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You  also can create by yourself before which  u will  be saved  on  'My Kahoot'  as shown  m Figure  3  Chck 'play·  button on the 

Kahoot that  you want  the  students to play. 
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2.  Set  game  options of Kahoot  you will  play 

TIK:re will  be two options.  classic  mode  or team mode.    Classic  means  all students  have their own  devices. so that they  will 

play  1:1  or  player  vs player.  On the  other hand. team  mode  rs  used  for  team  vs  team.  Furthermore. set game  option  as you 

want. As rccommcndauon. use the  general  setting  without changing anything as m:,st of game  ho�ts do as shown  m Figure 4. 
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3.   L14auoch  the  gmnc so players can join 

Students  can directly  play the  gmnc without signing  up. lbcy just  have  to access  kahool.lt  on their  browser. enter the  gmnc 

pin as shown on  the  screen  and write their nicknmne.  l1K: nmncs of the  students  who  already joined  the  game  are shown on 

Che screen of the  teacher as shown  in Figure S. 
 

,..,,,.,.. SJoi1ti1tJ t.aho<X! 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

4.   Read the quesuon aod choose  ,he answers.         25 

After clicking  erun bu non.  !he ganie is staned.  The question  will be appeared on the screen as shown i11   Figure 6.
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Students  have to choose  the nght answer on their own devices  as shown m Figure  7. 
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urcen  (2018)  explained.  accordmg  to  their speed.  students  earn  more  points.  lbc question   rs  shown  for  5  seconds  at the 

beg einmg.  Students should  think  in  this manner.  lbcn. depending on  the question.  an nnage.  video.  or response  choice  is 

shown.  followed  by the timer.  Students' devices  can show four different shapes  in  four different colors  to represent  multiple 

choice  quesuons. 1be timer will begin for their fnends  to comment  when they chck  on the button with  their correct  answers. 

5.  Sec the top five players on the scoreboard 

1bc top five player  names will be appeared  on  the  screen  after each  question  as shown  in Figure  8. This  is as the result of 

temporary score. Lower  rankings  were oot shown  regardless  of the students  m the class.  but students  can see their position  on 

their own devices. 
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6.   Once  che ga,nc  is over. winner  infonnmion  will be displayed  in  the Podiu,n and the student  screen  will show their  personal 

results  and rank (Sec Figure 9). 
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The  descnpuve case   study   research design  was  used  in  this study. llus research employs a descriptive case  study smce   1t rs 

concerned with presenling a "detailed.contextualized image of a specific phenomenon'  without1 takmg  any steps to alter anything 

(wioooo. 2013).  A descnpuve case  study can  be used  to learn  about students' experiences of usmg  Kahoot as a tool  for creauve 

learning In  the EFL classroom.19 

The  research was  oonducted In  one  of the  senior high  schools  m Tasakmalaya.  \Vest  Java. Indonesia.  llus  school  was  chosen 

because of three  considerations:  (I)  Kahoot  has  been  conducted as a media  m Enghsh learning  since  June  2018:  (2) the  students 

were  familiar  with  technology. both  ID'.lbile and computer:  and  (3)  the school  supported the screen  and projector fucrjmes. 

Setting and Participants 

The  participants  of this  research wer3e4 6 second-grade students. The  majority of the  students are either  16 or  17  years old.  They 

have  recruited  volunteers  as part  of 2 students from the  high score. 2 students from  the  nuddle score. and  2 students from  the low 

score  after uuhzmg Kahoot in the classroom with their teacher. They were  cho2s9en  from different levels to get different 

perceptions which  would ennch the  result of this  research.  Before collecting  the  data. each   part crpam  was  asked   to  read.  fill  
and  sign the 

consent form.   It rs necessary to ensure that  purncrparus allowed the  researcher to  analyze the  data  and  to  use  11  for  pubhcauon 

purposes with keeping the participants'  privacy. The  interview session was  conducted by using a mobile phone to record the voice 

in  the  fonn of audio  recording. In  unucrpunng  the lack  of interviews.  the  researcher asked the  WhatsApp numbers  for  further 

interview sessions rf  n rs  needed. 

