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THE USE OF KAHOOT! IN MARITIME ENGLISH LANGUAGE
TEACHING

Abstract. One of the most developed sectors of the world economy is the
modern merchant fleet. English is the basic tool of communication with other
vessels, coastal stations, coast guards and seafarers. To work safely and effectively
on board, the seamen must be familiar with the maritime terminology, be able to
communicate English fluently. This is why, in modern higher educational
institutions much attention is paid to English language for specific purposes and the
development of speaking competency of marine specialists.

The introduction of gaming technologies in Maritime English lessons not only
solves the problem of student motivation, but is also an effective tool for enhancing
and consolidating knowledge of vocabulary and grammar. One example of the use
of new information technologies is the Kahoot! platform, the use of which helps to
use electronic resources to diagnose students' knowledge at Maritime English
lessons in an interactive form. Kahoot! is a completely new service for creating
online quizzes, tests and surveys. Students can complete the tests created by the
teacher on tablets, laptops, smartphones, that is, from any device with Internet
access. Photos and videos can be included into the tasks created by Kahoot!. To
participate in testing, students must open the service and enter a PIN code that is
provided by the teacher from his computer. Answer options are represented by
geometric shapes. One of the features of Kahoot! is that it is possible to duplicate
and edit tests, which allows the teacher to save a lot of time. In addition to quizzes,
the teacher can use Kahoot to start discussions on a single question, or to conduct a
poll on several questions and then start a debate.

The article analyzes the features of the Kahoot platform and suggests
exercises that can be used in maritime English classes for navigators.

Keywords: Kahoot!, discussion, quiz, motivation, activation, navigator,
Maritime English.
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BUKOPUCTAHHS KAXYT! Y HABUAHHI MOPCBHKOI
AHIJINCBKOI MOBH

AnoTtanisi. OHI€0 3 HAWOLIBI PO3BUHEHUX TATy3€i CBITOBOI €KOHOMIKH €
CyYaCHUW MOPCBKHMI TOproBuil (ioT. AHrJiliCbKa MOBa € OCHOBHUM CIIOCOOOM
CHOUIKYBaHHA 3 IHIIMMHM CyJHamMHu, OEpEeroBUMHU CTaHIISIMU, NpalliBHUKaMU
OeperoBux CiIy>k0 Ta wieHaMu ekinaxy. Jjist 6e3neku Ha CyJIHI Ta sIKICHOI poOoTH
MOPSIK MOBUHEH 3HATH CIIEIliali3oBaHy JICKCUKY 1 TEPMIHHM, sIKI BKUBAIOTHCS Ha
OOpTy CyJHa KOXKEH JICHb, BMITH BUIBHO CHIJIKYBAaTHCS aHTJI1HCHKOI0 MOBOIO. Came
TOMY B CY4YaCHUX BHIIMX MOPCHKHX HaBYAJIbHUX 3aKjaJax BeJiMKa yBara
OPUAUIAETECA BUBYEHHIO CIICIIAII30BAHOT aHTJIIACHKOI MOBU Ta PO3BUTKY
MOBJICHHEBOT KOMIIETEHTHOCTI MOPCHKHX (haxiBIIiB.

