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Abstract: Student response systems effectively collect and collate students'
responses, allowing teachers to provide immediate feedback to learners,
thereby preventing a decline in students’ attention and motivation. In this
study, a student response system instrument called Kahoot! was used. The
study was conducted as a 4-week case study in an undergraduate course
and a quiz consisting of 10 questions was created each week. Student
views and recommendations were collected with an open-ended interview
form. The obtained data were analyzed by content analysis, one of the
qualitative analysis methods. The study findings were grouped under
different codes, and it was determined that the majority of the students
were of the view that the Kahoot! application improved course
attendance, provided repetition of the learned topics, increased the
motivation and attention. Furthermore, they stated as pre-service teachers
that the Kahoot! Application should be used at the end of theoretical
lectures and courses in the classroom and the number of questions
should be increased.
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Introduction
The learning and teaching methods, techniques, and materials are continually
improved based on technological advances because the innovations and changes that
the 21st century introduced to individuals’ lives also affect their learning and teaching
styles (Korkut & Akkoyunlu, 2008). The educational and instructional courses are
conducted using various methods, application environments, and materials (Seferoglu,
2006). The course environments are sometimes constructed with a certain curriculum
and in other cases, using independent methods. However, an effective course topic or
material may not necessarily be transformed into an adequate learning environment
alone. (Meyers & Jones, 1993; Wieman, 2007). It was reported that such learning
environments are not student-centered and do not provide effective or active learning
(Armbruster, Patel, Johnson & Weiss, 2009; Cubukcu, 2012). Previous studies
demonstrated that the methods and techniques that encourage students to attend the
course rendered the course more active and supported it (Deslauriers, Schelew &
Wieman, 2011; Hake, 1998; Wieman, 2007). Many instructors expect more classroom
interaction and participation. Today, many technological environments and tools are
used to increase interaction and participation in the classroom (Wang & Tahir, 2020).
The construction of an interactive classroom environment that will be student-centered,
encourage student participation, and provide an active learning environment is
beneficial for students (Bicen & Kocakoyun, 2018; Blood & Neel, 2008; Cameron &
Bizo, 2019; Galil, Mayberry, Chan, Hargis & Halilovic, 2015; Hall, Collier, Thomas &
Hilgers, 2005; Keser, 2005; Sun, 2014). It is known that there are some problems in
creating such an environment (Ertmer & Ottenbreit-Leftwich, 2013). One of these
difficulties is students' inability to adapt to the classroom environment and avoid
academic emotions such as embarrassment and frustration that are behind the said
inability (Hwang, Wong, Lam & Lam, 2015; Kaiser & Wisniewski, 2012). Some digital
materials are utilized to overcome these problems (Clark & Mayer, 2016; Çağıltay et
al., 2007). One of these digital materials that aim to instruct student-centered courses
(Gauci, Dantas, Williams & Kemm, 2009), create an active learning environment
(Martyn, 2007), provide motivation (Cain, Black & Rohr, 2009; Hall et al., 2005;
Wang & Tahir, 2020), promote critical thinking skills (Trees & Jackson, 2007), problem
solving skills (Beatty, Gerace, Leonard & Dufresne, 2006) and participation (Blood &
Neel, 2008; Carnaghan & Webb, 2007) is the student response systems (SRS).
SRS is an effective feedback tool that stimulates participation in a course or a topic in
an environment where quizzes are constructed with audio, video, and text elements
(Cameron & Bizo, 2019; Carnaghan, Edmonds, Lechner & Olds, 2011; Egelandsdal &
Krumsvik, 2017; Heaslip, Donovan & Cullen, 2014; Wang & Lieberoth, 2016). The
SRS is a digital material that could be encountered in different fields, especially in
learning environments. This material, which enhances interaction and participation in
the classroom, emerged under different names in various fields and industries, such as
electronic voting systems, audience response systems, classroom response systems,
and SRS (Stav, Nielsen, Hansen-Nygard & Thorseth, 2010; Wang & Tahir, 2020). This
environment, known as the SRS in education and training environments, is a digital
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technology where students can respond instantly to questions posed on the system in a
classroom or in a different educational environment (Chaiyo & Nokham, 2017; Gok,
2011; Penuel, Boscardin, Masyn & Crawford, 2007; Stav et al., 2010). This technology
is known to be incorporated into a system through an electronic device (a clicker) that
the users utilize to respond (Galal et al., 2015). However, with the emergence of the
internet, web 2.0 tools and mobile technologies, a new generation of Web-based SRSs
has emerged (Toth, Logo & Logo, 2019). This online SRSs possess essentially the same
structure although they contain different interfaces and elements. It was observed that
the development and popularity of SRSs led to their use in different industries, mainly
in education and instruction (Chui, Martin & Pike, 2013). The main focus of these
systems is education, instruction, and students and they enable the assessment of the
course by the students with the aim to increase participation and attention (Galal et al.,
2015). A list of the most popular online web-based SRSs is provided in Figure 1.

