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ABSTRACT 

This research aimed to explore students' perceptions on the use of Quizizz and Kahoot! 
as learning media. The research was conducted at a private university in Yogyakarta 
and involved 83 students from the 2020 batch of the English Language Education 
program who had experience using Quizizz and Kahoot!. This is a quantitative study 
with comparative data analysis, comparing students' perception on the use of Quizizz 
and Kahoot!. The data was collected through a questionnaire about students perception 
on Quizizz and Kahoot! using the Likert Scale. An independent sample t-test was used 
to compare students' perception on the use of Quizizz and Kahoot!. The results showed 
that students had positive perceptions about Quizizz (M=4.01, SD= .60) and Kahoot! 
(M=3.50 SD= .53). Furthermore, they expressed their preference for Quizizz over 
Kahoot! (t(82) = 12.91, p < 0.000). To be more specific, students perceive Quizizz 
(M=4.35, SD = .833) as more interesting and fun as a learning medium than Kahoot! 
(M= 4.30, SD= .728); (t(82) = 3.21, p < .002), and they felt that both platforms created 
a competitive classroom atmosphere and were more effective than traditional offline 
tests. To conclude, this study suggests that teachers could consider using Quizizz more 
than Kahoot! during learning activities or quizzes.  
 
 
Keyword: Learning media, Quizizz, Kahoot!, Students' Perceptions.
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CHAPTER I 

INTRODUCTION 

 
1.1 Background of the Study 

 
 Education is a constantly evolving field and learning media have a crucial role 

in teaching and learning activities. Nowadays, many teachers use varied learning 

media because using the right learning media can increase students' enthusiasm in 

receiving learning material and can be beneficial for learning activities, Dhamayanti 

(2021). Currently, there are many different media for assessment such as quiz or test 

that can be used by teachers, such as Quizizz, Kahoot!, Google form, Wordwall, 

Educandy, and many others. Each learning media has its advantages and 

disadvantages. This study only focuses on Quizizz and Kahoot! because it is often used 

by lecturers at one of the private universities in Yogyakarta. Numerous studies have 

been conducted on the use of Quizizz and Kahoot! and many of them report positive 

results, the research from Suharsono (2020), Amalia (2020), Dhamayanti (2021), 

Wirani et al., (2021), Wang & Tahir (2020), and Holbrey (2020). Based on Dhamayanti 

(2021) research findings, it was observed that the majority of English as a Foreign 

Language (EFL) students hold a favorable view of Quizizz and are motivated by it. As 

a result, Quizizz is seen as a valuable e-learning tool that can enhance the educational 

experience in English e-classrooms, while the result of previous research on Kahoot! 
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based on Holbrey (2020) is that Kahoot! is considered useful in increasing student 

interest and can support better student concentration in lectures. 

 Amalia (2020) stated that Quizizz's engaging and enjoyable interface creates a 

competitive environment in the classroom, discouraging students from cheating while 

being more effective than traditional offline tests. According to Dhamayanti (2021), 

most EFL students exhibit a positive attitude and strong motivation towards Quizizz. 

As a result, Quizizz is recognized as a beneficial e-learning resource that can enrich 

the English e-classroom learning environment.  

 In a study conducted by Wang & Tahir (2020), it was suggested that Kahoot! 

can have a positive influence on various aspects of the classroom, including learning 

performance, classroom dynamics, and student and teacher attitudes. However, it's 

important to note that other research has shown minimal to no impact from using 

Kahoot!. Some challenges reported by students when using Kahoot! include technical 

issues such as unreliable internet connection, difficulty reading questions and answers 

on the screen, inability to change answers, feeling pressured by time limits, fear of 

losing, and finding it difficult to catch up if an answer is incorrect. On the other hand, 

as per Holbrey (2020), Kahoot! has the potential to enhance student engagement and 

deepen their comprehension of concepts through active participation in the learning 

process. 
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 Previous research has only addressed student perceptions of one quiz 

application and used different designs and methodologies. Some use pre and post 

course surveys such as research conducted by Holbrey (2020), some use mixed 

methods as used by (Göksün & Gürsoy, 2019) which uses a combination of qualitative 

and quantitative approaches, and a study conducted by Dhamayanti (2021), 

questionnaires were distributed to EFL students to understand their attitudes and 

motivations toward the Quizizz application. The research, which employed a 

quantitative method, targeted students majoring in English language education at a 

Private University in Yogyakarta. The primary objective was to assess the perceptions 

of these students regarding the use of Quizizz and Kahoot!. 

