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Abstract  
The increasing integration of digital technologies in EFL classrooms has reshaped student learning experiences, particularly in 
primary education. This study investigates 18 multilingual third-grade students’ perceptions of Kahoot! as a gamified learning tool 
in English language activities. Adopting a qualitative study design, data were collected through semi-structured interviews and 
analyzed using thematic analysis. Findings indicate that students generally perceived Kahoot! as an engaging and motivating tool 
that enhanced classroom interaction, increased participation and interest during lessons. Participants also reported perceived 
improvements in vocabulary acquisition and overall English learning, suggesting that gamification may support both affective and 
cognitive aspects of language learning. These findings contribute to ongoing discussions on digital transformation in education and 
highlight the potential of gamified tools in supporting sustainable, student-centered pedagogical practices in primary classrooms. 
Importantly, the study addresses a gap in research on young students’ experiences and provides insights for teachers seeking to 
design meaningful, technology-enhanced language instruction. 
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1. Introduction 

The integration of technology in education has evolved significantly over the past decades. At the 
same time, traditional teaching methods are being challenged by the needs of modern learners, 
who respond better to interactive and technology-based environments (Mawarni et al., 2025). In 
response, approaches such as Computer-Assisted Language Learning [CALL] and Web 2.0 tools 
have transformed learning, while newer methods like Mobile-Assisted Language Learning 
[MALL], mobile learning and game-based learning continue to shape how students engage with 
content. Among these innovations, digital games have emerged as particularly powerful in 
enhancing academic performance and engagement (Göksün & Gürsoy, 2019). They are also 
increasingly discussed as tools that support sustainability-oriented educational practices, 
especially in relation to the digital transformation in education (Novo et al., 2024). According to 
Wang (2015), such tools support learning in several ways; they enable teachers to monitor student 
progress in real time and provide immediate feedback; encourage students to engage in across 
different subjects; and support the development of skills not always addressed through traditional 
instruction, to improve motivation and engagement.  

Building on this, particular emphasis has been placed on the role of game-based approaches in 
language learning, especially in English as a Foreign Language [EFL] context (Gil-Acirón, 2022). 
Language learning itself is a challenging process already and students may gradually lose interest 
and motivation over time. Researchers believe that incorporating educational games into the 
learning process is a potential solution (Lee & Hammer, 2011). One way to achieve this goal is 
through gamification platforms, such as Kahoot!. The incorporation of gamification into foreign 
language instruction has been associated with increased learner motivation, engagement, 
confidence, and persistence, while also helping to create more enjoyable and less anxiety-
provoking learning experiences (Amnouychokanant, 2025; Derveni & Wildová, 2026). When 
gamified activities incorporate collaborative and interactive tasks, they may also provide 
opportunities for peer interaction and socially supported language learning (Alzubi et al., 2024). 
But what exactly does gamification mean in actual practice? How can games be effectively used in 
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EFL classrooms? And most importantly, what do students themselves think about these 
approaches?  

1.1. Gamification and Game-based Student Response Systems  

To further elaborate, gamification has emerged as a student-centered educational method designed 
to meet today’s needs (Fahad Alzuhair & Mohammed Alkhuzaim, 2022). In learning 
environments, game design elements may include points, levels, challenges, feedback, rules, and 
progression structures designed to make learning activities more engaging and motivating 
(Hellberg, 2023). When these elements are meaningfully integrated into instructional design rather 
than added as isolated rewards, gamified activities can support students’ participation, enjoyment, 
and learning experiences (Rigzin, 2026). Common gamification features include challenges, points, 
levels, badges, and leaderboards or rankings, which can be combined and adapted to instructional 
goals and learner needs (Hellberg, 2023; Toda et al., 2019). Some of these features are self-focused, 
emphasizing individual achievement and personal progress. Others are social-oriented, promoting 
interactive competition or collaboration, such as through leaderboards. Social elements place 
students within a community where their accomplishments are visible, fostering a sense of 
competition that encourages active participation (Huang & Soman, 2013). Even when a game is not 
cooperative and there is no element of competition with others, players compete with themselves. 
By storing the score, students can observe the results they achieve and try to surpass their previous 
score, comparing how much their performance has improved from their previous attempts (Zhang 
& Hasim, 2023). Beyond its motivational benefits, gamification is increasingly viewed as a 
component of sustainable educational design that supports learners to act on complex challenges 
and participate in collaborative problem-solving (Spanellis et al., 2024). 