Figure 1. Popular online web-based SRSs
Today, several web-based SRSs are offered to students to promote participation in the
class, make the instruction more enjoyable and attain learning goals (Icard, 2014;
Plump & LaRosa, 2017, Wang & Tahir, 2020). Kahoot!, one of the most popular SRS
applications, is prominent with its ease of use and its ability to make the course more
fun and interesting, promote participation,promote participation, and provide
feedback facilities (Bicen & Karakoyun, 2018). Previous studies conducted on Kahoot!
demonstrated that it is a digital game-based learning tool (Bicen & Karakoyun, 2018;
Cameron & Bizo, 2019; Dellos, 2015; Plump & LaRosa, 2017; Nguyen & Yukawa,
2019). Game-based learning facilitates learning for both the student and the teacher,
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improves the course's efficiency, student motivation, interest, and participation through
game-based tools (Bicen & Kocakoyun, 2018).
Game-based multiple choice questions, discussion questions, questionnaires, and
puzzle games could be designed with Kahoot! (see Figure 2).

Quiz
Create true-false
or multi-choice
questions or
review recently
learned items

Survey
Gather opinions
about what
students learned

Discussion
Create only one
question in the
middle of the
lecture for
discussion

Jumble
Create a puzzle
like a game
containing
lecture questions

Figure 2. Kahoot! test alternatives
In education and instruction process, students might hesitate or be afraid of expressing
their opinion in general platforms or due to the possibility of a negative response from
the teacher when a question is asked (Lusk & Weinberg, 1994; Hwang et al., 2015).
This leads to an intrinsic silence in the classroom and often to the decline of the
motivation and interest in the class (Nguyen & Yukawa, 2019). Establishing
environments where learners can express themselves comfortably would resolve this
problem to some extent (Leithwood & Jantzi, 2000). The students' lack of participation
in the class due to certain academic emotions would also affect their academic
performances (Kibble, 2007). Toth, Logo and Logo (2019) used Kahoot! Application to
improve students' learning, and it was observed that the students who used kahoot as a
result of the study had better exam results. To encourage students to participate in
classroom environment, to improve their motivation and interaction between students,
applications such as Kahoot! could be utilized (Bicen & Kocakoyun, 2018; Chaiyo &
Nokham, 2017; Hwang et al., 2015; Plump & LaRosa, 2017; Toth, Logo & Logo,
2019; Wang & Lieberoth, 2016; Yapici & Karakoyun, 2017). One of the most
important steps in connecting learners to the courses is drawing attention (Driscoll,
2002). The fact that Kahoot! and similar SRS applications make the course entertaining,
draw attention and develop critical thinking skills demonstrates the reasons behind
their popularity (Chui et al., 2013; Dellos, 2015).
This study aimed to reveal the views and experiences about the use of Kahoot!
application during a course given to prospective teachers in higher education. This is
the first Kahoot! study that was used by information technology teacher candidates in
the Database and Management Systems course. The Database and Management
course requires some theoretical knowledge before practice. In this process, the
motivation and attendance of students towards the lesson may decrease. Due to the
students who had difficulty in database lessons and whose attendance was low, it was
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decided to use an additional quiz application during the course and Kahoot! Web
application was chosen.
Thus, the following research questions (RQ) were established in the present study:
RQ1. What are pre-service CEIT teachers’ views towards in-classroom use of Kahoot!
Application?
RQ 2. What are the learning environments and usage techniques that pre-service CEIT
teachers would use the Kahoot! application in?
RQ 3. What are the recommendations of pre-service CEIT teachers for more active and
productive use of Kahoot! Application in courses?