BrpoBamxeHHsT irpoOBUX TEXHOJOTIA Ha 3aHATTSIX 3 MOPCHKOI aHTIIHCHKOL
MOBU HE€ JIUIIE BHUPINIye MNpodIeMy MOTHBAIlli Y4HIB, a W € edeKTUBHUM
IHCTPYMEHTOM I aKTHBI3allll Ta 3aKpIIUIEHHS 3HAaHb 3 JIEKCHUKU Ta IPaMaTHKU.
OpuH 13 MPHUKIIA/IiB BAKOPUCTAHHS HOBHUX 1H()OPMALIHUX TEXHOJIOT1H — maaTdgopma
Kahoot!, 3acTrocyBanHs sSiIK0i JooMarae BAKOPUCTOBYBATH €JIEKTPOHHI PECYPCH AJIs
JIarHOCTUKM 3HaHb CTYJEHTIB Ha 3aHATTAX 3 MOPCHKOI aHIIIIMCHKOI MOBU B
iHTepakTuBHIN (opmi. Kahoot! — ne abconoTHO HOBUI cepBic JUisl CTBOPEHHS
OHJIAlH BIKTOPUH, TECTIB Ta ONUTYyBaHb. CTYIEHTH MOXYThb BIANOBIJATH Ha
CTBOpPEHI BHUKJIQJlaueM TECTH 3 IUIAHIIETIB, HOYTOYKiB, cMapT(]oHiB, TOOTO 3
OyIb-sikoro npuctporo 3 aoctynom ao Iarepuery. CtBopeni B Kahoot! 3aBganus
JIO3BOJIAIOTh BKJIIOUMTH y HUX (dororpadii ta Bimeodparmentu. s ydacrti y
TECTyBaHHI CTYJIEHTU MPOCTO MOBUHHI BIIKpUTHU cepBic Ta BBecTu PIN-kon, sikuii
IpeACTaBIIsIe€ BUKJIaAa4 31 CBOro Komm'torepa. BapianTu BiamoBiael mpeacTaBieHi
reomeTpudHuMU ¢irypamu. Onniero 3 ocoOmmBocTedt Kahoot! € moximuBicTh
nyOII0BaTH Ta pearyBaTu TECTH, 1110 JO3BOJIS€ BUKIIaAauy 3a0IauTH 6araTo yacy.
Kpim BikTOpuH 32 nonomororo Kahoot Mo)kHa 3amyckatu AMCKYCli, pO3MOYaBIIN
O0OTOBOPEHHS 3 OJHOTO MUTAHHS, a00 MPOBECTH OMHUTYBAaHHS 3 KUIBKOX MHUTaHb, a
HOTIM pO3M0YaTH J1e0aTH.

Y crarri mpoanamizoBaHo ocoOnuBocTi  1iatrdpopmu  Kahoot Ta
3aMpONOHOBAHO BIPABH, K1 MOXKYTh OyTH BHUKOPHUCTaHI Ha 3aHATTIX 3 MOPCBHKOI
AHTJIINCBKOT MOBH JUIs1 CYyTHOBO/II1B.

Kmouosi cioa: Kahoot!, nuckycis, BIKTOprHA, MOTHBAIlisl, aKTHBI3allis,
CYJHOBO/I1}, MOPChKa aHTJIIHChKa MOBA.

Problem statement. Nowadays, the development of technology and internet
has been widely applied in education. The use of World Wide Web over the past
decade has been dramatically increased because of Internet-based Language
Learning (IBLL) [5]. Keeping students interested and engaged in current topics or
activities is a daily challenge for teachers in the classroom. One of the advantages
of IBLL is that it provides new possibilities for assisting teachers to successfully
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meet this challenge. Teachers have been urged to choose alternative ways to promote
language learning with interactive strategies and methods [9]. Although the potential
of internet resources for educational use has not been fully explored yet and the
average educational institutions still make limited use of computers and internet
resources, it is obvious that society has entered new information age in which the
links between technology and teaching of English as a foreign language have already
been established [1].

However, it is not just using computers or projectors that can satisfy or
motivate students. Therefore, teachers and institutions have realized the need to
utilize technological tools within the classroom. This realization has directed
teachers and experts to use mobile phones and tablet computers to facilitate language
learning. Consequently, it has created the term gamification, which can be described
as the practice of using game-like mechanics in non-game contexts and Mobile
Assisted Language Learning, which is described as language learning that deals with
mobile devices and technology [18].

The implementation of educational gamification as learning tools in teaching
and learning activities has contributed to increase students’ engagement and
motivate them in the learning process as well as providing an opportunity to increase
problem-solving and critical thinking in the classroom [10]. Gamification is defined
as the implementation of game mechanics and principles in non-game contexts. It is
usually linked to support students in learning process by taking advantages of human
tendency of being competitive. Thus, they can compete with one another to get a
certain result in learning process [7]. One of educational gamifications which is well-
known is Kahoot!.

The purpose of the article. This article aims to investigate using of
educational online game Kahoot! for teaching Maritime English.