A key application of gamification in classrooms is through Game-based Student Response 
Systems [GSRSs], which engage learners by combining interactive technology with game elements 
to increase participation and attendance (Graham, 2015). GSRSs have been shown to offer real-time 
immediate feedback (Ebadi et al., 2023), while also supporting learner autonomy, even among 
quieter students (Licorish et al., 2018). These systems can be used in various ways (Wang, 2015). 
For example, they can serve as a review tool at the end of a lesson or as a pre- and post-lecture quiz 
to assess prior knowledge and measure learning outcomes. In addition, having students create 
their own quizzes encourages deeper learning, as it requires them to fully understand the content, 
design meaningful questions and answers and even create illustrative material. This process 
reinforces students to take on leadership roles by guiding their peers through the quizzes. 
According to Licorish et al. (2018), using GSRSs encourages students to reflect, experiment and 
apply knowledge, which aligns with Novak’s (1998) distinction between deep and surface 
learning. GSRS activities promote deeper learning by requiring students to think critically, reflect 
and receive feedback during and after activities. As a result, students become more engaged and 
are better able to apply their knowledge in real-life contexts. One of the most widely known GSRS 
learning platforms is Kahoot!. 

1.2. Kahoot! Game 

Kahoot! evolved from the Lecture Quiz research project initiated at the Norwegian University of 
Science and Technology in 2006 (Wang & Tahir, 2020). Several prototypes were developed and 
tested before Kahoot! officially launched in September 2013. In 2018, Kahoot! reported that by the 
end of 2017, its platform had over 70 million unique monthly active users and more than 1.6 billion 
players have played on it. It ranked 5th among the 40 most accessed digital learning tools 
(Adnyani et al., 2020). Once the Kahoot! quiz is set up, a unique game PIN is generated and 
students can join by entering the PIN on their devices without needing to register. The quiz is 
displayed on a shared screen, while participants answer in real-time on their devices. Teachers are 
able to develop their own quizzes as well as use and adapt questions generated by colleagues. 
Points are awarded based on the accuracy and speed of answers and leaderboards are shown after 
each question. After the game, students can view their scores and the top three are ranked on a 
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podium. Occasionally, the scoreboard highlights players outside the top five, such as those who 
have answered several questions correctly in a row or making a strong comeback. A lively lobby 
tune is played during this waiting period, setting the mood for the game. Detailed reports for 
assessment can be saved, including the number of correct answers, success rates and unanswered 
questions and students can rate the quiz and share feedback on their learning experience (Plump & 
LaRosa, 2017). 

The platform offers several practical and pedagogical advantages in the classroom. It is 
designed around key game elements such as challenge, fantasy and curiosity, to make learning fun 
and interactive (Wang, 2015). It is suitable for all ages, allowing teachers to quickly identify 
misconceptions and adjust instruction, while also allowing them to review student responses and 
support repeated practice (Wang & Tahir, 2020). In addition, this system is free and user-friendly 
and requires minimal technical preparation, making it easy for teachers to implement it (Shodiq & 
Prastowo, 2024). Students can access it on smartphones, tablets or computers without needing to 
create an account, which increases accessibility and participation. The platform supports the 
creation of quizzes, surveys and discussion questions, with adjustable response times to suit 
different learning needs (Plump & LaRosa, 2017). Furthermore, Kahoot! can be effectively used as a 
warm-up activity, helping to reduce negative feelings, such as anxiety and create a more relaxed 
and participatory classroom atmosphere (Ahmed et al., 2022). 

