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Abstract 
 
This study aimed to analyse the effectiveness of using the computer tool Kahoot for foreign language learning 
in higher education, as well as to address the problem of students' lack of motivation in learning English. This 
study hypothesised that using the Kahoot app in foreign language classes would improve students' motivation 
through its engaging approach. To test this hypothesis, a survey was conducted among students who had studied 
English using this tool. The results showed that students who used the Kahoot app in the classroom were 
significantly more motivated to learn English. This was made possible by the app's ability to vary the learning 
tool depending on the needs of the students, which encouraged their active participation in the learning process. 
The effectiveness of Kahoot as a tool in higher education for learning foreign languages is promising. Its engaging 
and interactive format, instant feedback, and collaborative learning opportunities make it a valuable tool for 
enhancing language learning. However, it is important for teachers to be aware of its limitations and complement 
it with other activities to ensure comprehensive language development. Overall, Kahoot can be a valuable 
addition to the language learning toolkit in higher education. 
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Resumen 
 
Este estudio pretendía analizar la eficacia de la herramienta informática Kahoot para aprendizaje de lenguas 
extranjeras en la enseñanza superior, así como abordar el problema de la falta de motivación de estudiantes 
para aprender inglés. La hipótesis de este estudio era que el uso la aplicación Kahoot en las clases de lenguas 
extranjeras mejoraría la motivación de los estudiantes gracias a su enfoque atractivo. Los resultados del estudio 
mostraron que los estudiantes que utilizaban la aplicación Kahoot en clase estaban mucho más motivados para 
aprender inglés. Esto fue posible gracias a la capacidad de la aplicación de variar la herramienta de aprendizaje 
en función de las necesidades de los estudiantes, lo que fomentó su participación activa en el proceso de 
aprendizaje. La eficacia de Kahoot como herramienta en la enseñanza superior para el aprendizaje de lenguas 
extranjeras es prometedora. Su formato atractivo interactivo, la retroalimentación instantánea y las 
oportunidades de aprendizaje colaborativo lo convierten en una herramienta valiosa para mejorar el aprendizaje 
de idiomas. Sin embargo, es importante que profesores sean conscientes de sus limitaciones y complementen 
con otras actividades para garantizar un desarrollo lingüístico integral. En general, Kahoot puede un valioso 
complemento para aprendizaje de idiomas en enseñanza superior. 
 
Palabras clave: eficacia institucional, evaluación, formación a distancia, formación del profesorado, 
herramientas informáticas. 

 

1. Introduction 
 
The transformation of higher education in Ukraine that took place during the Covid-19 pandemic and 

subsequently in light of the full-scale war is the main reason for the development of a comprehensive and 
inclusive assessment of all learning resources (Yuzyk et al., 2019). The forced transition to distance learning 

requires “quality of education”. The Ministry of Education of Ukraine emphasises that “quality refers to all 
functions and activities of higher education: teaching and curriculum, research, students, computer tools, 
equipment”. In addition, in the context of distance learning, assessment is necessary to improve its quality 

(Ivaniuk & Ovcharuk, 2020). Thus, to talk about the evaluation of higher education is to improve its quality 
through internal assessment and external review by independent experts (Ovcharuk et al., 2022). In 
addition, talking about quality also means talking about the evaluation of learning aids, which, according 

to Zhorova, Kokhanovska, Khudenko, Osypova & Kuzminska (2022), is considered to be an intentional and 
socially organised act leading to the development of a value judgement. Ovcharuk (2020) explains that 
assessment is also a way of positioning ourselves, it allows us to measure the reality of acquisitions for 

both teachers and students.  
 
Today, digital technologies are an integral part of our environment (Martynenko et al., 2023).  

 
However, the use of digital technologies in educational institutions is still quite marginal (Tao & Zou, 2023). 
Thus, the purpose of this paper is to analyse the effectiveness of Kahoot as a computer-based tool for 

learning foreign languages in higher education and to address the problem of students' lack of motivation 
in learning English.  