1.2 Identification Problem 

 The SUeYiRXV iVVXeV can be addUeVVed b\ XVing diffeUenW W\SeV Rf TXi] media 

in leaUning. PUeYiRXV UeVeaUch haV Rnl\ fRcXVed Rn indiYidXal TXi] aSSlicaWiRnV, 

neglecWing Whe SRWenWial Rf YaUied media in TXi]]eV. TheUefRUe, m\ VWXd\ e[amined 

VWXdenWV' SeUceSWiRnV Rf XVing QXi]i]] and KahRRW! in EngliVh EdXcaWiRn aW a PUiYaWe 

UniYeUViW\ in YRg\akaUWa. The gaS ZiWh SUeYiRXV UeVeaUch, Whe lRcaWiRn Rf Whe VWXd\ 

ZaV VSecific WR EngliVh edXcaWiRn VWXdenWV aW a PUiYaWe UniYeUViW\ in YRg\akaUWa.  

1.3 Research Questions 

This research was conducted to be able to answer questions: 
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1. What are students' perceptions on the use of Quizizz and Kahoot! as learning 

media?  

To be more specific this also answers the question: 

a. IV WheUe a VignificanW diffeUence in VWXdenWV¶ SeUceSWiRnV Rn Whe XVe Rf 

Quizizz and Kahoot! as learning media? 

b. Is there a significant difference in students' perceptions on the use of 

Quizizz and Kahoot! as learning media in each aspect? 

1.4 Objective of the Study 

The purpose of this research is as follows: 

1. To Identify students' perceptions on the use of Quizizz and Kahoot! as learning 

media 

a. To compare students' perception on the use of Quizizz and Kahoot! as 

learning media 

b. To compare students' perception on the use of Quizizz and Kahoot! as 

learning media in each aspect 

1.5 Significance of the Study 

 This research aims to help educators in choosing educational resources so that 

they can consider the selection of learning media especially for quizzes that is more 

suitable from the perspective of students so that the learning process is more interactive, 

so that the shortcomings in its application can be avoided and the advantages can be 

adopted or adapted by other teachers to maximize the application of learning media in 

the learning process.  
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CHAPTER II  

LITERATURE REVIEW 

2.1 Learning Media  

Learning media plays an important role in education, providing a dynamic 

platform for knowledge dissemination and interactive engagement. Learning media 

includes a wide array of tools and resources such as traditional textbooks to 

sophisticated digital simulations, which aim to enhance the learning experience. 

According to Puspitarini & Hanif (2019), teachers using learning strategies with 

interesting interactive methods and media during the learning process can increase 

student learning motivation, namely as an external motivation for students to learn.  In 

line with Puspitarini & Hanif (2019), when learning media is employed effectively 

during the learning process, it can be a more efficient and productive tool for attaining 

educational goals. It has the potential to simplify the comprehension of intricate ideas 

for students through visual aids, multimedia demonstrations, and interactive activities. 

Along with technological advances, learning media continues to develop so that many 

online platforms and mobile applications appear that can be used for learning. 

Sanak\ (2009) VXggeVWV WhaW incRUSRUaWing leaUning media inWR Whe edXcaWiRnal 

SURceVV RffeUV VeYeUal adYanWageV. TheVe inclXde enhancing Whe claUiW\ Rf leaUning 

maWeUialV, faciliWaWing VWXdenW cRmSUehenViRn, VXSSRUWing maVWeU\ Rf leaUning 

RbjecWiYeV, bRRVWing VWXdenW mRWiYaWiRn b\ making Whe leaUning SURceVV mRUe engaging, 

and diYeUVif\ing Whe leaUning e[SeUience. 
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2.2 Quiz App used in the Learning Process 

QXi]i]] iV an inWeUacWiYe edXcaWiRnal SlaWfRUm WhaW VWandV RXW ZiWh iWV engaging 

deVign feaWXUing YibUanW animaWiRnV and cRlRUfXl WhemeV. The aSS RffeUV a Zide Uange 

Rf feaWXUeV and WemSlaWeV, inclXding YaUiRXV TXeVWiRn fRUmaWV VXch aV checkbR[eV, 

mXlWiSle chRice, fill in Whe blank, SRll, and RSen-ended. IW'V a fUee Rnline aVVeVVmenW 

WRRl WhaW can be VeamleVVl\ inWegUaWed inWR Whe cXUUicXlXm aV a fRUmaWiYe aVVeVVmenW 

WRRl. AccRUding WR Raha\X (2018), QXi]i]] iV an e[cellenW WRRl nRW Rnl\ fRU eYalXaWing 

VWXdenWV' knRZledge bXW alVR fRU WUacking WheiU SURgUeVV in leaUning EngliVh. 