2. Literature Review 

In general, activities such as matching words and pictures, true or false or fill-in-the-blank, 
exercises that Kahoot! also incorporates, can foster emotional, behavioral and cognitive 
engagement. Over the years, despite the variety of approaches used, increasing attention has been 
given to students’ perceptions and emotional responses to gamified learning. A substantial body of 
research on Kahoot! has focused on university and higher education students, suggesting that 
game-based tools are particularly excellent choices in these contexts (e.g. Mawarni et al., 2025; 
Plump & LaRosa, 2017). These studies consistently highlight Kahoot!’s ability to transform 
classroom dynamics, making learning more interactive, motivating and enjoyable. For instance, 
Licorish et al. (2018) investigated students’ perceptions and found that it positively influenced the 
overall learning experience. Similar patterns have been observed in EFL university settings, where 
Kahoot! has been shown to even reduce classroom distractions, improve teaching quality and 
foster peer interaction (Truong & Dinh, 2024). Comparable findings have also been reported in 
secondary education (e.g. Adnyani et al., 2020; Ahmed et al., 2022). 

Studies examining students’ experiences with Kahoot! in primary EFL education environments 
remain relatively scarce. Some research in primary education has explored Kahoot! beyond 
language learning. For example, Çetin (2018) found that both students and their teacher perceived 
Kahoot! positively after classroom interviews, describing it as enjoyable, useful and effective for 
learning. Similarly, Rayan and Watted (2024) reported significant improvements in students’ 
understanding and motivation in elementary science classrooms. While these studies highlight the 
potential in various primary education settings, research specifically targeting English as a foreign 
language at these young ages is limited. One study involving fourth-grade students expressed 
greater enthusiasm during lessons with Kahoot!. Its interactive features with the visuals and the 
sounds promoted active participation and peer interaction, while also increased self-confidence, 
particularly among shy learners who felt more comfortable experimenting with language and took 
risks in the game-based environment (Harahap et al., 2025). Interesting findings were also reported 
by Cancino and Viguera (2024), who examined the effects of Kahoot! on vocabulary acquisition 
and self-efficacy among 5th grade EFL students. In a quasi-experimental design, both the 
experimental group using Kahoot! and the control group following traditional instruction, 
achieved similar gains in vocabulary knowledge. That result indicates that gamified approaches 
can be as effective as traditional methods. However, the experimental group showed a significant 
increase in self-efficacy, suggesting that while learning outcomes may be equivalent, gamification 
can boost students’ confidence and engagement. These findings underscore the value of 
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integrating gamification for EFL learning, ranging from simple card games to technology-based 
tools like Kahoot!, as it can indeed support both academic and affective aspects of learning. 

However, integrating Kahoot! into the classroom can present certain challenges that EFL 
teachers need to address. A common limitation, noted across gamified learning contexts and age 
groups, involves both pedagogical design and technical readiness. As a digital platform, Kahoot! 
requires a stable internet connection and technical issues such as error codes or system 
malfunctions can disrupt learning activities (e.g. Ebadi et al., 2023; Shodiq & Prastowo, 2024). 
Other challenges include the limited variety of activities and stress arising from competitive 
elements, which may overwhelm some learners (Harahap et al., 2025). In Çetin’s (2018) study, 
students rated the difficulty levels of the Kahoot! website, accessing reading the board, selecting 
answers and occasional timeouts that disconnected the application. Beginners without prior 
experience sometimes struggled to navigate its features effectively (Jannah, 2024). Furthermore, the 
game’s fast pace can limit opportunities for meaningful discussion; that prevents instructors from 
providing detailed explanations and reduces students’ ability to understand the reasoning behind 
answers (Pratolo & Lofti, 2021). Taken together with these challenges, its practical effectiveness 
relies on careful implementation and supportive classroom conditions (Truong & Dinh, 2024). 