 
The opportunity provided by the Kahoot app to vary the learning tool during English classes improves 
students' motivation in the context of English language learning (Tsekhmister, Kotyk, Matviienko, Rudenko 

& Ilchuk, 2021). From this perspective, it was hypothesised that using the Kahoot app in foreign language 
classes would improve students' motivation due to its engaging approach. 
 

2. Literature review 
 
According to research in the field of education, the term 'routine' is often used to refer to a set of organised, 

defined, and stable means that form the basis for repetitive actions in response to a recurring problem 
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(Cárdenas-Moncada, Veliz-Campos & Veliz, 2020). Devices are tools created to respond to a problem. A 

distance learning system is typically characterised by the separation or physical distancing of the teacher 
and student during teaching (Kasap, 2023). 
 

Orhani (2023) emphasizes the significant shift towards integrating technology to meet contemporary 
educational demands. Kahoot is situated within a broader trend of innovative educational practices. This 
context enriches the discussion around Kahoot, underlining its role as a bridge between traditional and 

modern learning paradigms. It supports its potential to enhance language learning through engaging and 
interactive methods. 
 

However, the term 'distance learning' is much more difficult to define (DeMatthews, Reyes, Solis Rodriguez 
& Knight, 2023). According to research, the term distance learning is being used less and less and is 
gradually being replaced by the term e-learning (Lin et al., 2023). The latter term reflects the desire to 

consider both distance and e-learning in order to explore the process and devices that are related to it 
(Vasylyuk-Zaitseva, Kosenyuk, Tanasiichuk & Boyko, 2023). However, since in our study, we are interested 

in the impact of Kahoot's effectiveness in improving foreign language skills, regardless of how the user 
uses the device (in person or at a distance), we will use the term “distance learning”.  
 

The research by Iskakova (2023) on using electronic technologies for individualized education aligns with 
evaluating Kahoot's efficacy as a language learning tool. Iskakova (2023) findings emphasize the 
importance of digital tools in accommodating diverse learning needs, mirroring the potential of Kahoot to 

enhance language education through interactive and accessible methods. This connection underscores the 
broader educational value of implementing versatile technologies like Kahoot in higher education, especially 
for students with special needs, advocating for adaptive learning environments. 

 
Measuring the effectiveness of a particular learning tool can be difficult, as many people have different 
ideas about the meaning of the measurement (Ovcharuk, 2020). However, we believe that in a broad 

sense, it is possible to formulate a hypothesis that the distance learning system is more effective than the 
traditional system due to new technological capabilities and tools (Zhorova et al., 2022). In our opinion, 
since the assessment of efficiency depends on the personal perception of the person measuring it, this 

efficiency can be very diverse. Often, the evaluation is limited to the ease of measurement and achievement 
of the goal for each instrument (Yolida & Marpaung, 2023). In fact, evaluating effectiveness means 
examining the extent to which the goals of a “process” are achieved. 

 
Alharthi (2020) distinguishes between two types of Kahoot effectiveness: institutional effectiveness and 

individual effectiveness. Individual efficacy implies that the user is in the centre of attention and becomes 
an active agent in achieving their goal. The study of individual efficacy involves analysing the impact of 
various factors, such as available information about the device, learning strategies, optimal use, and 

satisfaction, on the user's achievement of their own goals (Mgonja & Kambuga, 2023). 
 
The research conducted by Martynenko et al. (2023) provides a foundational understanding of the broader 

applications and implications of digital technologies, offering valuable perspectives for the incorporation of 
tools like Kahoot in higher education. It underscores the need for a comprehensive strategy that embraces 
current and future digital tools to improve engagement and learning efficacy, reflecting a shared trajectory 

between marketing and education towards greater digitalization and personalization. 
 
The findings from Rakhimov & Mukhamediev (2022) reinforce the value of investigating and implementing 

digital solutions like Kahoot within higher education to leverage technology's full potential in enriching 
educational experiences. 
 

