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Advent of information communication 
technology has brought lot of tools to enhance 
the teaching, learning process such as open 
access, online learning management system, 
course management system and open 
conferencing system. Kahoot is a platform of 
learning based on gamification for interactive 
learning among the academic community. 
Kahoot is used to review the student’s 
knowledge and assess the understanding of 
learning apart from the traditional classroom 
teaching. It improves the learning performance, 
classroom dynamics and students teachers’ 
attitude. This paper explores the salient features 
of Kahoot application and the working 
mechanism in the teaching and learning 
environment. It also explains the steps to create 
various quiz, discussion and assessment during 
the classroom teaching pedagogy. 
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I. INTRODUCTION 

 
Kahoot is a platform that allows students to access their knowledge through game-based learning during 
classroom events. It's an open source student response system for conducting exams, conversations, and 
grading students' comprehension. Furthermore, it is a real-time programme that displays the question on 
a shared screen; students or players responds to the questions using their smart phones, tablets, or 
computers. This tool aids in the creation of multiple choice questions/quizzes, polls, and surveys that are 
presented as real-time data and get responses from students during classroom sessions. There is a lot of 
evidence that helps students' involvement, learning experience, perception, and anxiety in their 
community. It divides the class into smaller groups, questioning the audience, using an audience 
responsive system and introducing cases that students can work on, using written material, organising 
debates, reaction panels, and guest talks, using simulations , role plays by adopting video and 
audiovisual aids, and using effective presentation skills. These are all features that make lectures more 
interactive and effective. (Steiner & Snell, 1999). 
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Key Factors of Kahoot 
 

 
 
 
The Kahoot programme provides the following four models for the fun-based interactive learning 
platform. Examples include substitution, augmentation, modification, and redefinition. Instead of taking 
a traditional paper quiz, the student takes a Kahoot quiz at the end of the unit to answer questions. 
Augmentation reality applications in Kahoot work as a direct tool to replace a formative assessment with 
the ability to add video and images during a quiz in order to tap into the student's knowledge and reach 
different kind of learning styles. Students can now take advantage of pre-made Kahoot quizzes created 
by others to supplement their learning. Redefinition in Kahoot allows an unlimited concurrent number of 
students or players to take part in a survey/ quiz in real time. 
 

Working Mechanism Kahoot Application  
Following are the steps to build a quiz to work in Kahoot application, starting with logging onto Kahoot, 
importing multiple choice questions, question representation, connecting students, and analysing student 
responses. It also clearly depicts the numerous types of reports that may be used to make decisions based 
on student replies, making them more engaged and motivated. 
  
To play Kahoot, the teacher facilitates through a web browser on a digital device linked to a huge display 
that everybody in the room can view to access the app which provides a variety of options when starting 
the game, including whether to play it as a player vs player or team vs player game mode, as well as 
lobby music selection. The launch configuration provides option such as enabling/disabling a name 
generator, shuffling the order of questions, random the order of answers, 2-step join, displaying game pin 
throughout game, It shows minimised introduction, followed by  automatically moving questions, and 
requiring players to re-join after each Kahoot. 
 
The next step is list of game-modifiers has evolved over time based on user feedback and the name 
generator is added to prevent students from using unpleasant nicknames, and the 2-step join is 
implemented to prevent outsiders from "crashing" a game. It has always been vital to ensure that 
students learning experiences are fun and engaging while still allowing teachers to maintain control over 
the process.  
 
Once the game has been launched, further process is students to join the game. It is noted that students 
do not need to log into Kahoot , they must utilise the web browser on the Kahoot app to enter a game PIN 
(a unique ID for that specific game). Once the students nicknames are entered, they will appear 
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animatedly on the lobby screen, and a counter displays the number of players and will be updated by 
time to time. The teacher has the authority to dismiss a player if she or he uses any insulting nicknames.  
 
In order to create the students in the mood for the game, Kahoot lobby music will be played during the 
lobby session. Once the game is started by hitting the "Start" button on the lobby screen by the teacher, 
the game is on for playing the quiz. There are three stages to the gaming session. On a different screen, 
only the question will be displayed at first, followed by the questions and responses, as shown in the 
screenshot in figure 5. A countdown clock and the number of right answers are displayed on this screen. 
At the same time, music is played that is tuned to the amount of time players have to answer, with a 
count-down click for every second. The music becomes increasingly forceful at the end of the response 
period which motivates students to give five responses before the time runs out. To end the answering 
period, teachers can use the "skip" option. 