Recent research and publications. Gamification was investigated by many
scientists. K. E. Cameron, L. A.Bizo defined “Kahoot! as a popular online
multiplayer real-time quiz package that allows students and lecturers to measure
learning in an engaging, immediate, entertaining and anonymous manner” [3].

M. E Auer and D. Guralnick think that Kahoot! is a game-based learning
platform that allows students to view classes as a fun game rather than a boring or
required component of their studying. Kahoot! game is also known for being a fun
and educational platform that engages students with quizzes and questions related to
their studies [2].

M. Djannah stated that the using of Kahoot! game as learning media is
efficient and it makes students more active at the lessons and increases their
motivation [6].

In A. Omrane’s opinion Kahoot! is a technology educational platform that
consists of games and fundamental questions. It facilitates the creation of questions,
responses, and graphs, allowing for group discussion, argument, and immediate
feedback in a classroom context. Students enjoy Kahoot-based teaching and learning
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activities because they are hilarious, interactive, social, and engaging, especially for
younger students [13].

Rif’atul Fitri Supa’at defined Kahoot! as a game-based student response
system that turns the classroom into a game show. The teacher asks questions on the
classroom screen using a laptop or computer, and students respond using their
mobile devices [16]. Kahoot! is an online game that was created to address obstacles
in the learning process by encouraging students to pay more attention, collaborate
more effectively, feel more at ease while learning, and be more motivated [14].

Researchers L. Mahbubah and S. Anam defined such characteristics of
Kahoot!. Online: Kahoot! is a learning application that can be accessed online using
an internet connection as the main requirement to enjoy the features provided.
Multiplayer: It allows us to use the application with more than one player that leads
to creating a competitive atmosphere among other players. Real-time: Kahoot! is
used for direct activity in a direct meeting to get direct feedback among users.
Measuring learning: Users can utilize Kahoot! to measure how well students
understand the topic and materials by giving responses to questions provided.
Engaging: Kahoot! increases users’ involvement and participation in the game-
based learning activity. Immediate: Users can get direct feedback while playing
Kahoot! as a game-based learning platform. Entertaining: Using game-based
learning platforms, such as Kahoot! can help us to create a learning atmosphere
becoming more enjoyable and fun. Anonymous: Users are allowed to set their
nicknames whatever it is in case they want other users unrecognizing them in the
play when they are willing to join quizzes on Kahoot! [11].

Scientists T.Jueru, R.F. E Silva and S. Ferrao have mentioned some
principles regarding the success of gamification, including Kahoot! application.
Those principles are: 1) integrating various game elements to facilitate many users
with different reactions, 2) encouraging the user with intrinsic motivation,
3) providing challenges and quests, 4) being able to be customized, 5) being visible
progression to mastery, 6) providing feedback, 7) availability of competing factors,
classification/ level-up, status, access/ unlocking content, 8) letting users to freedom
of choice and fail, 9) immersive learning, 10) new identity or roles, 11) being easily
accessed, 12) time restriction, and 13) constant evolution [7].

In line with the principles, games are considered as effective media to
minimize students’ boredom because games combine thought and action to
accomplish purposeful behaviors or goals [15]. Therefore, the idea in setting non-
game context into game-like environment, such as implementing Kahoot! in learning
English, can motivate students in learning.

Keeping students engaged in teaching and learning activities is a challenge.
However, integrating game-based learning platforms, such as Kahoot! can help
teachers to create a positive atmosphere in classroom activities. Feeling motivated
shown by students has affected their positive actions regarding their response in the
learning environment [19].
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Main text. Research has shown that students’ engagement and collaboration
when Kahoot! is used is relatively high. Students enjoy participating using Kahoot!
in language based activities as the content is appealing and fun. Kahoot! urges the
participants to answer questions quickly and correctly. Students also compete with
their peers in real time and this gives them a sense of competition. The features of
Kahoot! also enable teachers to analyze and assess if students truly understand the
learning material covered through the use of Kahoot! quizzes and surveys.