On the other hand, the institutional effectiveness of a system is the effectiveness that is of interest to 
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higher education. - Eduweb, 2024, enero-marzo, v.18, n.1. /152-163 



 

Revista de Tecnología de Información y Comunicación en Educación • Volumen 18, N° 1. Enero-marzo 2024 
 

  155 

 

Eduweb, 2024, enero-marzo, v.18, n.1. ISSN: 1856-7576 

designers, policy makers, or system owners in order to achieve their defined goal (Kiyançiçek & Levent, 

2022). It assesses the extent to which learning objectives are achieved. The peculiarity of institutional 
effectiveness is that it concerns the impact of the learning mechanism itself on the goals set by the 
educational institution. It also decides whether these goals are achieved by the device rather than the user. 

Institutional effectiveness is determined based on five indicators, which include: 
 

1. Internal effectiveness, which is traditionally measured by success rates or knowledge assessment 
results. 

2. External effectiveness, which reflects the relationship between the diploma and the possibility of 

successful integration into the labour market. 
3. Equity, as measured by the access and performance of students from different social and economic 

groups compared to the general population. 

4. Efficiency, which compares financial efforts, such as tuition costs per student, with expected outcomes, 
such as the ratio of successfully completed courses to all courses. 

5. Quality of learning and teaching, which is assessed based on the satisfaction of users such as students 

and alumni (Tsekhmister et al., 2022). 
 
In related work, von Lautz-Cauzanet (2018) evaluates IFADEM to measure its impact on the evolution of 

English language skills. Thus, the author refers to institutional effectiveness as the organisational interest 
in the impact of learning on skills, with internal effectiveness as an indicator. Indeed, when we study the 
contribution of a pedagogical device to improving learning, knowledge, or skills evolution, we measure its 

internal efficiency. This indicator is usually assessed based on testing (Zhorova et al., 2022) and evaluated 
“in terms of improving students' academic performance” (Ovcharuk et al., 2022). 
 

In terms of effective devices, Kahoot is an online application for creating interactive quizzes. It is free (but 
there are paid versions with more options) and requires the teacher to create an account (Bakhmat & 

Smorgun, 2022). Quizzes are in the form of MCQs, with questions and answers. Answers are created by 
the teacher. To make full use of this app in the classroom, the classroom should be equipped with a 
computer with a projector and an internet connection, as the quizzes are projected onto the board by the 

teacher from the classroom computer. While students can answer questions using a tablet, smartphone, or 
computer. Teachers can set different parameters depending on their learning objectives (Alharthi, 2020). 
 

In addition to offering a fun way to learn in real-time, the app also allows teachers to assess each student's 
level of learning by using an end-of-class quiz that displays each student's performance. Using the Kahoot 
app at the end of a class allows the teacher to conduct formative assessment (Wang & Tahir, 2020). It also 

gives students the opportunity to evaluate themselves by seeing live how well they and their peers did on 
the task.  
 

3. Methodology 
 
An experiment was conducted by questionnaire among 140 students studying at different higher education 

institutions of Ukraine and in different specialties (among students of law and law enforcement, among 
future specialists for police units, and Germanic philologists). However, since the purpose of the experiment 

was to prove the effectiveness of Kahoot for learning foreign languages, namely to prove its impact on 
motivation, the paper describes only the experiment conducted among students of future police officers. 
 
Data Collection 
 
Statistical methods such as chi-square tests were used to analyze the relationship between different 

variables, such as gender, age, mobile phone ownership, and motivation to use digital tools. These tests 
helped to determine if there were significant differences between groups in terms of their motivation levels. 
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The responses from the questionnaire were coded and entered into a statistical software program for 

analysis. Each response was given a numerical value for ease of analysis. The binary responses (yes/no) 
were coded as 1 for yes and 0 for no. The open-ended questions where students had to justify their choices 
were categorized and analyzed qualitatively to gain a deeper understanding of their motivations. The 

experimental group consisted of 15 first-year students. The group consisted of 2 girls and 13 boys with an 
average age of 16.5 years. All students in this group had smartphones. Their general level of English at the 
time of the experiment was A2 (fig. 1): 

 
Figure 1. 
Participants age-sex data 
 

 
Source: author’s development.  
 