Students’ perceptions of Kahoot! play a crucial role in determining its effectiveness as an 
instructional tool in English language learning. Luarn et al. (2023) noted that learners’ responses 
are closely linked to motivation and sustained participation in gamified environments, with 
positive perceptions fostering deeper involvement. However, research focusing on primary school 
students, particularly in EFL contexts, remains significantly limited, especially regarding students’ 
own experiences and opinions of Kahoot! use, highlighting a clear gap in the literature that this 
study aims to address. 

3. Research Aim & Questions 

This research responds to the identified gap by exploring students’ perceptions and experiences of 
using Kahoot! and examining how this interactive tool influences English as a foreign language 
learning, classroom motivation, overall dynamics and potential challenges in primary education. 
More specifically, it aims to investigate what third-grade students think about using Kahoot! and 
whether it could be effectively implemented as a regular learning tool in the future. The study is 
guided by the following research questions: 

RQ1: What are third graders’ attitudes towards the use of the gamification tool Kahoot! in 
English classes?  

RQ2:  In what ways does the use of Kahoot! influence students’ motivation towards English 
learning in third grade in primary school? 

RQ3: What are the perceived challenges of using Kahoot! as a learning tool in third-grade EFL 
classrooms from the students’ perspective? 

4. Methodology 

4.1. Research Design 

This study adopted a qualitative research design to explore in depth young learners’ perceptions 
of Kahoot! as a digital game-based learning tool. Qualitative research is inherently exploratory, 
focusing on understanding individuals’ attitudes, motivations, behaviors and experiences within 
specific contexts. This approach was considered appropriate, as it enables a deeper understanding 
of how students interpret and describe their learning experiences in a natural classroom 
environment (Creswell & Creswell, 2017).  

4.2. Participants 

The study involved 18 third-grade students (aged 8-9 years) learning English as a foreign language 
in a multicultural classroom at a private elementary school in the Czech Republic. Participants 
were selected through convenient sampling. One teacher facilitated access to the classroom and 
coordinated the schedule. Students’ first languages varied and they reported differing levels of 
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familiarity with mobile devices at home. At school, tablet use had been limited, as they were a 
recent addition to the classroom. Ethical approval was obtained from the school administration 
and informed parental consent and child assent were secured for all participants. Participation was 
voluntary and students could withdraw at any time without consequences. To maintain 
confidentiality, pseudonyms were assigned (e.g., “Participant 1” or “P1”). 

4.3. Instruments 

To address the research aim, data were primarily collected through semi-structured interviews, 
which allow for a balance between guided questioning and flexibility to explore emerging ideas. 
The interviews were conducted in a quiet setting to minimize distractions and ensure participants 
felt comfortable. Each interview lasted between 9 and 15 minutes. The interview questions were 
reviewed by the classroom teacher to ensure clarity and age appropriateness and minor revisions 
were made accordingly. Child-sensitive interviewing principles were followed throughout the 
process, ensuring that participants felt at ease and were able to express their views freely. The 
researcher that conducted the interviews encouraged open-ended responses and avoided leading 
questions, in line with ethical guidelines for conducting research with children (Cameron, 2005). 

The interview protocol consisted of two parts. The first included closed-ended questions on 
demographic characteristics, such as age, gender, years of learning English and familiarity with 
mobile devices. The second part focused on students’ experiences with Kahoot!, including their 
likes and dislikes and the impact of the tool on their motivation and English learning. The semi-
structured format also allowed for follow-up questions to gain deeper insights into students’ 
responses. 