 
The screen in the middle of Fig 6 displays the allocation of answers as well as the correct one. The next 
step is the score board, which displays the top player. Each question in a Kahoot game will go through 
these three steps until all of them have been answered. By skipping questions, the host can potentially 
finish the game early. On a platform, students will rate the quiz on a five point scale of one to five stars 
depending on what learning experience, whether they are happy or sad. 
  

 
 
 

Figure 1: Kahoot- Home Page (https://Kahoot.com) 
 

The above screen shot shows the Kahoot login platform, home page and the various option in the 
application to generate quiz, discussion and polls.  
 
 
 
 
 
 
 
 
 
 
 

https://kahoot.com/
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Figure 2: Kahoot – Dashboard 

 
Figure 2 shows the Kahoot dashboard which displays the number of players attended the quiz, the 
questions answered and time taken for answering the questions.  
 

 
 

Figure 3: Adding questions/Feedback 
 
Figure 3 shows how to create a new quiz by selecting the option create and displays the various options 
like formative assessments, discussion with polls, teaching with slides, gaming with puzzle and to 
discuss the new topics. 
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Figure 4: Sample Quiz Questions Page 
 
Figure 4 displays the various options to create quiz questions like multiple choice questions, True or false, 
poll, open ended questions and brain storming sessions topics. There is an option to insert the different 
kind of kind also.  
 
 

 
 
Figure 5 Shows the Question preview page and who are all the player taken the quiz, time duration, 
status of the answered question and points scored for the question.  
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Figure 6: Compact View of quiz Summary in Dashboard 

 
Figure 6 depicts the quiz summary in the Kahoot dashboard which shows the number of questions 
posted and the status of the questions answered, summary, players and the feedback option. It has two 
different views such as expanded view and compact view.  
 

 
 

Figure 7: Expanded View of Quiz Summary in Dashboard 
 
Figure 7 shows the expanded summary of quiz questions reflected in Kahoot dashboard. It also expressed 
the detailed idea about the players and questions launched.  
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Figure:8 Report Generation 
 
Figure 8 Shows the various report generation option in Kahoot and description of reports in excel format.  
 

 
 

Figure 9: PIN to Join the Quiz 

 
Figure 9 shows the notification to the students to join via Game pin in Kahoot. Player can see a lobby 
screen, where instructions about to go to Kahoot Application and enter a game PIN. As they join, the 
students can see their nicknames appear on screen. Then Click ‘start’ once everyone’s joined.  
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Challenges of Kahoot 
Among the major roadblocks are technical issues, trouble seeing questions and answers on a projected 
screen, time duration, pressure to answer , fear of losing, and difficulty in catching up if a wrong 
response. It's tough to correctly and quickly answer multiple-choice questions and the consequence of 
whether or not the answer is accurate and points awarded is uncertain. The genuine answers are hidden 
until all students have given their comments which create a difficult time limit for students to respond 
and the chance that some students would simply guess the solution to get a high score. 
 

Positive Outcomes of Using Kahoot 
The positive outcome of using Kahoot application effects on motivation, engagement, concentration, 
perceived learning, attention, enjoyment, satisfaction, and confidence. With respect to teachers, Kahoot 
facilitates motivation and user friendly. It is a motivating tool which supports teachers' instructive work 
in class and also can assess students' knowledge in real-time. Kahoot helps to increase student motivation 
and stimulates students to speak in class, involve class participation and reduces teacher workload. 
Kahoot enhances teacher-student and student-student contact and also making it more conducive to 
active participation in class; it also creates a better classroom atmosphere and making it easier to answer 
questions in class. 
 

II. CONCLUSION 
 
Kahoot has expanded the way of gamification in learning process through which students are getting 
involved in active learning and make more attentive. The technical advancements with respect to 
augmentative reality provides a channel by sounds and graphics, as well as points, scoreboards, and a 
podium, all of which should contribute to a fun and satisfying educational experience. However, having 
students create their own quizzes before allowing them to host them is the most effective way to use 
Kahoot. Students must come up with relevant questions, accurate responses and most demanding of all, 
"realistic" incorrect replies, developing acceptable questions needs students' complete understanding of a 
subject. 
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