Validity and reliability of the data collection instrument were ensured through several means. The 
questionnaire used was designed based on the research objectives and was pilot tested to ensure clarity 

and relevance of the questions. The questions were also reviewed by experts in the field of language 
learning and motivation to ensure their validity. The anonymity of the survey ensured that participants 
were comfortable providing their honest opinions without fear of judgment. The reliability of the study was 

also enhanced through the use of standardized procedures for data collection and analysis. The 
experimental group was predominantly male, with only 2 female students. The majority of students in the 
group had smartphones, which may have influenced their familiarity with technology. Additionally, their 

English level was at an A2, indicating a basic understanding of the language. 
  
Study Instrument 
 
Although a foreign language is considered a professional subject in their curriculum, they are often reluctant 
to learn it. And, as a result, it is quite difficult to interest and motivate these students to study this subject, 

which is why it was important to conduct a field study with a not the strongest group. To answer the 
research question, we observed students' behaviour during Kahoot quizzes. 
 

To obtain observable and concrete signs of motivation among students, a questionnaire was conducted. 
The questionnaire was designed to gather the opinions of all students about the effectiveness of Kahoot 
and to analyse the factors that influence their motivation. The questionnaire was in the form of statements 

to which the student had to tick “yes” or “no” and then justify their choice by indicating why they ticked 
the box. Students had to explain why they chose that particular answer. The survey was anonymous so 

that students felt free to answer and did not fear being judged. This type of questionnaire seemed 
appropriate because it made it easier to process the results because of the binary responses.  
 
Statistical Management 
 
The study design was an experimental study that focused on the impact of Kahoot on motivation among 

0 2 4 6 8 10 12 14

Boys

Girls

Boys Girls
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students studying to become future police officers. The variables measured included gender, age, mobile 

phone ownership, motivation to use digital tools, and attitudes towards using Kahoot in class. Analyses 
were performed to determine the relationships between these variables and the impact of Kahoot on 
student motivation. The statements in the proposed questionnaire were chosen for a specific purpose. The 

first four statements were related to gender, age, parental occupation, and mobile phone ownership. Their 
purpose is to shed light on whether there are differences in students' personal contexts that could explain 

differences in their motivation to use digital tools. Statement 5 “Using my personal phone in English 
motivates me” and statement 6 “I need help to use my mobile phone when doing digital tests in class” are 
analysed in parallel. The statements are aimed at finding out whether it is the use of the digital tool, i.e. 

the phone itself, that affects motivation. This influence can be both a driving force and a hindrance to 
student motivation. 
 

Statement 5, “I prefer a more traditional class without the use of the Kahoot platform, such as an oral 
survey,” should be analysed in relation to statements 7, 8, and 9 (“I feel more motivated to work in a class 
with Kahoot,” “I enjoy the class with Kahoot,” “Time passes faster in a class with Kahoot”). This time, the 

goal was to find out whether the use of the Kahoot app affects student motivation. With statements 12 “I 
am afraid that my mistakes will be visible on the screen when I use Kahoot in class” and 13 “When I use 
Kahoot in class, the fact that my grade is projected in front of everyone motivates me”, we tried to find out 

whether this can affect students' motivation, whether in the form of fear or pride.  
 
To collect responses, a questionnaire was distributed to students after an English class. 

 
To avoid bias, including imitation due to novelty, as well as frustration due to lack of proficiency, the 
questionnaire was distributed after two months of Kahoot sessions with students.  

 
Ethical Considerations 
 
The study followed rigorous research methodology to ensure the validity and reliability of the findings. The 
data analysis techniques used were appropriate for the research questions, and the study design allowed 

for replicability in future research. The ethical considerations taken into account also ensured that the rights 
and well-being of the participants were protected throughout the study. The researcher followed all the 
necessary ethical considerations for this study. Ethical approval was granted after obtaining permission 

from the management of the higher education institution. In addition, the study participants were informed 
that there were no risks associated with participating in this study. Participation in the study was also 
anonymous. A full explanation was provided to all participants before completing the questionnaire and 

they were asked to give their voluntary consent before filling in the questionnaire. 
 