Kahoot! has various features such as quizzes, games, surveys, and discussions. 

Kahoot can be used fRU fUee aV lRng aV iW'V fRU nRn-cRmmeUcial XVe. SWXdenWV can acceVV 

Whe SlaWfRUm b\ lRgging in aW Whe Zeb addUeVV ZiWhRXW Whe need fRU UegiVWUaWiRn (MaUellR, 

2014). Kahoot! often used as a quiz for students, usually Kahoot! used when class 

learning is in progress because the Kahoot! system displays questions on the screen 

and students choose answers from their respective cell phones and to choose answers 

they are given a time limit so that quizzes that use Kahoot! cannot be used as 

homework. The system of answering questions in Kahoot! is that the faster the 

participant answers, the greater the score or points. When a KahRRW! game beginV, 

VWXdenWV mXVW UeVSRnd in Ueal-Wime b\ VelecWing Whe cRUUecW anVZeU Rn WheiU RZn deYiceV. 

BRWh VSeed and accXUac\ aUe eVVenWial fRU eaUning SRinWV and climbing WR Whe WRS Rf Whe 

leadeUbRaUd WhaW iV diVSla\ed gUaShicall\. Based on Plump & LaRosa (2017); Heaslip 

et al. (2014) the ability for students to register anonymously on Kahoot! can reduce the 
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possibility of confusion, embarrassment when their responses are revealed in front of 

the class, and humiliation that often occurs in competitions. 

This study focuses on the use of Quizizz and Kahoot! Nowadays, practically 

everyone uses technology, especially Generation Z, also referred to as the Millennial 

generation. QXi]i]] iV an edXcaWiRnal SlaWfRUm WhaW leYeUageV WechnRlRg\ WR cUeaWe an 

engaging and enjR\able leaUning e[SeUience fRU VWXdenWV. IW XWili]eV game-baVed 

leaUning WR bRRVW VWXdenW SaUWiciSaWiRn and inWeUeVW in Whe claVVURRm. GiYen Whe VWURng 

affiniW\ Rf Gen Z VWXdenWV WRZaUdV WechnRlRg\, inWegUaWing iW inWR edXcaWiRn iV eVVenWial. 

2.3 Benefits of using Quiz Apps 

The incRUSRUaWiRn Rf WechnRlRg\ in EngliVh edXcaWiRn in VchRRlV bUingV 

nXmeURXV adYanWageV fRU enhancing VWXdenW engagemenW and mRWiYaWiRn. A ke\ 

challenge iV Whe lack Rf VWXdenW inWeUeVW in Whe EngliVh leaUning SURceVV (MXl\ani, 2020). 

AccRUding WR KelleU (2008), mRWiYaWiRn iV Whe dUiYe WR acW ZiWh a VSecific SXUSRVe. 

UndeUVWanding VWXdenWV' SeUceSWiRnV allRZV edXcaWRUV WR gain inVighWV inWR WheiU 

VWXdenWV. IW iV eVVenWial fRU edXcaWRUV WR cRmSUehend VWXdenWV' SeUceSWiRnV aV iW aidV in 

Whe aVVeVVmenW Rf leaUning. AV menWiRned b\ Chen, Y., & HRVhRZeU, (2003), VWXdenW 

SeUceSWiRn iV cUiWical fRU eYalXaWing Weaching effecWiYeneVV. Being aZaUe Rf VWXdenWV' 

SeUceSWiRnV enableV edXcaWRUV WR Uefine WheiU Weaching media and enhance cUeaWiYiW\. 

TheUefRUe, WeacheUV VhRXld emSlR\ diYeUVe deliYeU\ media WR SUeYenW a mRnRWRnRXV 

and WediRXV leaUning enYiURnmenW. When iW cRmeV WR aVVeVVmenWV, XVing YaUied media 
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fRU TXi]]eV can SUeYenW VWXdenW bRUedRm and bRRVW mRWiYaWiRn in leaUning EngliVh. 