Kahoot! provides teachers the ability to track student performance in the
games and to reassess and make relevant adjustment in their teaching approaches in
some instances. Teachers are able to utilize Kahoot! that was initially made by public
users or even create their own Kahoot! platforms for their very own teaching
activities. In language classrooms, these features of Kahoot! and the flexibility
offered by Kahoot! allow teachers to create unique lessons that are fun and effective
as well as monitor their students’ progress through quizzes and surveys.

Kahoot! allows teachers to run game like multiple-choice answer quizzes in
real time. The teacher can make true/false or yes/no questions; ask which sentence
Is grammatically correct/incorrect; can have the students choose odd word/sentence
out; ask questions about synonyms, opposites and examples (or not examples — e.g.
which sentence below is NOT an example of present perfect). Include more than one
correct answer to make the task harder.

The teachers (as well as students) can either create their own quizzes or find,
use, and/or remix public quizzes. Each question can be set in different time limit
(5,10,15 or 20 seconds) per question, depending to the difficulty of the question. The
types of question differ from True or False question, or question with four options.
The options are designed with different symbols and colors. The question can also
be supported by images or videos which makes it even better because teachers can
add pictures so that it can attract the students’ attention to the game.

Questions, along with answer choices, are projected onto a classroom screen
while students submit responses using a personal device (mobile phones). The
energized, game-like atmosphere comes from the use of bright colors and
suspenseful music. Liveliness in the game or quiz escalates as updated ranks appear
on the class scoreboard after each question; personal point’s data is sent to each
device [17].

The Team Mode mixes things up and allows groups of students to cooperate
with each other and compete against other teams. Playing a game of Kahoot doesn't
involve an account, only a game PIN from the main screen and a name. However,
students can create accounts, and there are some serious privacy concerns.

Kahoot! can be utilized as a diagnostic activity. Before starting the teaching
process at the beginning of the academic semester, teachers can use a short Kahoot!
quiz to understand what and how much learners know or remember from their
previous learning experiences. Namely, teachers can prepare a Kahoot! quiz
covering the possible target vocabularies or linguistic forms of the language level
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that have been taught and will be introduced in the academic year. Then, the students
can be directed to work in pairs or small groups to do the Kahoot! quiz. That’s how
Kahoot! may replace traditional paper-based quizzes to detect learners’ levels as
well as guiding them to get to know each other [9].

Kahoot! can also be used as a warm-up activity before starting a new topic in
class. The teachers can prepare a short vocabulary activity related to the unit's topic
or the course material on Kahoot! to activate what students know about that topic.
Integrating Kahoot! as a warm-up activity is also likely to change the classroom
dynamic, which is usually driven by the coursebook activities in which learners are
required to discuss the topic to activate their prior knowledge. For example, before
starting a module to teach cleaning of bulker holds, the teacher can include some
visuals and multiple-choice questions, gap-fills, or True-False questions to activate
learners’ previous knowledge about types of cargo and ship construction.

Besides, Kahoot! can be part of flipped learning. Students can be required to
read a text online or in the Student’s book, listen to a recording or watch a video
before the lesson, and later, teachers can check their understanding by using Kahoot!
during the class. The teacher shouldn’t stop at showing the correct answer to make
sure he\she is teaching the students reading/listening skills rather than just testing
them. The teacher should get the students to support the correct answer with a
passage from the text. He \ she may ask the students why incorrect answers are
incorrect. If the majority of the class didn’t get the right answer, the teacher may go
over the text again, demonstrate the reasoning — think aloud as one goes over the
answers, discarding incorrect ones and choosing the right one(s).

By implementing Kahoot! as a part of flipped learning, teachers can use class
time more efficiently and help students become more autonomous by taking up some
responsibilities to maintain the lesson's flow. Additionally, with the help of Kahoot!,
the routine and the possible boredom that may be resulted from typical checking
understanding activities can be eliminated.

Additionally, Kahoot! can be employed as a review activity. The teacher can
prepare a quiz or a questionnaire on Kahoot! to evaluate and identify students’ level
of achievement, and the teacher can provide feedback to students. Instead of handing
out traditional paper-based gap-filling activities to analyze how much they
remember the previously taught topics, students can be provided with a short review
activity in which they not only revise the topic but also enjoy while competing with
their peers.