4. Results and discussion 

 
Before presenting the results, it is important to note that some students did not take the questionnaire 
seriously, as they did not try to answer all the questions or justify their answers as suggested in the 

questionnaire. The results are presented in percentages for ease of reading (the number of students who 
took part in the survey was 11 (as 4 of them were ill at the time of the survey), so it is easy to convert the 

percentage to the number of students if necessary, i.e. 9% equals one student). The first four statements 
were general information that helped us to get to know the students who answered the questionnaire to 
facilitate the analysis of the results. 

 
The aim of this study was to highlight differences in students' personal contexts that might explain 
differences in their motivation to use digital tools. The first statement was used to identify the gender of 

the participating students. 
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100% of the students who responded were male, due to the absence of 4 students. Therefore, in this 

study, we are not able to make a comparison with the female gender to see if any gender-specific factors 
may affect motivation. The second statement concerned their age. 
 

It turns out that 55% of students are 16 years old, 36% are 17 years old and 9% are 18 years old. The 
average age is 16.5 years. The students are quite close in age, which is normal as they study in the same 
group. Again, this study did not allow for comparisons with students of different ages to see if motivational 

factors change depending on the maturity of the students (fig. 2): 
 
Figure 2. 

Data with percentage distribution of age among students 
 

 
Source: author’s own development. 
 

The third statement was an open-ended question about the parents' occupation to determine the social 
background of the students who answered the questionnaire. All students who answered the questionnaire 
came from modest social backgrounds. Thus, it is possible to compare them with more affluent families to 

see whether the family's standard of living affects motivation.  
 
The fourth statement was about having a mobile phone. “If so, do you use it for work at home? Please 

specify what activities” and “If yes, do you use it for work during English classes? Please specify the 
activities you do”. The aim here is to find out whether the acquisition of Kahoot skills is related to previous, 
traditional experiences, which could lead to bias in the study.  

 
All students who answered the question have mobile phones 100%. However, all the questionnaires show 

that mobile phones are used only in English classes. 
 
Thus, the use of mobile phones in the classroom still seems to be rather marginal. The survey also showed 

that 10 out of 11 students use their mobile phones to work at home, including 8 to search for information 
on the Internet and 3 to watch videos of classes. We can see that almost all of them use their phones as 
a working tool when they are at home. 

 
The following statements were no longer relevant to the students' personal context, but they all related to 
the use of Kahoot in the foreign language classroom. Statement 5 “Using my mobile phone in class 

motivates me” and statement 6 “I need help to use my mobile phone when we do digital quizzes in class” 
were to be analysed in parallel. The aim was to find out whether the use of a digital tool influences students' 
motivation. 

 
The results show that almost three-quarters of students are motivated to use their phones and 9% are not 
motivated to use their phones, with no answer. Most of the students who answered yes did not give a 

reason for their answer, with the exception of one student who said it was because she could help herself 

55%
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and another because “it improves the atmosphere”. Thus, it can be said that in general, it is the use of the 

digital tool Kahoot, whether on a computer or on a mobile phone, that motivates students. This may also 
be due to the fact that they feel freer to use an object that helps them, but also because the foreign 
language class takes on a less traditional aspect.  

 
The sixth statement aimed to find out whether students had difficulties using their phones that could 

interfere with their learning. 
 
It turns out that more than half of the students do not need help, 27% did not answer the question and 

18% need help. None of the students gave a reason for answering “no”. As for the “yes” answer, one 
student said it was because he was “not sure of the answer”. So, we can say that overall, the use of Kahoot 
during the class was very positive.  

 
For statements 7, 8, and 9 (“I feel more motivated to work during class using Kahoot”, “I have more fun 
during class using Kahoot”, “Time passes faster during class using Kahoot”), the aim was to find out 

whether the Kahoot app itself influences students' motivation in learning English.  
 