Method
The research model, data collection instruments, study group, data analysis, and the
implementation process are discussed in this section.

Research Design
The present paper is based on a case study, a qualitative research method. Case study
is a research method where one or more events, environments, social groups, the
programs or interrelated systems are examined in detail in their natural framework
(Flyvbjerg, 2006). Case studies are proposed to be used to assess learning-teaching
processes, especially in educational research (Shulman, 1986). Case studies aim to
investigate in-depth a phenomenon or event and are based on “how” and “what”
questions (Yildirim & Simsek, 2013). In the present study, the case was determined as
the use of the Kahoot application in database management systems course, and an
attempt was made to examine in-depth and in detail what kind of experience the
process would generate and what would be its effects.

Study Group
The study group included 45 students who attended the database management
systems course at İnönü University, Faculty of Education, Computer and Instructional
Technologies Department. The research sample consisted of 12 students randomly
selected among 45 students. One of the researchers was the lecturer at the Database
Management Systems course. Other researchers were academics working at Inonu
and Gazi Universities.

Data Collection Instrument
The researchers investigated the relevant literature and used an open-ended interview
form to obtain study data. During this process, the computer and Instructional
Technologies academicians' opinions were obtained. The interview questions'
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proficiency was determined, and several items were edited. After the literature review
and expert opinions, the researchers prepared an open-ended interview form
consisting of five questions. The five open-ended interview questions were confirmed by
expert opinions that they were at a level to reveal the students' detailed opinions about
the Kahoot application used in the study. All the interviews were audiotaped with the
consent of all participants. The researcher who was not a lecturer of the course
conducted the interviews. Interviews lasted about 40 minutes. Participants were
informed about the purpose of the study and detailed explanations confirmed that
personal information would be kept confidential.

Implementation Tool: Kahoot!
Kahoot! is a student response system used to improve students' motivation and
participation during the class and to review the class topics (Chaiyo & Nokham, 2017).
Kahoot! was developed as a new generation web/mobile student response system.
Users can access the system with a desktop or mobile system with an internet
connection using a current web browser without a need for registration. In practice,
registration is required only for educators who want to design questions for an
education program or a different assessment test. Kahoot! application and other
similar SRSs are well-designed and practical applications. Thus, educators can easily
create online assessment tests (quizes) within a few steps and present the students'
related test (see Figure 3)

Figure 3. The Kahoot! application process
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Students who want to participate in the educator’s test enter the pin number of the
particular test at Kahoot.it and define a nickname and start to respond to the questions
in the relevant test on the web simultaneously with other participants (see Figure 4 and
5). After each question is answered, the system displays the most rapid three students
and related statistical data on the screen. After each question, the students who have
the most total correct answers are ordered, and after the last test is completed, the top
students are displayed on the screen. Participants can also view detailed statistical
results based on the educator preferences.

Figure 4. Kahoot! Participant screen

Figure 5. Kahoot! Response screen (play.kahoot.it)

Questions answered by the students are saved in the system at the end of the test. On
the other hand, the ranking is displayed on the screen after each question, and finally
at the end of the quiz the general ranking is displayed. After each question is answered,
a feedback on the question is provided for the students (see Figure 6 and 7).