Finally, instead of assessing students through traditional paper and pen
quizzes or tests, teachers can use Kahoot! to see their progress. Students can also be
informed about their strengths and weaknesses that they need to focus on. Using
Kahoot! as an assessment tool can be a new and enjoyable way to evaluate the
students’ learning and it is a less stressful way to assess [9].

To create a task, there are four formats — a quiz (quiz), a game with mixed
answers (jumble), a discussion (discussion), and a survey (survey). Quiz. This is the
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most common type of Kahoot, epitomizing game-based approach to learning
English. There is no limit to the number of questions in a quiz. Each question can
have an associated picture or video, and 2 - 4 multiple choice answers. There must
be at least one correct answer (but more can be chosen), and the time-limit for each
question can be individually set from 5 seconds to 2 minutes (Fig. 1, student’s book
Catch the Wind, module 2 Navigational Equipment).

What part of Inmarsat is it?

16

ANSWErs

A omnidirectional antenna 4 compact transceiver

& mo _1 |
A .{..-,,;_}.J-._H_r_.L -.-,_.~_~:~H--

W M GNSS receiver
Fig. 1. Use of Kahoot' for teaching topic “Use of Inmarsat-C”

Aside from being a great way to engage and focus a whole room of students,
quizzes can be used to formatively assess the knowledge of each individual in the
room, and adapt their learning accordingly. They can be used to track progress of
individuals over time, and inspire learners to enquire further by creating their own
quizzes [17].

Students answer questions displayed on their personal device (computer,
mobile phone), motivated to answer correctly and score the most points. The faster
someone answers a question correctly, the more points they get. The top 5 highest
points scorers are displayed on the leaderboard at the front in-between each question,
and the ultimate winner is shown at the end (if the activity is conducted in the
classroom with multiboard). Results, including who answered what for each
question, can be downloaded afterwards.

Trivia quizzes be a fun way to test students on non-language related matters.
For example, teacher can use Kahoot! quiz to familiarize the students with their
textbooks and other materials. Alternatively, trivia can be related to the institution \
crewing agency — teacher could have the students read a brochure or a website of the
university (e.g. Kherson State Maritime Academy) and then do a quiz on the
university’s facilities, rules etc.
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Discussion (previously ‘Quick poll’). Discussions are designed to do exactly
what they say - facilitate a conversation. They are simply one quick question,
statement or quote with no right or wrong answer, which can have an associated
picture or video. Students should express their opinions on current affairs, divisive
topics etc. Once again, if it’s a question players answer them on their personal
device. There is still a time-limit to answer within, however no points are involved.
The collective results of the question are displayed at the front, acting as the basis
for the discussion.

Survey. There are no limits to the number of questions in a survey. Each
guestion can have an associated picture or video, and 2 - 4 multiple choice answers
- however there are no right or wrong answers. They are just like traditional surveys
except questions are asked in real-time to those present who answer on their personal
devices. The results of each question can be debated there-and-then, and all survey
results can be downloaded at the end.

Kahoot! recently added a video feature to its website, meaning that teacher
can add YouTube video to the question (Fig. 2, student’s book Catch the Wind,
module 1 Navigation in Confined Waters).

What would you do if you were ferry OOW?

22

Answers

0 50

Fig. 2. Use of Kahoot! for teaching topic ““Navigation in Polar Waters”

The teacher would only need the ID of the YouTube video as well as the time
to start and end of the video clip. Teachers can add more questions to their quiz by
clicking the “add question” button. The students must complete the question before
they move on to creating the next question.

Kahoot! also gives teachers the choice to duplicate questions if the teacher
wants to create a similar question. From experimenting with the website, users can
add many questions to their quizzes or surveys. After all the questions have been
created, users then can preview their questions. On this preview screen, they are able
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to reorder the questions that they have created as well as edit their questions if
needed. When the questions are in the desired order, users then are able to adjust the
settings, such as privacy if they want to make the Kahoot! public or private, difficulty
level such as easy, intermediate, advanced and the primary audience which can be
school, university, business and many more. The last step is to select a cover image
or cover video. This is done in the same way of adding an image or video to a
question. Then, the created Kahoot! is ready to use with students [8].

