production exercises.
- Brief xplanation of:
= affirmetive, negative and interrogative structurs

UNIDAD EDUCATIVA MUNICIPAL COTOCOLLAD

o-de 195

with will.
=# 5imple and cormman examplas.

- Dietection of freguent ermors.

+  ACTIVITIES
- Game in kahgot! with:
=# Completing sentences.
=# Identifying mistakas.
=# Forming questions.
- In srmigll groups, create 5 predictions about their
future and present them orally.
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MICROCURRICULAR DIARY PLANNIMG BY SKILLS AND PERFORMANCE

CRITERIA
MARE OF THE SCHOOL: Municipal Cotocollao High School
N4
L INFORMATIVE DATA:
Teacher: | Andrea Urrufia / Karina AREA: Foreign Langusge | Grade/Course: T TIME: a0 min.
Flores
umIT 3 Topic UKIT 3 \zenaral Objective: [Epecific Dbjectives:
NUMBEER: ) _ students will be zble to understand |eiaharate comparisons between objects using
Comparative adjectives ."d Tpﬂ:ﬁtup'ugarat.we E:Ij]lerl'l'-']ﬁ N \iectives such 25 higger, smaller, more
Mpie cestriptions involving colors lpalorful, ete., throush dynamic activities and
nd shapes. ;
\zamas in Kahoot.
2 UNITPLAN
METHODOLOGICAL STRATEGIES RESOURCES EVALUATION
*  Warm up Technological:
- Show images of two different objects (2.8, 2 | - Mobile devices with internet access. speaking
large red trizngle and 3 small blue circle). - Projector or soreen to show Kahoot Farticipate orally in guided and paired comparisons.
- Ask, "Which ong is bigger?”, "which one iz |- Kahoot platform with questions on comparatives and | Listening

UNIDAD EDUCATIVA MUNICIPAL COTOCOLLAD

o-de 195

more calarful™

REFLECTION

- sk students to tell other comparisons they
can make sbout shapas and colors they see.
- Guids with questions: What iz the ending of
comparative adjectives? When do we use
"mare"?

CONCEPTUALIZATION

- Explanation of basic rules of comparative
adjectives:

=¥ short adjectives: -gr (2., 3ller, smaller).
=% Long adjectives: more (8., mors
bezutiful).

- Paired writing practice: 5 comparstive
sentences with colors and shapes.

ACTIVITIES

- Eahngt game with:

=¥ Comparisons betwesn pictures (8.8, Which
is smaller?).

=¥ Completing sentences.

=% Choosing the correct option.

- Then, students work in pairs creating 3
comparisons to real objects in the classroom.

shape/color vorabulary.

Didactics:

- Shape and color cards.

- Blackboard and markers.

- Notebooks for written wark.
- Printed comparative images.

respands correctly inthe g3hoot gzme (minimum 705
comect).

Reading

Correcthy interprets sentences in Kahpot and visual
SxEfCizes.

Writing

Produces sentences with comparatives correctly in a
writing activity.

La Universidad para todos
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MICROCURRICULAR DIARY PLANNIMNG BY SKILLS AND PERFORMAMNCE

CRITERIA
NAME OF THE SCHOOL: Municipal Cotacollao High School —_
L. INFORMATIVE DATA:
Teacher: | Andrza Urrysia / Karing AREA: Foreign Languzge | Grada/Course: T TIME: 40 min.
Flores
UNIT 3 Topic UNIT 3 |zeneral Objective: Specific Objectives:
MUMBER: [students will be able correctly uss
Superlative Adjectives [pup=riztive adjectives to describe  |\dentify the structure and use of superlative|
EDPIE’_PIEEES and objects by djsctives  in affirmative s2ntences,
fnm paring three or more elements. recognizing their grammatical form, and apply
hem correctly in oral, written and interactive
ERErCises.
2. UNIT PLAN
METHODOLOGICAL STRATEGIES RESOURCES EVALUATION
*  \Warm up
Devices with internet aocess {cell phones/tablets) Speaking :
- show images of three - kahoot platform (personalized quiz on superlative oral production of comparative sentences in a group
people/places/animals {e.g., three cities),  |adjectives) [direct obeervation, simple rubric).
- Guiding question: Which city is the biggest? |- Projector or digital whitzboard
- Written practice sheets Listening: Comprehension of oral guestions and the
* REFLECTION - Class notebook Kahgot game |Results of the game).
- Guidad discussion sbout what they heard.
- What word was used to compare more than Reading: identifying errors and correct structure in
twio items? Kahoot questions.
- Common examgles of -25t, the most, the
least. writing: Written production of santences with
superlatives (Correction of written exercisss).
®  CONCEFTUALIZATION

UNIDAD EDMMCATIVA MUNICIPAL COTOCOLLAD

- Clzar explanation;

» Rulas of -gst, most + adj.

