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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 skills among 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 a result of using Kahoot, the nature of the platform encourages active 

participation and a cooperative and encouraging atmosphere, and makes the learning environment 

friendly yet challenging.In addition, students show an increase in vocabulary retrieval, grammar 

comprehension, and language skills mastery. As a result, a recommendation 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 tools in 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 se realizó para analizar los efectos de Kahoot, una plataforma educativa de aprendizaje 

basada en juegos, en el desarrollo de las habilidades del inglés en estudiantes de nivel A2. Este 

estudio busca resolver el problema de equilibrar la participación activa y profunda con la retención 

de conocimientos de los estudiantes para una enseñanza eficaz del idioma.La investigación 

investiga cómo Kahoot puede utilizarse como una herramienta innovadora para facilitar la 

enseñanza de idiomas en el aula. El contexto de este estudio de caso es un aula con estudiantes de 

inglés de nivel A2. El estudio se centra en el uso de cuestionarios y actividades de Kahoot durante 

un período determinado. Los resultados de los estudiantes se miden en función de la participación, 

el nivel de actividad, la retroalimentación en directo y la anotación de respuestas motivadoras.Los 

estudios realizados demuestran una mejora notable en el nivel de participación de los estudiantes 

y su interés por el inglés gracias al uso de Kahoot. La plataforma fomenta la participación activa 

y un ambiente de cooperación y motivación, creando un entorno de aprendizaje amigable pero 

estimulante.Además, los estudiantes muestran un aumento en la recuperación de vocabulario, la 

comprensión gramatical y el dominio de las habilidades lingüísticas. Como resultado, se 

recomienda el uso regular de Kahoot en las clases de inglés para estudiantes de nivel A2. La 

sugerencia describe cómo incorporar los cuestionarios y juegos de Kahoot en los objetivos de las 

clases para mejorar la enseñanza del idioma. En resumen, el estudio destaca los efectos 

beneficiosos de Kahoot en las habilidades lingüísticas en inglés de los estudiantes de nivel A2. Los 

resultados del estudio destacan la promesa de las herramientas didácticas basadas en juegos para 

fomentar la participación activa, la motivación y el desarrollo de las habilidades lingüísticas 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 a 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. “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 English in 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 technology-driven approach to 

language acquisition.  

The purpose of this research is to evaluate the impact of kahoot as a technological tool in 

improving A2 learners in use of English in the educational 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 ), so it is 

difficult to practice the acquired knowledge either in the educational institution or at home. This is 

one of the main reasons why the kahoot platform was chosen as it is a tool 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 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. 

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 difficulties in 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 methodology with the principal goal which is that 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 strategies in order to transform 

the education for future generations. 

The methodology applied in this investigation was synthetic analytical 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 I: This chapter analyzes previous studies on the use of technological tools in 

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 II, 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 III,  the analysis 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 a fun, interactive way. 

1 Object of the research   

To apply the ludic strategies in order to improve the difficulties in the development 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 

 To recognize the advantages and possible disadvantages or limitations of using kahoot 

platform in the classroom. 

 Evaluate how the Kahoot platform contributes to enhancing the experience and facilitates the 

development of English language acquisition.  

 To analyze the 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 the two 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! is to 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 level 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 

https://www.sciencedirect.com/science/article/pii/S0360131520300208#bib12
https://www.sciencedirect.com/science/article/pii/S0360131520300208#bib12
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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 all 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. This will allow us to 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. This will allow us to 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). 

This is very 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. 

 Pre-test  

 Post-test 

 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-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 



x
vi 

xvi 

 

 

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 

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 technological 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 Research context 

The present needs analysis was conducted in by scoping these theories, research on the 

application of Kahoot for the improvement of English skills in A2-level learners contributes 

significant information and empirical evidence that can shape subsequent pedagogical and academic 

efforts. 

This present study on the use of Kahoot to improve English skills is 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 Sierra regime. The school offers classes in 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 a regular 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 is that 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 perspectives. 