In addition to interviews, classroom observations were conducted to provide contextual and 
behavioral data. These took place during the three 30-minute sessions over one week in which 
Kahoot! was implemented in English lessons. The researcher adopted a non-participatory role, 
intervening only minimally when necessary for clarification, in order to avoid disrupting the 
natural classroom dynamics. The Kahoot! quizzes used in the study typically consisted of 10-15 
questions in formats available in the free version (multiple-choice with up to four options and 
true/false). Questions incorporated multimedia elements such as images, music and themed colors 
and were aligned with the weekly lesson topics (e.g. recycling). 

Field notes were used to document students’ interactions, engagement, collaboration and 
emotional responses during the activities. To enhance the credibility of the findings, relevant 
documentation, including lesson plans, quiz materials, results and teacher notes on student 
participation, was also collected. The combination of interviews, observations and documentation 
enabled data triangulation, which provided a more comprehensive understanding of students’ 
perceptions and experiences. 

4.4. Data Analysis 

Data was analyzed using thematic analysis to identify patterns and themes. Interview responses 
were reviewed iteratively to identify meaningful segments relevant to the research questions. 
These segments were then grouped according to thematic similarities and assigned initial codes, 
which were further refined into broader themes. For example, a response such as “I like Kahoot! for 
English class” was coded as a positive attitude toward gamification use in EFL. These codes were 
then grouped into broader categories, such as perceived benefits, which contributed to the 
development of overarching themes. The analysis followed a data-driven approach informed by 
grounded theory principles; Braun and Clarke (2006) describe thematic analysis as a six-phase 
process and includes familiarizing oneself with the data, generating initial codes, searching for 
themes, reviewing and refining those themes in relation to both coded extracts and the entire 
dataset, defining and naming themes and finally producing the written report. 
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5. Results 

5.1. Overview of Students’ Experiences with Kahoot! 

The findings from the first part of the interviews provided insight into students’ background 
characteristics. Most participants (16/18) reported having access to a mobile phone at home, which 
they primarily used for communication with parents or peers, games for fun and videos, although 
usage was most of the time limited or supervised. The use of Kahoot! was relatively new for the 
students. It was introduced for the first time during the current academic year, following the 
school’s recent improvement of its technological infrastructure, including the provision of tablets. 
During the semester, students had minimal prior exposure to Kahoot! in class. This was useful in 
familiarizing students with the platform and clarifying how it functions and what was expected of 
them. Due to their age, they were capable of handling it. Therefore, for most participants, this 
experience represented their first meaningful interaction with the platform. The table below (Table 
1) summarizes the key categories and themes that emerged from the interviews, along with 
representative answers from students. 

Table 1  
EFL Learners’ Perspectives and Opinions on the Use of Kahoot! in English Language Learning. 
Category Theme Representative students’ responses (examples) 
Students’ attitudes 

toward using 
Kahoot! in English 
learning (RQ1) 

Enjoyment and positive 
learning experience 

 

P2: “We can learn English and have fun.” 
P13: “I learned new English words because of 
that.” 
P5: “I remember the answers more.” 

Influence on 
motivation and 
classroom 
participation (RQ2) 

 

Increased motivation and 
engagement 

 

P16: “I like to use Kahoot! because I am not bored 
when learning English in the class.” 
P8: “I was more active than if we get to do it with 
the notebooks.” 
P10: “I like to be the winner of the classroom! I 
like this the most.” 

Perceived challenges 
of Kahoot! (RQ3) 

Technical difficulties and 
time pressure 

P7: “The game stopped one time, I wanted to 
win, so I didn’t like this thing.” 
P11: “It was a bit stressful to read quickly and 
reply fast.” 

 

5.2. Perceptions of Using Kahoot! for English Learning  

Students’ responses show the positive impact of Kahoot! on their learning experience. All 
participants (18/18) expressed encouraging attitudes toward the use of the application, indicating 
a unanimously favorable perception. From a descriptive statistical perspective, this could reflect a 
100% positive response rate. However, to break this down, students consistently highlighted the 
enjoyable nature of the platform, frequently describing it as “very fun”, “I like it a lot!”, “exciting 
to play during the class”, etc. According to their opinions, Kahoot! made lessons feel more 
dynamic and less monotonous, contrasting with traditional teaching methods that they sometimes 
found boring or less stimulating. One interviewee mentioned; P2: “Lets only use tablets for the 
class”.  