Students unanimously preferred using the Kahoot platform in class to more traditional learning tools by 

100%. This can be attributed to the motivation associated with using their phone, as well as what they 
gain from using the Kahoot app itself. This is exactly what the hypothesis of the paper highlights. 
 

The results show that all students answered “yes” to this question. The reasons given by students were: 
“it motivates me” (3), “it's a change from the usual classes” (2), “it's fun” (1), “time passes faster” (1), “it's 
interesting” (1), “we can see our knowledge and our mistakes better” (1), “it's a good way to have fun” 

(2), “it makes me want to answer and understand more” (2). Students' willingness to learn a foreign 
language is clearly increasing thanks to the use of Kahoot. It allows students who are intimidated by 

traditional teaching methods to have fun and discover a desire to be more engaged in their learning. 
 
With the help of statements 10, 11, and 13 (“I am more interested in English during classes using Kahoot”, 

“I understand grammar better during classes using Kahoot digital tests” and “When I use Kahoot in class, 
even if I have difficulties or if I cannot answer a question, I continue”), we tried to demonstrate the impact 
of the Kahoot app on students' motivation to learn foreign languages.  

 
All students answered “yes” to 10 statements. The reasons given by students were not related to the 
subject. Their interest was reinforced by the impression that “it's easier” (1), that “it helps to remember 

new words” (1), as well as the desire to be a leader in the group (1) and enjoyment of the tool (1). It can 
be assumed that by using a game-based learning method such as the one offered by this app, students 
will be able to overcome their aversion to the subject.  

 
To summarise the results of this survey, for the majority of students, the use of mobile phones and the 
Kahoot app has improved their motivation in biology class. They seem to appreciate the fact that the digital 

skills they demonstrate in their everyday use of their mobile phones are useful to them at university. All 
the students clearly prefer using the Kahoot app to more traditional learning because it takes a more 

unconventional and interesting turn for them. The fun aspect of Kahoot's digital quizzes makes the activity 
less boring in their eyes, despite their rejection of the subject matter being taught. In fact, they have more 
fun during the quiz: it takes less time and encourages them to work harder. Kahoot quizzes are an 

educational approach that is both fun and modern. Kahoot is the only tool that can identify what is 
preventing a student from understanding the material.  
 

The entertainment aspect of Kahoot means it can be used to encourage competition between students and 
the motivational factor of pride. The motivating factor is the sense of pride a student feels as a result of 
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being admired by others. 

 
After analysing the results of the survey, it is worth returning to the central question of the study, whether 
the use of the Kahoot app in foreign language classes is effective. In this aspect, the answer is definitely 

positive, as Kahoot primarily improves students' motivation to learn. According to Nguyen & Yukawa (2019), 
by using Kahoot, teachers can make classes more interactive and challenging. Students are more motivated 
to participate and learn because they are actively involved in the learning process. In addition, Kahoot can 

be used in different subjects and at different levels, making it a versatile tool. The opposite opinion is 
expressed by Lin, Tsai & Hsu (2023) in their work. According to the scientist, Kahoot has some 
disadvantages. He believes that using Kahoot can be time-consuming, as it takes time to create tests and 

questions. In addition, some students may feel excluded or depressed if they answer questions incorrectly. 
In contrast, Ivaniuk & Ovcharuk (2020) conclude that Kahoot is an interactive platform that offers many 
benefits for learning. It allows teachers to make classes more engaging and students to enjoy learning 

(Yuzyk et al., 2019). However, it is important to consider potential drawbacks and manage them 
appropriately to ensure a positive learning experience for all students. It is also worth noting that Kahoot 

can be used in other contexts, such as corporate training or interactive events (Tsekhmister, Malatsai, 
Nechitailo, Emelianova, Korol & Statsenko, 2022). Its ease of use and ability to make presentations more 
interactive make it a popular tool in various fields (Garvasiuk et al., 2023). However, Namestiuk (2022) 

recommends not to overuse Kahoot and to incorporate it into classroom activities in a balanced way. 
Ensuring that questions are relevant and aligned with learning objectives can help to maximise the use of 
this platform, minimising distractions and promoting a positive learning experience for all students. 