The importance that the research of this proposal in a professional perspective is the 

importance of interaction and communication. Kahoot use leads to improved engagement in higher-
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order language activities, which is crucial 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 learning 

environments can create a more enjoyable and stimulating experience, which in turn 

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

  



2
0 

20 

 

 

CHAPTER I 

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 

questionnaire 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 Pazmiño 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, a survey, as well as a 

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 advantages in 

attitudes and motivation that students have in the implementation of the kahoot platform to 

improve their student progress were explored with a favorable result. This research was 

developed 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 is to 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). 

The final result indicated that most of the students had a favorable reaction to the use of 

digital resources, since after using them their motivation to learn a language 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 methodological 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 evaluated 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 

quizzes in a class.  

"The research design was a qualitative research concerning phenomenological 

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 development of a second language. 

As the author Rodriguez, B. (2022) indicates in 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 lexical 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. This innovative 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 & 

LaRosa,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. This indicator is important in assessing the 
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overall effect of Kahoot on student engagement because, in most cases, higher engagement 

improves performance. 

Classroom Interaction: 

 Classroom interaction: As mentioned, "Kahoot fosters a collaborative classroom 

environment by encouraging interaction among students, which is vital 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 achieves in the classroom. This is essential, since for language 

learning, a learner-centered environment is important for practicing English in a language-

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 

activities is 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 
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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 Philadelphia using Kahoot. This indicator is important in assessing the overall 

effect of Kahoot on student engagement because, in most cases, higher engagement 

improves performance. 

Classroom Interaction 

Classroom interaction: As mentioned, "Kahoot fosters a collaborative classroom 

environment by encouraging interaction among students, which is vital 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 achieves in the classroom. This is essential, since for language 

learning, a learner-centered environment is important for practicing English in a language-

rich environment. 

Attention Span: "The effectiveness of Kahoot in the classroom depends on students' 

attention span. Attention time during activities is 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. 
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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. This is 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 is a 

technological tool that provides effective feedback to students, thus keeping them 

motivated in the development of the class, as well 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 a vital 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 is integrated into the curriculum. This indicator is 

crucial 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 

complete 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 learning 

beyond the school environment. 

Language Proficiency 

Research indicates that "Kahoot significantly improves vocabulary retention by 

providing repeated exposure" (Rose, 2025). Additionally, "Kahoot positively impacts 

students' grammar accuracy through frequent practice" (Johnson & Lee, 2018). Finally, it 
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"fosters a relaxed 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 refers to 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 

allows for frequent practice and immediate feedback, leading to better grammatical 

accuracy."  Grammar and Usage assess students' understanding and application of 

grammatical rules and structures in 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. This indicator 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 evaluates 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 assignments issued 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, as it 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 a game 

format tends to 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 this tool is used tend to achieve higher grades consistently. This demonstrates the 

tool’s effectiveness in progressing language learning. 

    Technology Integration 

The Technology Integration dimension evaluates 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:   

This indicator 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 evaluated based upon the amount and the 

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

interruption in class activities. 

According to Davis & Nguyen (2020), "minimizing technical glitches is crucial for 

maintaining the flow of lessons and keeping students focused on learning rather than 

troubleshooting." 

Integration with Curriculum 

This indicator 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 

Degirmencioğlu & İlkay Gilanlıoğlu, 2023), "when Kahoot is seamlessly integrated into the 

curriculum, it not only enhances engagement but also reinforces key language skills in 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. An increase 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 seriously. (Trautwein, U., & Lüdtke, 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 vocabulary—key areas in the process of 

acquiring a language. 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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plays a valuable role in strengthening students' vocabulary learning (Quiroz et al., 2021). 

Grammar Accuracy 

 Grammar accuracy evaluates 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 al., 2022).  