Figure 6. Tests designed for 4 weeks in the study

Figure 7. Kahoot application sample

The detailed report for the participating students and the statistical data on the
responses are shown as presented above (see Figure 7).
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The questions (quiz) determined by the educator were listed separately for each week,
and a different pin number was required for access to the test every week. A sample
question in the Kahoot! application used in the present study was displayed on the
screen to the students as shown below. Students answered the question displayed on

the screen by selecting the color of their selection on their device (see Figure 8).
Figure 8. Simple question outcomes of this implementation
Data Analysis
Data analysis was conducted with content analysis. Content analysis entails the
conversion and categorization of complex data to obtain meaningful data via analysis
(Yildirim & Simsek, 2013). The general aim of content analysis is to achieve concepts,
relational structures, and the concealed facts within the data (Creswell, 2007). First of
all, the interview records were reviewed and transcribed. After the study, data were
transcribed, reviewed, and coded by different researchers by Nvivo Caqdas Software.
The researchers repeatedly checked the interview records to avoid data loss or
destruction for each question. The researcher who was the instructor of the course and
the researcher who conducted the interviews coded the data. Furthermore, the two
researchers examined the coding and attempted to achieve consistency by eliminating
the differences. Following the coding process, two authors discussed about the codes,
and common features among the codes were determined and categorized. After
coding interview data, findings were analyzed under three research problems.
Validity and Reliability
Interview questions were examined by three different field experts and were
reorganized accordingly. A pilot scheme was conducted before the data were collected,
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and the interview questions were reviewed and edited for clarity and comprehensibility.
The study data were collected from volunteering participants. In order to improve the
validity and reliability of the study, all interviews were recorded with an audio recorder.
Coding was conducted by the two researchers separately. The differences were
resolved through discussions, and a consensus was reached about the differences to
establish consistency. To improve the reliability of the study, the participant statements
were directly cited in the manuscript. The coherence between the categories and codes
was established.

Research Process
This study was conducted in four weeks, and the student feedback was obtained at the
end of the class with Kahoot! every week (see Figure 9).

1. week

2. week

3. week

4. week

Kahoot!

Kahoot!

Kahoot!

Kahoot!

10
Question

10
Question

10
Question

11
Question

Figure 9. Research process
The study was conducted in the Database Management Systems course, and 45
students participated in the study. In the first class, Kahoot! application was briefly
introduced and 10 pre-prepared multiple-choice questions about the week’s topic were
shown to the students. At the end of the four weeks, the students' views were obtained
with the open-ended interview form that the two authors designed and validated and
evaluated by two faculty member field experts. Five questions were shown to the
students. Obtained interview data were supported by researcher observations and
diaries.

Findings
In this section, the themes, code tables, and findings obtained with content analysis
conducted on the study data are interpreted.
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RQ1. The Views of Pre-service CEIT Teachers on the Use of Kahoot!
Application in the Course
In the study, the pre-service students were asked to communicate their views on the use
of Kahoot! application in the course. The opinions obtained were analyzed and the
resulting themes were interpreted in two separate tables of positive and negative views.
Content analysis conducted on the obtained views revealed n = 12 codes under this
question (see Table 1).
Table 1.
The Codes that Included the Positive Views Theme of Pre-Service Teachers on Kahoot!
Application
Codes