In terms of perceived effectiveness, the majority of participants considered Kahoot! to be very 
effective in supporting English language learning, while others described it as a bit helpful. 
Variations suggest that students’ perceptions may differ depending on individual learning 
preferences and prior experiences with digital tools at home.  

For example, one student with the least exposure to English specifically remarked that, P:18 
“It’s way better and I can learn English more like this than books”. However, this student was also 
highly familiar with using digital devices, which may have facilitated the engagement.  

Several participants noted that Kahoot! helped them understand concepts more deeply, not just 
memorize content, as reflected in comments such as “it helps me understand better, not just 
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remember” and “I learn new things while playing”. In follow-up questions, 12 students mentioned 
that they learned new English words and found it easier to expand their vocabulary through 
Kahoot!.  

Many reported that Kahoot! helped them maintain focus during sessions; P12: “it helps me pay 
attention more because it is like a game”, while another student noted that P1: “it makes the 
English lesson more interesting and different. I feel like I want to learn English”. Students also 
reported that Kahoot! supported their understanding and knowledge retention. For example, P15: 
“I remember what I learned and the answers better when we use Kahoot!”.  

The use of tablets was noted as an appealing aspect of the activity, while others appreciated the 
design of the questions, as reflected in the comment, “the questions are nice” which features and 
the content design contributed to students’ overall positive experience. 

5.3. Influence on Motivation and Classroom Participation 

Regarding their motivation to learn English, participants reported that unlike traditional lessons, 
where participation is often limited to a few confident students, Kahoot! encouraged broader 
involvement, allowing nearly all students to actively contribute and engage with the content. Key 
factors contributing to this included the game’s interactive and competitive elements. Students 
appreciated the competitive environment, which motivated them to pay closer attention to class 
materials. Several students reported knowing there is a Kahoot! session is coming that would 
motivate them to review material in advance, reinforcing learning and preparation. 

In addition, Kahoot! appeared to support both extrinsic and intrinsic motivation. Several 
students were extrinsically motivated by scores and rankings. For instance, one participant stated; 
P9: “The only reason I want to achieve high scores is to win the podium”, P4: “I want my 
nickname on the scoreboard so that everyone can see and laugh at it”. These examples 
demonstrate the competitive features of Kahoot! can act as external incentives, encouraging 
students to participate actively and aim for high performance. Additional themes emerged related 
to this. For instance, the display of rankings was perceived positively, with one student 
commenting that “the first five ranking is very nice”.  

At the same time, Kahoot! stimulated intrinsic motivation by making lessons enjoyable and 
reducing classroom monotony. P3; “The class is quite boring, but Kahoot! reduces my boredom 
and motivates me to learn.”. Another added, “When playing games, I stay motivated and don’t 
even notice when it’s time for a break” (P12).  

Nearly half of the students, 8 students, reported increased self-confidence, particularly among 
typically shy learners. Kahoot! provided a supportive environment where mistakes were seen as 
part of the learning process and could be corrected instantly, encouraging learners to take risks. 
One student shared, “I feel more confident to answer because it’s okay if I make mistakes”, while 
another said, “I am not afraid to try”. Classroom observations supported these claims, showing 
that students who were generally reluctant to participate in speaking tasks became more active 
and voluntarily answered questions during Kahoot! sessions. 

5.4. Perceived Challenges of Kahoot! 

Although the overall findings of the study were largely positive, a small number of students 
reported certain challenges associated with the use of Kahoot!. As reflected in Table 1, a few 
participants mentioned minor technical issues, such as temporary screen freezing or delays when 
connecting to the platform. While these issues occurred infrequently and were quickly resolved, 
they caused some negative feelings during the activity.  