Speaking Assessments: Speaking assessments evaluate 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—specifically, 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 metrics aid in 

assessing 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 a learning tool. This indicator 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 Issue Frequency 

 “This indicator monitors the number and severity of technical problems 

encountered when using Kahoot, e.g., connectivity, bugs, or slowness. This 

indicator is important for assessing the credibility of the technology in the 

classroom. If the frequency of technical problems is low, this means that Kahoot 

can be considered a stable and reliable technology to assist in learning English as a 

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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CHAPTER II 

10 Research Paradigm 

This Chapter will  analyze the effective used of kahoot in class which will be 

applied in  the investigation.  The  data collection are: Survey which conteins  ten questions 

based on thier ideas in the class, a diagnosis 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 is to 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  Qualitative investigation 

As Bhandari (2020) describes qualitative research as the process of collecting and 

analyzing non-numerical data such as text, 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 seeks to 

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 its impact when using 

Kahoot for language learning. 

13 Conceptualization and Operationalization 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:  

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 

A.Licorish A. 2018). 

Use of English skills 

 Students can develop 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 

criteria and 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 idea is 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 
Independent Variable 

Independent 
 

Variable 

Conceptual 
 

Definition 

Dimensions Indicators Scales 

Impact of 

Kahoot 

The idea behind 

Kahoot! is to 

integrate several key 

elements into a single 

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 aim is to 

create a dynamic and 

Engagement -Student partipation 
-

Classroom 
Interacton 

-Attention 
Spam 

 

  
Rarely Sometimes Often 

Almost Always 
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engaging educational 

experience (Baker, 

D’Mello, Rodrigo, & 

Graesser, 2010). 

 

  Motivation -Student 
Feedback 
-Attendance 
Rate 
-Homework 
Completion 

 

  Language 

Proficiency 

-Vocabulary 
retention 
-Grammar and 
Usage 
-Speaking 
Fluency 

 

Academic Performance -Test Scores 
-Asigment 
Quality 
-Overall 
Grades 

Technology Integration -Ease of Use 
-Technical 
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 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 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 focus is 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 learning more 

accessible and engaging for students. Kahoot's flexibility, allowing it to be used on phones 

or tablets, makes it 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 a new vocabulary knowledge, with this objective in mind, 

the Kahoot platform was chosen to be implemented as one of the technological tools to 

have a positive impact on language development. 
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Chart 2 
Dependent Variable 

Dependent 

Variable 

Conceptual 

Definition 

Dimensions Indicators Scales 

Use of 

English 

Enhancing A2 

students' use 

of English 

involves 

increasing 

engagement, 

boosting 

motivation, 

improving, 

vocabulary 

retention, 

ensuring 

grammar 

accuracy, and 

fostering 

speaking 

fluency. 

(Fredricks et 

Participation -Active 

Participation 

-Interaction 

Frequency 

-Focus 

Duration 

Rarely Sometimes Often 

Almost Always 
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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! is to integrate several key elements into a single 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 aim is to 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 

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 focus is 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 learning more 

accessible and engaging for students. Kahoot's flexibility, allowing it to be used on phones 

or tablets, 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 tools to 

have a positive impact on language development. 
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CHAPTER III 

 

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 Municipal Cotocollao, located in the north of the 

city of Quito- Ecuador. It comprises a total 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—is a 

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 students is 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 
Participants 

Sample Population Percentage 

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 a middle class. The 

students belong to 1st BGU, focusing on A2-level students aged 15 to 16 years. This 

context is characterized by a traditional classroom environment where English is taught 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 (Delimitation 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 difficulties in 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, a diagnostic test is 

administered to assess the baseline proficiency levels in 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 this implementation 

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 

proficiency often achieved.  In addition, focus groups are employed along with student 
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surveys to capture qualitative data related to motivation and engagement. These phases of 

the research ensure a thorough 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 students is 

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 al., 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 gains in 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 

meticulous research design and sophisticated data analysis methods strongly support the 

use of Kahoot to improve English skills among 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 developing recommendations occurs at the final 

stage of the research, after a thorough analysis of the data. An integrated approach to data 

collection allows 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 studies to 

examine the impacts of Kahoot in teaching English over a longer period or in various 

adaptations for different proficiency levels" (Wang & Tahir, 2020). These steps are useful 

to ensure that research serves a dual purpose: advancing theory and, at the same time, 

impacting practice in English language teaching using innovative digital tools such as 

Kahoot. 