f

%

Entertaining

9

14.29%

Review

9

14.29%

Drawing attention

7

11.11%

Motivating

7

11.11%

Reinforcement

7

11.11%

Promoting participation

6

9.52%

Readiness

5

7.94%

Competition

3

4.76%

Gamification

3

4.76%

Feedback

3

4.76%

Concretization

2

3.17%

In-class interaction

2

3.17%

The analysis of pre-service teachers' positive responses in the study on the Kahoot!
application and the codes that could be considered as the advantages of the
application demonstrated that they mostly found the application entertaining (n= 9).
Regarding this, one pariticipant said “It makes the lesson more enjoyable and it is an
important tool to keep the lesson not boring. I would like it to be used in every lesson.”
And the another most prominent code within the said main theme was the review of
the learned topics (n = 9). In the course, the other significant codes were the
reinforcement of the course (n= 7), encouragement of promoting participation (n= 6)
and motivation (n= 7). In the analysis, a participant about the reinforcement code that
was among the positive contributions to the lesson said "We reinforced what we
learned in the lesson by solving the questions in these quizzes and it made what we
learned permanent."
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On the other hand, about motivation code, a participant stated the following: "I believe
that it contributes to our learning, and it allows us to remember and review the
knowledge, increasing our motivation for the course in a competitive environment." On
the students' readiness before class (n= 5) and the increase in in-class interaction (n=
2) because of the Kahoot! application, a participant stated the following: "I now attend
classes prepared after the implementation. Because it increases competitiveness among
the classmates and everyone tries to answer more questions correctly, which makes the
course more active and it becomes fun."
Furthermore, in the study where it was deducted that use of the Kahoot! application in
the course drawing attention (n= 7) and provided gamification (n= 3), a student stated
"The course became more fun with Kahoot! application. I never wanted to attend the
course before, but now the course is more attractive for me", demonstrating that the
course also had a motivating aspect (n= 1). Another participant supported the
attention-grabbing and entertaining element of the application: “It was fun for me.
Also, it became more fun with my classmates. The course grabbed my attention better.”
Regarding the feedback (n= 3), a participant said, "It was sometimes difficult to get
feedback about any concept or topic we did not understand in the lesson, but the
feedback was also provided in this Kahoot! practice."
In the second table, n= 3 codes emerged with the negative views theme on the use of
Kahoot! application in the course (see Table 2).
Table 2.
The Codes that Included the Theme of the Negative View of Pre-service Teachers on
Kahoot! Application
Codes

f

%

Stealing the course time

4

44.44

Loudly stating the answers

3

33.33

Failing students are offended

2

22.22

Table 2 shows that pre-service teachers considered that Kahoot! application stole the
time assigned for the course (n= 4). On this issue, a participant stated "The application
was beneficial, but I think it takes too much time, and some friends loudly gave the right
answer, so they affected the answers of others." One participant said, "When the
questions appear in the application, some friends say the answers out loud, so they
affect the results." Another complaint was that the correct answers of the questions
were voiced loudly by other students in the classroom (n= 3) and the students who did
not know the correct answer were offended (n= 2).
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Rq2. Learning Environments and Usage Techniques that CEIT Pre-service
Teachers Could Utilize the Kahoot! Application
The pre-service teachers were asked about their views on the learning environments
where they could use the Kahoot! application and the techniques that they can utilize
while implementing the Kahoot! application. Content analysis conducted on the
obtained views revealed n= 3 main codes and n= 6 sub-codes under the main codes
(see Table 3).
Table 3.
The Codes on the Views of Pre-service Teachers on Learning Environments Theme
Where They Could Use the Kahoot! Application and Usage Techniques
Main Codes
Timing
Learning environment
Method

Sub-codes
At the end of the class

f
6

%
27.27

At the beginning of the class

3

13.64

Theoretical courses

4

18.18

Applied courses

2

9.09

Quiz method

4

18.18

Gamification method

3

13.64

When the pre-service teachers were asked in which learning environments, under
which timings and with which techniques they would use the Kahoot! application, it was
determined that most wanted to use the application at the end of the class (n= 6),
while others preferred to use it at the beginning of the course (n= 3). A participant on
this subject said "If we use this application at the end of the lesson, we will repeat and
reinforce all the topics we taught that day." On the learning environment, pre-service
teachers claimed that Kahoot! application was more suitable in theoretical courses (n=
4) when compared to applied courses (n= 2). Participants stated that they could use
the application with the courses' quiz and gamification techniques: "I would like the
application to be used more in the theoretical courses that are learned by rote. I would
ask them easy and difficult questions at the end of the class after the instruction to see
whether they have comprehended the topic. Thus, I would provide them with a fun
environment, while allowing them to review the topic." Another participant stated the
following: "I would prefer the use of the Kahoot! application in applied courses. Before
the class, I would prepare questions to review the previous week's topics. Thus, the
students would learn while having fun and they would be able to review the topic."