Kahoot! offers a method of giving feedback almost instantly without the
teacher having to interrupt students’ engagement in the activity. For language
learning, this is essential as students are able to continue the task and assessment
uninterrupted but yet receive immediate feedback. Students can also create their own
surveys and quizzes to show understanding of the subject matter. Teachers can use
this too as an assessment for student learning by looking at the type of questions the
students created, as well as what answer choices were created and visual
representations that were associated with the different questions (Fig. 3, student’s
book Catch the Wind, module 2 Navigational Equipment) [12].

ECDIS reproduces the stowing data for last 12 hours

Answers

4 True

Fig. 3. Use of Kahoot! for teaching topic ““Electronic chart display and
Information Systems (ECDIS)”

Kahoot is suitable for teaching English the three features (quiz, survey and
discussion) could be used as assessment, ice breaker and tool to stimulate students’
discussion in any specific subjects in English. Teachers are free to select the mode
of Kahoot! that they desire to use in the classroom. For instance, in teaching
speaking, discussion and survey can be used. Quiz can be used in teaching
theoretical subjects such as: linguistics, grammar, reading, and so on.

Kahoot works best with short, quick response questions. It is a great tool for
learning terminology (Fig. 4, student’s book Catch the Wind, module 1 Navigation
in Confined Waters).
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What towing method is it?

Answers

Players, type your answer!

Fig. 4. Use of Kahoot! for teaching topic “Towing methods in Polar waters”

Teacher may survey the students about something that is discussed in the
module of study. For example, at Case study lesson teacher could display picture of
accident and some reasons that could cause such situation. The students in pairs
would select the reason that best, in their opinion, fits the picture and prove their
ideas. After that the whole class discussion can be conducted.

Conclusion. Kahoot! as a cognitive tool in the teaching and learning process
has given positive impact on students to lead them to become more motivated and
engaged. These advantages lead the effective learning. Teachers may use Kahoot!
to introduce new topics, assess previously taught material or use as a preparation for
an exam. Teachers may create quizzes, conduct surveys and discussions with the
help of Kahoot!. It can be used to monitor each student’s knowledge and to identify
areas where the students would benefit from more one-to-one teaching, but it is more
generally used as a break from traditional classroom activities.

References:

1. Agarwal, M.K. (2009). Internet-based English learning and teaching.
http://journal.kolegija.lt/iitsbe/2010/Agarwal-internet-1 TSBE-2010-1(8)-3-7.pdf [in English].

2. Auer, M. E, Guralnick, D. (2018). Teaching and learning in a digital world. VVol. 1. New
York: Springer International Publishing, 813 [in English].

3. Cameron, K. E., Bizo, L. A. (2019). Use of the game-based learning platform
KAHOOT! to facilitate learner engagement in animal science students. Research in Learning
Technology, vol. 27, 1-14 [in English].

4. Catch the Wind: \ [I. Kulikova, I. Kutsenko, T. Pindosova, V. Smelikova, O. Tsyganenko].
Kherson: KSMA Science Park “Maritime Industry Innovations” Ltd, 2021, 180 [in English].

5. Chen, Y. L. (2008). A mixed-method study of EFL teachers’ Internet use in language
instruction. Teaching and Teacher Education 24, 1015-1028 [in English].

6. Djannah, M., Zulherman, Z., Nurafni, N. (2021). Kahoot! game application for
elementary school students: implementations of learning process from distance during pandemic
period of COVID 19. Journal of Physics. Retrieved from: https://www.researchgate.net/publication/
349300682_Kahoot_Application_for_Elementary School_Students_Implementations_of Learning_
Process_from_Distance_during_Pandemic_period_of COVID_19 [in English].



http://journal.kolegija.lt/iitsbe/2010/Agarwal-internet-IITSBE-2010-1(8)-3-7.pdf

Kyprar «Hayxoei innosauii ma nepedosi mexHoA0Zii» Mo 1(15) 2023
(Cepis «/epacasne ynpasninnsy, Cepis «IIpasoy,
Cepisa «Exonomixay, Cepia «llcuxonoeiay, Cepisa «lledazoeixay)

7. Jueru, T., Silva, R. F. E, Ferrao, S. (2019). Success factors for using gamification in
language teaching. Retrieved from: https://www.researchgate.net/publication/339711260
Success_factors_for_using_gamification_in_language_teaching [in English].