Technique or Colle<:ting  the Data 

In collecting the data. the researcher used  semi-structured intervi1e6ws (SS ls) with  the purncrpums and asked several questions about 
their  perceptions  of  utilizing  Kahoot in  the  EFL  Classroom.  Adams (2015)  stated. ··semi-structured  interviews  are  sured  for 

several  valuable  tasks. particularly when more than a few open-ended questions require  follow-up  queries." Therefore. this kind 

of interview  is appropnate to the design of this research (oescnpnve case study) m which mt ended to  present details mto  what the 

purucrpurus feel  and  think. 

Te<:hnique  or Analyzing  the  Data                                  11 

In this research  for  data  analysis.  the  researcher used  the1nutic analysis.  Braun  &  Clark (2006)  state.   "Thematic  analysis is  

a method for «jenufymg, analyzing. and reporting  patterns (themes) within data.  It  mmtmally organizes and describes your data 

set in (rich) detail:' This method is simply used  for those  who  are new  to qualitative research. There are 6 phases m thematic 

analysis proposed by Braun  & Clark  (2006) us follows: 

\.   Fumrharrzutg with  your data 

The researcher transcribed and  translated data from  interviews  S 1. S2. S3. S4. S5. and  S6 mto Engh sh. The  researcher 

printed and  read  the  results of the data on  the interview  several times  before famtlmr with  the  rnaterml  and  gamed an 

unda-standingof the themes  and  mformauon m the text (See  Figure  10). 
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2.  Geuenning initial codes
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The: data  were categonzed into several codes  with the related data after becommg  familiar  with the data. The: researcher 

coda:! each data item and organued all of the codes and related data extracts at the end of this process  (See  Figure  11). 
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3.   Searching for themes 

----- 

�------
In this phase. the researcher  analyl.00 the code of the data and then classified 11  mto thenrs (See  Figure  12). 
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4.   Reviewing potential  themes 

The: researcher  auempted to change  the themes  fro,n the previous  phase dunng this phase.  Some themes  might have to be 

broken down  mto smaller compooents. while others  nught have lo be merged.  It can be seen at Figure  13.
 

 
 
 
 
 
 

S.  Defining and naming 1hemes 
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Besides  1he redoc1ion of 1he darn. in this phase. there ,night be a co,nbination of then1es. The researcher decided  the themes 

used 10 be interpreted and gave the nnrnc for each theme (See  Figure  14). 
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6.  Prodlcing 1he repon 

n_....,1 

 

I.Aff«uaJIOlnld<aU  "'"°''°"'

This phm,e is 1he final opportunity for analysis.  The: rocarcher selected  the appropriate smtemesus that convey  the core 

1henlC or essence of 1he neues , related the analysis  co the research question  and literature. produced  a scholarly  repon of the 

analysis. 
 

R�ult.s and  Disc�ion                               46 

To answer a research  problcn1 related  10 what arc the students' perceptions of utilizing  Kahoot in EFL classroom. the data  v.erc 

obtained  from the interview and were analyzed  by using thematic analysis. The result 1showed that there arc thrceen.:rgent theercs: 

(I) alTecting on students'  enwtions,  (2)  enriching  students'  learning  experiences, (3)  Learning  and retention  of knowledge, and 

(4) internet connection as a barrier in students'  Kahoot activities. 

I.   Affecting on Students'  Enwtions 

The  resuu  showed  11l0St of the  students draw  their  feelings  on  the  interview  session  conducted by researcher. The  students 

enjoyed and felt entenaincd learning English by utilizing  Kahoot in  the classroom. It  is proved by these s1ate111e111s: 
Tabk I Thtsti,dt1tfJt,q(}ftd,..J/tllt•ltrtaiMd i,sint K,,hoot
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