RQ3. Recommendations of CEIT Pre-service Teachers for more Active and
Productive Use of Kahoot! Application in Courses
Pre-service teachers were asked to offer recommendations for more active and
productive use of the Kahoot! application in courses. As a result of content analysis of
the participant recommendations, n= 4 codes emerged (see Table 4).
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Table 4.
The Codes that Reflect the Recommendations Theme of Pre-Service Teachers for More
Active and Productive Use of the Kahoot! Application in Courses
Codes
More time should be allotted
Questions that include audiovisual elements
should be included
Rewards should be awarded
Number of questions should be increased

f
9

%
52.94

3

17.65

2
2

11.76%
11.76%

On more active and productive use of Kahoot! application, pre-service teachers
recommended to allot more time for each question since the time allowed was not
sufficient (n= 9). One participant on this topic said, "The questions are very instructive
and the exercise is fun, but a little more time should be given for each question."
Furthermore, they stated that the questions should contain audiovisual elements (n= 3)
and the users should be rewarded at the end of the application (n= 2). Another
participant commented as follows: "The students should be rewarded based on the
results, the number of questions should be comprehensive based on the course the
students attend." One participant stated the following on the topic: "I would like to use
the Kahoot! application in every course. Of course, the number of questions should be
higher, and it would be better to use more visual materials when asking questions." In
addition to this comments a participant said, "I learn better subjects using Kahoot and I
think it should be used especially in verbal-based lessons." Increasing the number of
questions in the application (n= 2) was among the other prominent codes.

Discussion
There are certain consequences of the use of SRSs in education. Perhaps, one of the
most important consequences of SRS use, which is used by both the instructor and the
student and becomes popular every day, is the promotion of active learning (Bawa,
2019; Bicen & Karakoyun, 2018; Licorish, Owen, Daniel & George, 2018; Martyn,
2007; O'Donoghue & O'Steen, 2007). One of these SRS systems that allows students
to bond with the course via entertaining activities and make sense of the learning is
Kahoot! application (Cameron & Bizo, 2019; Chaiyo & Nokham, 2017; Dellos, 2015;
Plump & LaRosa, 2017; Uçar & Kumtepe, 2017; Wang & Lieberoth, 2016). In a study
conducted on the topic, Wang and Lieberoth (2016) stated that SRSs are used in
courses with gamification methods and achieved student participation and motivation
using audiovisual material, animations, etc. Also, in the present study, it was observed
that students who stated their views on Kahoot! application usually exhibited positive
views. Participants who stated that Kahoot! application was entertaining and drawing
attention expressed their satisfaction with the application. Bawa (2019) stated that
Kahoot! application increases learning performance of university students and
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contributes to active learning. Previous studies reported that most web-based SRSs are
game-based learning tools and Kahoot! Application was one of these (Chaiyo &
Nokham, 2017; Dellos, 2015). Some participants indicated that Kahoot! application
was a feedback tool. Previous studies also reported that Kahoot! and similar SRS
applications are effective feedback tools (Egelandsdal & Krumsvik, 2017; Hwang et al.,
2015; Licorish et al., 2018; Plump & LaRosa, 2017). Wichadee and Pattanapichet
(2018) stated that providing instant feedback greatly affects students' motivation and
Kahoot allows all students to participate and get feedback at once. In this study, one of
the participants' featured views about Kahoot application is the positive contribution to
concentration. Chaiyo and Nokham (2017) stated in their experimental study on
student response systems' effect on students' perceptions that the Kahoot! application
has positive contributions to concentration. Cameron and Bizo (2018) used game
based Kahoot! application to facilitate learning engagement in animal science
students. As a result of the study, they stated that Kahoot! did not increase the
engagement or achievement of the students, but students considered the application as
a fun social activity at the end of the lesson.
In educational environments, several printed and digital materials are used in the
classroom and it is known that these materials contribute to learning and teaching
activities at different levels (Wei & Hindman, 2011). Present study findings
demonstrated that the most significant contributions of the Kahoot! application to the
course were the promotion of participation in the course, reinforcement, instill
competition, provoke challenge, and review of learning. The fact that it provided
motivation and concretization demonstrated the application's positive features. Ucar
and Kumtepe (2017), who conducted a study on the use of Kahoot! application in the
classroom, stated that Kahoot! application engages the students to the course and
motivates them, and their observations reflected that the students liked the application
extensively. The fact that SRS applications such as Kahoot! are game-based
applications that could draw the attention to the course motivates the students and
promotes participation (Ganapathy & Kaur, 2018; Siegle, 2015; Tan Ai Lin, Wang,
2015).
Participants, when asked about their negative views on Kahoot! application, stated that
it takes too much time when used in classroom environment and some students voiced
their answers loudly when answering the questions on the application. Licorish et al.,
(2018) found some problems on their Kahoot study. First of all, they stated that
teachers could reduce Kahoot sessions' length and devote more time to the postKahoot discussion of the answers. And also teachers might support students when they
used the Kahoot application. So they could utilize the effectiveness of Kahoot. Besides,
some students mentioned technical problems
including unreliable internet
connections, hardship of reading questions and answering on a projected screen, not
being able to change answer after submission, stressful time-pressure for giving
answers, not enough time to answer, fear of losing, and difficulty in catching up if an
incorrect answer had been given (Nguyen & Yukawa, 2019; Wang & Tahir, 2020).
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Concerning the views on usage of Kahoot! application, it was stated that it should be
applied at the end of the class, in theoretical courses, and with multiple choice
questions . Dellos (2015), who used Kahoot! to reinforce learning and provide
feedback at the end of the class, stated that students comprehended the missing points
and concepts better and the application improved classroom participation. In a thesis
by Ciaramella (2017), Kahoot! application was used for vocabulary learning and
memorization of elementary school students with learning disabilities, and it was stated
that the vocabulary learning, and memorability improved at the end of the study
(Ciaramella, 2017). In an empirical study, Edison and Hurtado (2017) used the
Kahoot! application for English vocabulary learning and stated that the motivation and
achievement of the students in the course increased as a result of the study (Medina &
Hurtado, 2017).
The students' recommendations for more active and productive use of the Kahoot!
application included the increase of the time allotted for the application and the
utilization of audiovisual material in the present study. Furthermore, the students also
proposed the use of rewards, increasing the number of questions and utilization of the
application in theoretical courses.