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 a formative 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 students in the 1st BGU class at A2 level were included 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 a result, the progression and progress of the students was evaluated. Finally, a post-test 
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was conducted in the form of a formative test after the two-month period to evaluate and 

compare the different impacts of using the Kahoot platform in the classroom. 

21 Ethical Considerations in Research Methodology 

When conducting research with different populations, such as adults (parents), 

adolescents (students) and institutional officials, it is important to consider ethical issues. 

We must show respect and seriousness towards all 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 development 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 parties involved, 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 Data Accuracy 

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 Data Privacy 

In this principle, the priority is to 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 

This investigation focused in the Impact of the kahoot platform to enhance the use 

of English in students with level A2. In this section the Instruments used are described in 

details in order to verify its validation in the study process. 

23 Pre-test (Diagnostic Test) 

The purpose of the Pre-Test is to 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 

questions, divided into 5 items in which we sought to implement the linguistic skills in 

addition to the use of English such as vocabulary. In addition, it is a test with a level 

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 

and improvement in language skills. It consisted of 10 observation indicators where the 
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researchers analyzed 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 

This instrument consisted of 10 questions, each with 5 response items to evaluate 

how the use of Kahoot influences students' motivation and engagement levels in 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 (Formative 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 results in 

grammar and vocabulary to their pre-test scores, thereby assessing improvements in 

language proficiency and student 

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

questions and 5 items. 

27 Implications for the Methodological Proposal 

The initial 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 

in the development 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 

a method in the classroom. This tool 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 this way, 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 

evaluation techniques, as well as a rigorous 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, MSc. Johnny Segundo Campoverde López, professor at the Bolivarian University 

of Ecuador and 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 

evaluate 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 a test 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 a two-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 learning 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 Date Range Lesson Focus Skills Planned 

Hours 

Main 

activities 

Week 1 April 08-

April 12 

Unit 3. To be 

verb 

Speaking 

Listening 

Reading 

Writing 

5 hours *Quiz 

game with 

kahoot.  

*Role Play. 

*Discussio

n. 

Week 2 April 15-

April 19 

Unit 3.  

Do + Action V 

+ Daily 

Routines. 

Speaking 

Listening 

Reading 

Writing 

5 hours *Brainstor

m on the 

board. 

*Interactive 

quiz on do 

and action 

verbs with 

kahoot. 

*Game in 

kahoot. 

Week 3 April 22-

April 26 

Unit 3.  

Future with 

Will 

Speaking 

Listening 

Reading 

Writing 

5 hours *Initial 

Question 

”What will 

you do this 
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weekend? 

*Game in 

kahoot. 

Identifying 

mistakes. 

*Identifyin

g correct 

structures 

in kahoot 

exercises. 

Week 4 April 29-May 

03 

Unit 3. 

Comparative 

Adjectives 

Speaking 

Listening 

Reading 

Writing 

5 hours *Participati

ng orally in 

guided and 

paired 

comparison

s. 

*Kahoot 

game. 

*Correctly 

interprets 

sentences 

in Kahoot 

Week 5 May 06-May Unit 3 Speaking 5 hours *Oral 
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10 Superlative 

Adjectives  

Listening 

Reading 

Writing 

production 

of 

comparativ

e sentences 

in group. 

*Comprehe

nsion of 

oral 

questions 

and the 

Kahoot 

game. 

*Guided 

discussion 

Week 6 May 13-May 

17 

Unit 3  

To be Verb in 

Past tense. 

Affirm and 

Negative 

statements. 

Speaking 

Listening 

Reading 

Writing 

5 hours *Participati

ng orally in 

warm-up 

responses 

and reads 

sentences 

in pairs. 