8. Kaur P., Naderajan R. (2019). Kahoot! in the English language classroom. South East
Asia Journal of Contemporary Business, Economics and Law, vol. 20, issue 6, 49-54 [in English].

9. Kiyangigek, E., Uzun, L. (2022). Gamification in English language classrooms: the case
of Kahoot! Science, Education, Art and Technology Journal, vol. 6(1), 1-13 [in English].

10. Licorish, S. A., Owen, H. E., Daniel, B., George, J. L. (2018). Student perception
Kahoot. Research and Practice in Technology Enhanced Learning, vol. 13(9), 1-24 [in English].

11. Mahbubah, L., Anam, S. (2022). Students’ perceptions on the implementation of
Kahoot! in English language teaching. Lingua Scientia, vol. 29, no. 1, 23-32 [in English].

12. Medvedovska, D., Skarlupina, Y., Turchina, T. (2016). Integrating online educational
applications in the classroom. European Humanities Studies: State and Society. Retrieved from:
https://essuir.sumdu.edu.ua/handle/123456789/51797 [in English].

13. Omrane, A., Kassmi, K., Akram, M.W., Khanna, A., Mostafiz, Md I. (2021).
Sustainable entrepreneurship, renewable energy-based projects and digitalization. Florida: CRC
press, 344 [in English].

14. Purba, L. S. L., Sormin, E., Harefa, N., Sumiyati, S. (2019). Effectiveness of use of
online games Kahoot! game chemical to improve student learning motivation. Journal Pendidikan
Kimia 11, no. 2, 57-66 [in English].

15. Putu, Tressya S., Sudirman, S., | Putu, Indra K. (2017). The Effect of using Word Clap
game on the vocabulary mastery. Lingua Scientia, 25(1), 2017. Retrieved from:
https://www.researchgate.net/publication/335098074 THE_EFFECT_OF _USING_WORD_CL
AP_GAME_ON_THE_VOCABULARY_MASTERY [in English].

16.Supa’at, R. F., Narulita, E., Kanoklada (2018). Digital learning implementation using Kahoot
application on biotechnology of plant in Mattayom 1. Bioedukasi XVI, no. 2, 108-112 [in English].

17. Susanti, S. (2017). Fun activities in teaching English by using Kahoot! 2nd
International Seminar on Education 2017 Empowering Local Wisdom on Education for Global
Issue. Batusangkar, 453-458 [in English].

18. Sutrisna, I. P. E., Ratminingsih, N. M., Artini, L. P. (2018). Mall-based English
instruction. Journal Pendidikan Indonesia, no. 7(1), 30-40 [in English].

19. Wang, A. I, Tahir, R. (2020). The effect of using Kahoot! for learning — a literature
review. Computers and Education. Vol. 149. Retrieved from: https://www.sciencedirect.com/
science/article/pii/S0360131520300208?via%3Dihub [in English].

Jimepamypa:

1. Agarwal M.K. Internet-based English learning and teaching. 2009.
http://journal.kolegija.lt/iitsbe/2010/Agarwal-internet-11 TSBE-2010-1(8)-3-7.pdf.

2. Auer M. E, Guralnick D. Teaching and Learning in a Digital World. Vol. 1. New York:
Springer International Publishing, 2018, 813 p.

3. CameronK. E., Bizo L. A. Use of the game-based learning platform Kahoot! to facilitate learner
engagement in animal science students. Research in Learning Technology, Vol. 27, 2019, p. 1-14.

4. Catch the Wind: \ [I. Kulikova, I. Kutsenko, T. Pindosova, V. Smelikova,
O. Tsyganenko]. Kherson: KSMA Science Park “Maritime Industry Innovations” Ltd, 2021, 180 p.