Limitations and Suggestions for Further Research
Although a positive result has been achieved as a result of this study, it is wondered
what kind of effects might be possible with different research methods and SRS
applications in different fields. In this study, it is a limitation that the group used as the
sample was not selected by the random method and selected by the purposeful
sampling method. However, it is possible to include studies in which samples are
generated by random assignment method using experimental designs. Since the
research a case study, 45 people in a selected section have been identified as a
sample in a four-week study period. A semi-structured interview form prepared as a
measurement tool was used and investigator observations supported data.
Another limitation was the use of the Kahoot! application in student response systems.
The use of the Kahoot application is high in availability and usability, while many SRS
applications are web-based and running on different devices. The fact that the study
was conducted on only one class and on a sample made it difficult to estimate the
validity of the data. However, the consequences of such case studies are mainly due to
the fact that they are welding quality.
In the present study that investigated online SRS systems and the Kahoot! application,
which is one of these SRS applications, it is proposed to utilize the application in other
departments in the field of education. The comprehensive effectiveness of SRS systems
could be determined in future studies that would compare other web-based SRS
applications with Kahoot! and conduct content analyses. Furthermore, it is considered
that higher education level samples should be selected in addition to the K-12 level in
future implementations.
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Conclusion
In summary, this study, which utilized a case study design of qualitative research
methods, implemented Kahoot! application in a lesson environment where a class of
45 people was present and its reflections on students were revealed. The data were
collected from 12 students selected from this group. The results of the four week period
in this study using the Kahoot! application as one of the game-based online student
response systems were positive from the participants’ perspective. The Kahoot!
application has been one of the most prominent views that encourage student
engagement in the classroom, promote motivation, reinforcement, and repetition.
Previous studies have supported the result of this study, in which student response
systems increase class participation and motivation in the classrooms they are used. In
particular, web-based and mobile-supported Kahoot! and similar SRS applications in
learning environments are expected to contribute positively in the same way with the
spread of studies in different dimensions.
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