*Responds 

successfull
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y in the 

Kahoot 

game. 

*Transform

ing 

sentences 

from 

present to 

past tense. 

Week 7 May 20-May 

24 

Unit 3  

To be Verb in 

Past tense. 

Yes/No and 

Wh Questions. 

Speaking 

Listening 

Reading 

Writing 

5 hours *Oral 

participatio

n in role-

play. 

*Comprehe

nsion of 

questions 

with 

kahoot. 

*Guided 

discussion. 

Week 8 May 27-May 

31 

Unit 3  

Simple Past. 

Affirm and 

Speaking 

Listening 

Reading 

5 hours *Participati

on in 2 

truths and 1 
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Negative 

statements. 

Writing lie and final 

oral 

production. 

*Understan

ding audio 

questions 

within the 

context of a 

Kahoot 

game. 

*Listening 
to 
sentences 
and 
interpreting 
structures 
in Kahoots 
and during 
practice 
exercises. 

Week 9 Jun 03- Jun 

07 

Unit 3  

Simple Past. 

Yes/No 

questions and 

Wh. Questions. 

Speaking 

Listening 

Reading 

Writing 

5 hours *Oral 
game: 
"Guess 
what I did". 
*Guided 
analysis on 
the board. 
*Correct 
answers in 
Kahoot 

Week 10 Jun 10- Jun 

14 

Unit 3  

Vocabulary-

Professions and 

Speaking 

Listening 

Reading 

5 hours *Guess the 

job or 

hobby" 
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hobbies. Writing activity. 

*Guiding 

questions 

*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 observations is 

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 is important because it 

allows the effectiveness of the intervention to be measured, enabling Kahoot activities to 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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Data to assess the impact of Kahoot on A2 English learners includes pre-test scores, 

survey responses, and observation notes. Quantitative data are expected to be analyzed with 

statistical methods to monitor student progression, while qualitative data will 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 Data Entry 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 

refers to 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 analyzed thematically to identify changes in 

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 

quantitative 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 effectiveness in 

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 change in 

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 

triangulation 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 a language 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 Kahoots in English 

language teaching and focus on improving teaching methods to make the classroom lively 

and interactive. This is 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 data in 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 allows analyzing the information 

that is collected, 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 Caál, Ramos Ramírez, Ajcuc Ortiz, Lorenty, & Diéguez 

Hernández, (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 parts in which that it will be required to go from the particular to the 

general (Inductive or Synthetic). In contrast, it is based on the thinking of authors such as 

Max Weber. It is inductive, which implies that it "uses data collection to finish research 

questions or reveal new questions in the process of interpretation" (Hernández, Fernández 

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 problems to 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 students in 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 III 

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 a thorough review of the items and 

questions, 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 a week 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 as the 

vocabulary related to each of the topics. 

35.2 Pre-test 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 

perceive if their listening skills were at the desired level. The pre-test was graded 

quantitatively with each question worth one point. 
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36 Results of 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. 

Figure 1 

Diagnostic Test 

 

Elaborated by Andrea Urrutia and Karina Flores. 

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

It can be seen in Table 5 and Figure 1, that 48% of the students are at a low level 

with respect to the development and use of English and vocabulary comprehension, 

followed by 36% with an average level and 16% of the students with a high level in their 

knowledge of the language. 

Survey Analysis  
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In order to understand the impact of technological tools in the development 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. 

Chart 6 
Question Have you used technological tools in 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. 

Figure 2 

Have you used technological tools in learning English? 

 

Elaborated by Andrea Urrutia and Karina Flores. 
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Nota: Results of question ¿Have you used technological tools in 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 thanks to 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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Figure 3 

Question have you experienced a greater motivation to learn English thanks to 

technologicla platforms? 

 

 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% 
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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? 

 

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. 

 

 

 

 

 

58%

16%

19%

7%0%

always

often

sometimes

rarely

never



7
6 

76 

 

 

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. 

Figure 5 
Results of question ¿Do you know about kahoot platform as a technical platform to play 
and practice English? 