» spalling (happy = happiest, big = bigzest).
- \Written exercises: completing sentences.

*  ACTIVITIES
- Eahoot game with:
> pAultiple chaice
» Complete sentences
® Correcting mistakes
- Then, activity in pairs: create 3 sentences
with superiatives sbout famous people,
animals or places.

La Universidad para todos
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CRITERIA
MNAME OF THE SCHOOL: Municipal Cotocollao High School N6
L. INFORMATIVE DATA:
Teacher: | andrea Lrrysia / ¥aring AREA: Foreign Langusge | Grade/Course: i TIME: 40 min.
Flores
UNIT 3 Topic UNIT 3 |eneral Objective: [Epecific Objectives:
MUMEER:

viarb "to be" in Fast Tensa: [students will be able to understand | gaptify the structure of affirmative and

Affirmative and Megative land apply the verbto be inthe past | ___.. : .

Sratements tenss (was wers) in affirmative and r':g“:_'hw sentences th wa.-,land EMEFE' 5":
negativa sentences, in different "EE ':j'm C’D_"-_E_Cth" in orsl, written an
lcommunicative contaxts. - Interactive activities.

2, UMIT PLAN
METHODOLOGICAL STRATEGIES RESOURCES EVALUATION

UNIDAD EDMUMCATIVA MUNICIPAL COTOCOLLAD

Warmup -

- Show old pictures of celebrities, dties or

Students respond with Yes, she was /Mo, it
R —

- Ask: Wias she 3 singer? Was it a modemn car?

REFLECTION

- The tezcher writes 2amples on the board of
what the students hawe said.

- Guided discussion: What words changed
from the present to the past? Why do we use
wias or wera?

CONCEPTUALIZATION

- Clzar explanation of:

» |se of was and were with pronouns.

» affirmative and negative structure.

» Examples with context (people, places,
time).

- Writing exercises: transforming sentences
from present to past tenss.

ACTIVITIES

- Interactive game in Kahoot:

» Choose the correct form.

* Complete the sentence

» |dentify mistakes

- Then, in pairs, write 4 sentences: 2
affirmative and 2 negative using was/wsers,
and read them aloud.

Mobile devices, tablets or laptops with internet
- kghoot platform (was/were quiz)

- Whiteboard or projector

- worksheets or notebooks for written exercises
- Reference images (historical figures, places)

Speaking:

Participates orally in warm-up responses and reads
santences in pairs (direct obsarvation, checklist).

Listening :
Responds successfully in the Kahogt game (minimum
TO% correct].

Reading:
Correctly interprets affirmative and negative
struchures in guiz sentences.

Writing:
correctly writes affirmative and negative sentences
with wasfwere in 2xercises.

La Universidad para todos
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| MICROCURRICULAR DIARY PLANMNING BY SKILLS AND PERFORMAMNCE
CRITERIA
MAME OF THE SCHOOL: Municipal Cotocollao High School N7
L. INFORMATIVE DATA:
Teacher: | andrza Urrusia / Karing AREA: Foreign Language | Grade/Course: | T TIME: | A0 min.
Flores
umIT 3 Topic UNIT 3 |z=neral Objective: [5pecific Objectives:
MUMEBER:
vierk “to be" in Past Tense studiznts will be able to understand Identify the correct structure of was/wars
—vas/No and wh- |and apply the use of the verbto be - |
Cuestions in the past tense [was/were} to ue-si.:lnns f'n.'ud arlswers and use them CIEI|||'|-
formulzts and answer Yes/MNo and nd in writing in everyday contasts, using
lwh-questions. - idigital and collaborative tools.
2. UNIT PLAN
METHODOLOGICAL STRATEGIES RESDURCES EVALUATION
*  Warm up Technological: Speaking:

- Bolz play: one student asks 2 past guestion
using was/Were [e.g. Were you at school
yesterday?), another answers.

- This is done in & classroom chain.

* REFLECTION

- The teacher collects examples from the
warm-up 2nd writes them on the board.

- Guided discussion: what structures did you
use? What is the difference between "Was
she... ¥ and "where was she..?"