5. ChenY. L. A mixed-method study of EFL teachers’ Internet use in language instruction.
Teaching and Teacher Education 24, 2008, p. 1015-1028.

6. Djannah M., Zulherman Z., Nurafni N. Kahoot! game application for elementary school
students: implementations of learning process from distance during pandemic period of COVID 19.
Journal of Physics, 2021. https://www.researchgate.net/publication/349300682_Kahoot
Application_for_Elementary_School_Students_Implementations_of Learning_Process_from_Di
stance_during_Pandemic_period_of COVID_19.



https://www.researchgate.net/publication/335098074_THE_EFFECT_OF_USING_WORD_CLAP_GAME_ON_THE_VOCABULARY_MASTERY
https://www.researchgate.net/publication/335098074_THE_EFFECT_OF_USING_WORD_CLAP_GAME_ON_THE_VOCABULARY_MASTERY

Kyprar «Hayxoei innosauii ma nepedosi mexHor0Zii» Ne 1(15) 2023 -

(Cepis «/Jepoicasne ynpasninnsy, Cepis «IIpasoy,
Cepia «Exonomixay, Cepia «Ilcuxonoeiny, Cepia «Iledazoeikay)

7. Jueru T., Silva R. F. E, Ferrao S. Success factors for using gamification in language
teaching, 2019. https://www.researchgate.net/publication/339711260 Success_factors_for_
using_gamification_in_language_teaching

8. Kaur P., Naderajan R. Kahoot! in the English language classroom. South East Asia
Journal of Contemporary Business, Economics and Law. Vol. 20, Issue 6 (Dec), 2019, p. 49-54.

9. Kiyangigek E., Uzun L. Gamification in English language classrooms: the case of
Kahoot!. Science, Education, Art and Technology Journal, Vol. 6(1), 2022, p. 1-13.

10. Licorish S. A., Owen H. E., Daniel B., George J. L. Student perception Kahoot.
Research and Practice in Technology Enhanced Learning, Vol. 13(9), 2018, p. 1-24.

11. Mahbubah L., Anam S. Students’ perceptions on the implementation of Kahoot! in
English language teaching. Lingua Scientia. Vol. 29, No. 1, 2022, p. 23-32.

12. Medvedovska D., Skarlupina Y., Turchina T. Integrating online educational
applications in the classroom. European Humanities Studies: State and Society. 2016.
https://essuir.sumdu.edu.ua/handle/123456789/51797.

13.0mrane A., Kassmi K., Akram M.W., Khanna A., Mostafiz Md |. Sustainable
entrepreneurship, renewable energy-based projects, and digitalization. Florida: CRC press, 2021, 344 p.

14. PurbaL.S. L., Sormin E., Harefa N., Sumiyati S. Effectiveness of use of online games
Kahoot! game chemical to improve student learning motivation. Journal Pendidikan Kimia 11,
no. 2, 2019, p. 57-66.

15. Putu Tressya S., Sudirman S., | Putu Indra K. The Effect of using Word Clap game on
the vocabulary mastery. Lingua Scientia, 25(1), 2017. https://www.researchgate.net/publication/
335098074 THE_EFFECT_OF_USING_WORD_CLAP_GAME_ON_THE_VOCABULARY _
MASTERY.

16. Supa’at R. F., Narulita E., Kanoklada. Digital learning implementation using Kahoot
application on biotechnology of plant in Mattayom 1. Bioedukasi XVI, no. 2, 2018, p. 108-112.

17. Susanti S. Fun activities in teaching English by using Kahoot! 2nd International
Seminar on Education 2017 Empowering Local Wisdom on Education for Global Issue.
Batusangkar, 2017, P. 453-458.

18. Sutrisna I. P. E., Ratminingsih N. M., Artini, L. P. Mall-based English instruction.
Journal Pendidikan Indonesia, no. 7(1), 2018, p. 30-40.

19. Wang A. |, Tahir R. The effect of using Kahoot! for learning — a literature review.
Computers and Education. Vol. 149, 2020 https://www.sciencedirect.com/science/article/pii/
S0360131520300208?via%3Dihub.