P6: “Also another thing is that sometimes the screen stacked, not automatically because of the 
internet but just for a moment because of the tablet, so I felt stressed because in Kahoot! indeed it 
counts how fast you reply, but in the end, it did not seem a problem.” 

Another drawback identified relates to the competitive nature of the platform. Although 
competition was generally perceived as motivating, some students reported experiencing mild 
stress or pressure to respond quickly and achieve high scores. This time pressure occasionally led 
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to rushed answers, increasing the likelihood of mistakes despite students understanding the 
content. In particular, 5 students who had less contact with handheld devices, expressed the need 
to “reply fast” or “think quickly” which may have limited deeper processing of questions for some 
individuals. It may, in some cases, unintentionally discourage some students.  

These two reasons were the most important ones stated by participants about their concerns 
regarding the application. Importantly, when asked whether they would like to use Kahoot! again, 
all students responded with a “yes” and remained willing and even eager to use Kahoot! or using 
tablets with other games in future lessons. 

6. Discussion 

This study set out to explore how third-grade primary students experience and perceive the use of 
Kahoot! in EFL classroom. By addressing the research questions, the findings provide insight into 
the role of gamified learning in elementary education, illustrating how digital tools can transform 
everyday lessons into more engaging and interactive learning experiences. At the same time, the 
study highlights the challenges perceived by young learners, offering practical implications for 
teachers seeking to implement such tools effectively in the future and contributing to broader 
discussions on the sustainable integration of digital transformation in education systems.  

To begin with, no gender differences were observed in students’ perceptions of Kahoot!, which 
is consistent with previous findings (e.g. Chiang, 2020). This suggests that the platform may be 
equally engaging across genders in primary educational settings. However, the present study 
indicates that technological familiarity may act as a mediating factor in students’ engagement. 
Learners with greater prior experience using digital devices appeared more confident and 
responsive during activities, highlighting the importance of considering digital competence when 
implementing such tools. In contrast, years of learning English did not appear to significantly 
influence students’ perceptions, suggesting that the motivational appeal of Kahoot! may operate 
independently of language proficiency at this stage. 

One of the most significant findings of the study is that the use of Kahoot! increased students’ 
motivation and engagement, with participants reporting greater enthusiasm when learning 
English through Kahoot! quizzes. This finding aligns with previous research (e.g. Harahap et al., 
2025; Licorish et al., 2018; Özdemir, 2025), which emphasizes Kahoot!’s capacity to enhance 
motivation by transforming routine language tasks into enjoyable experiences. However, this 
effect may be particularly pronounced among younger learners, for whom interactive and game-
like elements provide immediate feedback and stimulation, which are often less present in 
traditional textbook-based instruction. Observational evidence from the present study further 
reinforces these findings, as students were seen leaning forward, raising their hands eagerly and 
remaining focused on tasks, indicating heightened attention and reduced boredom during the 
activity (e.g. Derveni & Wildová, 2025).  

In addition, participants consistently described Kahoot! as a fun and highly interactive learning 
tool. Its features, including visuals, sound effects and scoring systems, appeared to encourage 
active peer collaboration, contributing to a lively and engaging classroom atmosphere. This 
finding supports Harahap et al. (2025), who argue that Kahoot!’s multimodal design can promote a 
sense of community through positive social interaction. However, the current study suggests that 
these effects may be particularly meaningful in primary classrooms, where students are more 
responsive to sensory-rich and game-like environments, which are central to sustainable 
educational development.  