- Diewices with internet (maobiles/tablzts)
- Kahoot platform (quiz adapted to the subject)
- Projector or digital whitzboard

Didactics:

- Question cards (Wh- and Yes/Mo)

- Notebooks for written exercises

- Printed worksheets for written and oral practice
- Rubric for oral obsenation

Oral participation in role-play and paired activity
[Observation rubrich

Listening:
comprehension of questions during the Kahoot and
answers from peers (Kahogt results)

Reading -
Recognition of cormect structures in questions during
the game [Multiple choice exercizes)

Writing:

Elaboration of questicns and answers in written
activities (Review of sentences in
notebook/workshests)

UNIDAD EDUMCATIVA MUNICIPAL COTOCOLLAD

* CONCEFTUALIZATION

- Brief and clear explanztion:

» Yeg/MNo guestions: Was she...? wiere they... ]
> Wh- questions: Where was...? When were
thay...?

- \Written exercises to transform statements
into questions.

*  ACTIVITIES

- Game in Kahoot-

» Cuiz type to identify wall-phrasad
questions.

» Complete sentences

» answer Wh- questions

-Then, in pairs, formulate and answer 3

¥es/Mo and 3 Wh- questions.

La Universidad para todos
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MICROCURRICULAR DIARY PLAMNING BY SKILLS AND PERFORMANCE

CRITERIA
MAME OF THE SCHOOL: Municipal Cotocollao High School —_—
L. INFORMATIVE DATA:
Teacher: | Andrea Urryta / Karina AREA: Foreign Langusge | Grade/Course: 1 TIME: 40 min.
Flores
UNIT 3 Topic UNIT 3 |zeneral Objective: [Epecific Objectives:
MURBER:
[simple Past — Affirmative 2nd Megative  Students will be 2ble to undzrstand |igeneify, and produce affirmative and negstive
Fretemants jand cmr_ecth.- "'SE_thf past simple in past sentences using regular and irregular
|pffirmative and negative sentences, s throueh oral wri nd i .
both in regular and iregular forms, [T EroUgh aral, written and interactive
lactrvities with Kahoot-
2. UNIT PLAN
UNIDAD EDMMCATIVA MUNICIPAL COTOCOLLAD
ichin A, 023 el 2 de u ded 2010
o de 195
METHODOLOGICAL STRATEGIES RESDURCES EVALUATION
*  \Warm up
Technological:
- Quick activity: "2 truths and 1 ig” {past - Mabile devices/tablets/|lzptops with intermet ccess -| Spesking:

rense).
- Students write 2 true and 1 false sentences
about their past. The others guess.

*  REFLECTIOM

- anzlysis of the sentences used: which verbs
appear, how doss the structurs change inthe
negative?

- idzntification of regular vs. irregular verbs

# CONCEFTUALIZATION

- Clzar explanation of:

» affirmative structure (subject + werb-
ed/did).

» pegative (did not + base verb).

» Examples with irmegular verbs.

- \Written practice: transforming affirmative
SEMtEMCES 1O NEEative and vice versa.

*  ACTIVITIES

- Game in Kahaot:

» Choose the correct aption
(affirmativenegative).

» Complete the sentence.

» |dentify grammatical emrors.

- Finzl activity: write 3 sentences in the past
tense (2 affirmative and 1 negative], then
share orally.

Kahaot platform {quiz on simgle past tense)
- Projector or digitzl whiteboard

Didactics:

- wiarb flashcards (regulariinregular)
- Writhen exercise cards — Motebook
- Whiteboard

La Universidad para todos

Participation in 2 truths and 1 lie and final oral
production (simple obssrvation rubric).

Listening:
Comprehension of oral guestions and Kahogot game
[quiz results).

Reading:
Interpretation of sentences and structures during
Kahaot and practice exercises.

writing:
writing correctly structured affirmative and negative
sentences (written revisw).
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MICROCURRICULAR DIARY PLANNING BY SKILLS AND PERFORMANCE CRITERIA

MARME OF THE SCHOOL: Muniz ipal Cofocollao High Schood
N9
1. INFORMATIVE DATA:
Teacher. | Andrea Lmupia,/ Kanna AREAL Foreign Language | GradeCowrse T TINGE= ammin.
Flores
LT 3 Topac: INIT3 Yaereeral Oy Ectiee Epecific Ohjectives:
NLBSSER:
Simple Past - Yes/Mo Etudents will be able to uncerstand clentify grammatical struciure and farmulate
Cuestions and gy faned correctly use simple past tense i
Cuestions luestions, bath Yes/ o and Wiy jquesthons and answers i dmple past onse
ljuestions, i different jusing did and werbs in. base form, through
leammiunicatie comtegts faritton  mordses,  oral  oand  digital
niterartians.
2. UNIT PLAN
METHODOLOGICAL STRATEGES RESOURCES EVALUATION
= Warm un
[Technokogical: Speaking:

Oral game: "Guess what | did®
Teachar giues svamples and students ack
guestions with Did you...7 Se-guess the acton.