 

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? 

Items 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 
benefits for learning English? 

 

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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Chart 11 
Would you like to use the kahoot platform in your English class to 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. 

Figure 7  
Results of question ¿Would you like to use the kahoot platform in your English class to 
learn through games? 

 

As can be seen in 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 use it to learn English? 

Items Students Percentage 

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. 

 

Figure 8 
Results of question ¿If you know about kahoot, how often do you use it to learn English? 

 

Elaborated by Andrea Urrutia and Karina Flores. 
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Chart 13 
What type of English learning activities do you prefer in kahoot? 

Items        Students Percentage 

Grammar 8 26% 

Vocabulary 17 55% 

Listening 

Comprehension 

             3 9% 

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 this tool 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 development of 

reading comprehension. 

Chart 14 
Do you consider Kahoot to be an effective tool for practicing English pronunciation? 

Items Students Percentage 

Always 20 65% 

Often 1 3% 

Sometimes 8 26% 

Rarely 2 6% 

Never 0 0% 
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TOTAL 31 100% 

Table elaborated by Andrea Urrutia and Karina Flores. 

Figure 9 
Results of question ¿Do you consider Kahoot to be an effect tool for practicing English 
pronunciation? 

 

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? 

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? 

 

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 development 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  

Figure 11 
Results of question How would you rate the fun and engagement  you feel when using 
kahoot to learn English? 

 

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 
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Elaborated by Andrea Urrutia and Karina Flores. 

As for the collaboration of the 1BGU students in 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 

 

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 

 

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 
Improvement in Grammar 

 

Elaborated by Andrea Urrutia and Karina Flores. 

 

As can 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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Interaction with Content 

 

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 a low participation. 

Figure 17 
Reaction to Inmediate Feedback 

 

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 

74%

16%

10%
High participation

Moderate
participation

Low participation

77%

23%

0%

High participation

Moderate
participation

Low participation



8
7 

87 

 

 

Troubleshooting 

 

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 

 

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 

After two months of using the Kahoot platform in English classes, mainly to 
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improve and develop the use of English, a formative 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 Results of Post-Test Applied to Students 

Chart 16 
Resultados del Post-test 

Grade Number Percentage 

High (9-10) 24 77% 

Medium 

(6-8 

5 16% 

Law (1-5) 2 7% 

TOTAL 31 100% 

Table elaborated by Andrea Urrutia and Karina Flores. 

        Figure 12:  

Formative test score(Post-Test)  

 

Elaborated by Andrea Urrutia and Karina Flores. 
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The results reflected in Table 16 and Graph 12 show the positive impact of the 

Kahoot platform in the development 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 a medium level of progress, while 7% obtained a low level of progress. In 

conclusion, Kahoot contributed significantly to the improvement in the students' correct use 

of English. 

38 RESULTS AND 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 Municipal 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 a formative test (post-test) at the end of the research. 

38.2 Pre-Test 

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 corresponds to 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 Max Min            Range        SD 

5,68 5 8 9       2                   7           1,58  

Table elaborated by Andrea Urrutia and Karina Flores. 

  

As can 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 English is very low, there was no organization or correct structure when making 

sentences or paragraphs as well as a lack 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 

questions had a score of one point. Resulting in a final score of 10. 

        Post-Test Data 

Tabla 1 
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Post Test Data 

Mean Mode Median Max      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 final 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 

Pretest Posttest 
Difference between  

the means 

M SD M SD MD SD 

5,68 1.58 8.71 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 beneficial in 

achieving positive learning outcomes and also developed a favorable 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, as well as the 

possibility of distractions without adequate supervision. Thus, although Kahoot remains a 

useful tool, its impact is largely 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 allows 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 a remarkable and positive impact. Kahoot's 

approach to learning helps A2 learners effectively engage with the language by 
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encouraging a high 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 is recommended that teachers create quizzes tailored to A2 level learning 

outcomes, ensuring 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 a blended 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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