 
Despite the scientific controversy, the results of the presented work show that all the answers to the 
questionnaire clearly demonstrate that using Kahoot in English classes is a way to improve students' 

motivation. Using the indicators of motivation proposed by Dobrovolska, Moroz, Shpak, Tsekhmister & 
Vovchenko (2021), it is clear that motivation increases when: 
 

− students prefer to invest themselves in a Kahoot quiz as opposed to more traditional activities; 

− students' cognitive activity seems to be better balanced in this activity, as most of them have a better 
understanding of grammar thanks to Kahoot; 

− students persevere with tasks despite setbacks or difficulties. 
 
Increased motivation is associated with the implementation of certain regulatory factors that generate 

extrinsically motivated behaviour (Chernova, Nemesh & Togachynska, 2023). Firstly, it is related to the 
understanding by most students of the importance of the subject for their professional future. But the 
entertainment aspect of Kahoot means that it can support another regulatory factor, as activities that are 

perceived as a game make it possible to make students want to succeed, or to outdo themselves, or to be 
recognised by others (Tsoli, 2023). Thus, it can be argued that the hypothesis of the paper is relevant and 
validated in this limited context.  

 
However, there are still some limitations to this study. First, this study presented a sample of only 11 
students from one group. To obtain more conclusive results, a much larger sample from different higher 

education institutions would be needed. In addition, all participants were boys, but it would be interesting 
to see what the results would be for girls. Since adolescence is a time of great upheaval, it would also be 
wise to look at the results of second and fifth-year students to see if developing maturity might have a 

different effect on motivation. Second, the environment in which this study is conducted also has its 
limitations. The educational institution needs equipment to be able to use Kahoot. The quizzes were 

administered at the end of the session as a formative assessment for the students. It is possible that the 
results could have been different if the ways in which Kahoot was used were changed. Third, the survey 
instrument used also had its limitations. When filling out the questionnaire, many students found the 

questions too long. Therefore, there was a bias in the actual comprehension of the sentences. Interviews 
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might have shed more light on the research questions. 

 
Despite the limitations of this study, the results of the research have shown that the use of Kahoot is an 
effective tool for learning foreign languages in higher education institutions. 

 
5. Conclusions 

 
The generation of students currently enrolled in higher education institutions has grown up with digital 
technologies as an integral part of their daily lives. However, despite the adaptation of the education system 

to this tool, not all educational institutions use it to its full potential due to financial constraints and 
sometimes a lack of experience on the part of teachers. Therefore, the purpose of this study was to analyse 
the effectiveness of Kahoot as a computer-based tool for learning foreign languages in higher education 

and to address the problem of students' lack of motivation in learning English.  
 
The results of the study showed that the opportunity provided by the Kahoot app to vary the learning tool 

during English classes improves students' motivation in the context of English language learning. To this 
end, it was hypothesised that the use of the Kahoot app in foreign language classes would improve students' 
motivation due to its engaging approach. 

 
The results of the study showed that students who used the Kahoot app in their English classes were 
significantly more motivated to learn. The app provided an opportunity to vary the learning tool depending 

on the needs of the students, which stimulated their active participation in the learning process. 
 
Using Kahoot added interest and fun to English classes as students were able to play various interactive 

games, answer questions, compete with their classmates, and get instant results. This approach to learning 
made the classes more engaging and brought out more energy and enthusiasm from the students to learn 

English. 
 
Thus, the hypothesis that using the Kahoot app in a foreign language classroom would improve students' 

motivation was confirmed. The app not only provided students with entertainment and a fun approach to 
learning but also stimulated their desire to explore more English and improve their skills. 
 

Thus, the results of the study showed that the opportunity provided by the Kahoot app to vary the learning 
tool during English classes improves students' motivation in the context of English language learning. Using 
the Kahoot app in foreign language classes definitely improves students' motivation due to its interesting 

approach. 
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