# REFLECTION
Gulded analysis om the board:

= What Is the struciure of the questians?
* When de we use 0id7 What Fappens ta tha

Devices |mablleftablets A0
Brojechor oF seracn
Babpot plakfonm dostomized quiz)

|Dedactics:

Cards with werhs and Whewords
Grammar workshests

s rabesoak

Slackboard and marker boand
GRMMar CercEes

Participatian in the: oral activity and pared intervdew
| obervaticn nobnicl. |

Listening:
Commect answers indaboes {minfrmum MM cormectf,

Reading:
Structure recognition inoaritien quastions loless

exerises an kool

Ceerect praduction of questiansnswers in

segrksheeds angd Hral ecbiviby |Cis ol rev v

werby? Writing materias Wiriting:
> [efferonce betwesn Yoo and 3
nueslions
- UNIDAD EDCATIVA MUNICTPAL COTDCOLLAD
ki tha ot

¥ il T ol el it 0010

(] Quito

&  DOMCEFTUALIZATION

Explanaticn af:

= Woz/Mo: Did + subiject = base verb?

> 0 ouestions: gk + did + subject = base
varb?

* Examples with shart and complete answers,

Exarrizes on transforming statemdnts to
guesiions.

= ACTIVITIES

Game in £ahopk:

» jdentdfy commect puestions

» Complete questions and answers

> Dutferontiato bobacen Yes/Mo and ik,
Then, in pais: oreate 7 Yos, o and 2 4k
guestions about a pastnor and arcwaer dhem.

La Universidad para todos




LrBE LMNIYVERSIIIAL
(7 O W AR LA A
= DEL ECLATDNR

i PRSI R LD AR L LR L

MICROCURRICULAR DIARY PLANMNING BY SKILLS AND PERFORMANCE CRITERIA

MAME OF THE SCHOOL: Municipal Cotocollan High School 510
1 INFORMATIVE DATA:
Teacher: Andraa Uriptia./ Karina BAREA: Farsign Language Grade/Course: m TINE: 40 min
Flores
URIT 3 Topic: UNIT 3 General Objective: [apecific Objectnes:
MUNMBER:
Vocabulary — Professions Studants will be able to recogniee  fgaqpfy and wee basic vocabulary about
and Habbies and use vicabulary relsted o i : X R
B o nrafessions and habbies in communicative
professions and hobbies in oril and i 3
WiRtbEn EofbERks. activities that promote oral and  written
amprehension and praduction, through the
use of digital tools such as Kghopt.
X UNIT PLAN
METHODOLOGICAL STRATEGIES RESOURCES EVALUATION
+  Warm up Technobogical:
- Dlewipes with interned |mobile/tablet/camputes) [Speaking:
- Guess the job or hobby® activity: pictures are | - Kghoot platform {thematic guiz) Participatian in the oral description actiity
shirwn and students guess the job or hobhy - Prajectorfscresn Ohservation rubric)
Listening:
Didactics: Carrect answers in the KabaollAutomatic evaluatan -
= REFLECTION - Hlustrated fhashcards or projected images minimum 7o)
- Printed or digital vocabulary kst |Resding:
- Guiding guestions: What wocsbulary did you | - Worksheets {asaciations, incomplete sentenoes| [Comprehension exercises and word-picture asaciation
racogrize ¥ What other professions ar habhbies | - Student's nakebaak Written workehaeets)
da you know? [Wiriting:
- Graup words into categories: active hobhiss, Written praduction of simpls descriptions {Direct
creative habbies, mdoor jobs, cutdaor jabs, learraction in class|
ate.
UNIDAD EDUCATIVA MUNICIPAL COTOCOLLAD ="

;.}. ] 0 da febrern de 15956 ! ; '&&Eikﬂ

Re=nhucion A K23 -del 7 oe jdio o

=  CONCEPTUALIZATION

- Presentation of vorabulary list with images:
¥ Professions: doctar, teacher, engineer...
¥ Hobbies: reading, painting, swimming...

- Ward-picture assaciation and sentemps
completion exercises,

= ACTIVITIES

- Kot game with:

» Word identification.

¥ Hoverie translation

¥ Images to associabe with the term.

- b pasirs: write @ mini-description of a persan
with his/her profecsion and hobby, and read it
ta the graup.
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TRIBUNAL PROYECTO DE TITULACION
Nombre y Apellidos Nombre y Apellidos
Presidente Secretario (a)

Nombresy ApellidosProfesor (a) tutor (a) del Proyecto de Titulacién
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