Students who were typically less confident appeared more willing to participate during Kahoot! 
activities, suggesting that it might have helped reduce performance anxiety. This may be explained 
by the informal and playful nature of the platform, where mistakes are perceived as part of the 
game rather than as failure. In line with Ahmed (2022), such environments can lower affective 
barriers, allowing learners to engage more freely and supporting both participation and 
knowledge development. Apart from that, many participants reported that Kahoot! supported 
their vocabulary development, as they were able to learn new English words and retain them more 
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effectively through repeated exposure and interactive practice which has been also reported in 
Cancino and Viguera (2024). As a result, students not only became more engaged but also 
demonstrated increased confidence in using English during classroom activities. This highlights 
the need to fully embed technology into instructional design to create sustainable, student-
centered learning environments, rather than treating them as isolated technological additions. 

Providing opportunities for anonymous participation can encourage wider classroom 
involvement by creating a sense of safety and reducing fear of making mistakes (Wang & Tahir, 
2020). In Kahoot!, students are able to choose their own display names, allowing them to remain 
anonymous if they wish. However, in contrast, findings from the present study suggest that 
anonymity was not a primary concern for participants. While some students reported using 
nicknames for fun, most did not perceive anonymity as necessary for their participation. Instead, 
the competitive features of Kahoot!, such as scoring and ranking, appeared to play a more 
significant role in driving engagement. Students were motivated by the desire to achieve higher 
scores and compare their performance with peers, indicating the influence of extrinsic motivation. 
This finding aligns with Tao and Zou (2023), who argue that competitive game elements can act as 
external stimuli that enhance student participation and motivation. 

A common challenge reported in many studies using Kahoot! and mobile learning more 
broadly is unstable internet connectivity (e.g. Adnyani et al., 2020). In this study, however, Kahoot! 
was used only for a short period, so connectivity issues were minimal, occurring only once or 
twice and quickly resolved. A few students mentioned that the screen froze for a couple of 
seconds, but the problem had little impact. Nevertheless, internet stability remains a potential 
concern. The time pressure associated with Kahoot! was also identified as a potential limitation. In 
the present study, some students reported that the need to respond quickly led to rushed answers, 
increasing the likelihood of mistakes despite understanding the content. In some cases, this may 
unintentionally discourage participation or shift the focus from understanding to speed. Similar 
concerns have been raised in previous research (e.g. Pratolo & Lofti, 2021), which highlights that 
the fast-paced nature of gamified tools can restrict reflection time and affect learning quality. 

7. Conclusion 

This study adds to the growing body of literature on gamified learning by exploring the use of 
Kahoot!, one of the most widely known apps, in elementary education, with a particular focus on 
K-12 English as a foreign language. In this sense, it contributes to the development of sustainable, 
technology-integrated pedagogical practices by highlighting students’ perceptions of gamified 
digital tools, showing that learners themselves experience these tools as meaningful for learning in 
primary EFL classrooms. The findings indicate that Kahoot! can be an effective instructional tool 
for third-grade learners, improving motivation and confidence while supporting language 
learning in an interactive and enjoyable way. Incorporating gamification into EFL instruction 
allows teachers to turn standard lessons into dynamic, participatory experiences, while reducing 
negative emotions often associated with traditional classrooms. This highlights the value of 
Kahoot! as a practical tool for teachers and underscores the need for continued research on 
gamified learning in younger ages. 

However, several limitations should be acknowledged. The relatively small and convenient 
sample limits the generalizability of the findings and the focus on a single educational context and 
age group may not fully represent broader classroom realities. In addition, conducting the study 
within a limited geographical scope restricts the extent to which conclusions can be applied across 
diverse educational systems. Furthermore, the effectiveness of Kahoot! may vary depending on 
subject matter, instructional design and classroom conditions, as well as frequency of use, for 
example the relatively short timeframe used in the study. Future research should therefore involve 
larger and more diverse samples across multiple countries to provide more robust and 
generalizable insights, particularly within a broader European context. Longitudinal studies are 
also recommended to examine the sustained impact of gamified learning over time in both 
primary and secondary education. Additionally, exploring perspectives beyond students, such as 
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teachers and parents, could offer a more comprehensive understanding of the role of mobile 
learning tools in education. 
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