MRWiYaWiRn Sla\V a YiWal URle in Rnline leaUning dXe WR Whe limiWaWiRnV Rf inWeUacWiRn and 

cRmmXnicaWiRn cRnfined WR Whe VcUeen Rf Whe deYice (IlmXdinXllRh, 2023). 

AccRUding WR YXniaU & SXU\aman (2022), XWili]ing engaging game-baVed 

leaUning media can effecWiYel\ faciliWaWe Whe deliYeU\ Rf edXcaWiRnal maWeUialV and 

meaVXUe VWXdenWV' cRmSUehenViRn. UWili]ing TXi]]eV haV been VhRZn WR enhance 

VWXdenWV' mRWiYaWiRn in leaUning EngliVh, aV QXi]i]] RffeUV diYeUVe feaWXUeV WhaW caSWXUe 

VWXdenWV' inWeUeVW, XlWimaWel\ bRRVWing WheiU engagemenW. BaVed Rn Dhama\anWi (2021), 

QXi]i]] alVR cRnWUibXWeV WR enhancing Whe cRnfidence Rf EFL VWXdenWV in e-leaUning 

enYiURnmenWV, allRZing Whem WR aVVeVV WheiU UeVSRnVeV and UeYieZ cRUUecW and incRUUecW 

anVZeUV. ThiV enableV VWXdenWV WR eYalXaWe WheiU SeUfRUmance, cRmSUehend Whe WaXghW 

maWeUial, and idenWif\ WheiU VWUengWhV and ZeakneVVeV dXUing e-leaUning. According to 

Yuniar & Suryaman (2022) students responded positively to the Quizizz learning 

media, which was found to enhance their motivation and focus during learning. 

Students recognize that using Quizizz created a more engaging classroom environment, 

especially during online Zoom meetings. Additionally, students found Quizizz to be 

more effective compared to learning materials from YouTube videos and documents 

provided by their teachers. 

KahRRW and QXi]i]] VhaUe VimilaUiWieV aV Whe\ aUe bRWh gaming-baVed 

edXcaWiRnal WRRlV. AccRUding WR ZhaR (2019), QXi]i]] fXncWiRnV aV a game-baVed 

leaUning aSS WhaW inWegUaWeV YaUiRXV game acWiYiWieV inWR Whe leaUning SURceVV, making 
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claVVURRm SUacWice mRUe e[ciWing and inWeUacWiYe. QXi]i]] enableV VWXdenWV WR Vee Whe 

anVZeUV inVWanWl\ Rn WheiU VcUeenV, allRZing Whem WR Wake TXi]]eV aW WheiU RZn Sace and 

UeYieZ WheiU UeVSRnVeV aW Whe end Rf Whe game. AddiWiRnall\, QXi]i]] RffeUV game-baVed 

leaUning RSSRUWXniWieV WR helS VWXdenWV engage dXUing claVV, Zhich can cRnWUibXWe WR 

WheiU TXi] UecRgniWiRn, leaUning mRWiYaWiRn, acWiRn cRnVeTXenceV, and RYeUall academic 

VXcceVV.  

KahRRW! iV an inWeUneW-baVed gaming WRRl Zhich, accRUding WR Gee (2003) 

VXggeVWV, allRZV VWXdenWV WR SaUWiciSaWe in game-baVed TXi]]eV in RUdeU WR faciliWaWe 

leaUning ZiWhRXW Whem Ueali]ing iW. The main gRal Rf KahRRW! iV WR enhance leaUning and 

claVVURRm d\namicV b\ incUeaVing engagemenW, mRWiYaWiRn, enjR\menW, and fRcXV. IW 

VeUYeV aV a gamified leaUning SlaWfRUm WhaW can be XVed WR aVVeVV VWXdenW 

cRmSUehenViRn, SURYide feedback, RU VeUYe aV a bUeak fURm UegXlaU leVVRnV. KahRRW! iV 

inWegUaWiRn aV a cRgniWiYe WRRl in Whe Weaching and leaUning SURceVV haV had a SRViWiYe 

imSacW Rn VWXdenWV, bRRVWing WheiU mRWiYaWiRn and engagemenW, cRnVeTXenWl\ leading 

WR mRUe effecWiYe leaUning (MahbXbah & Anam, 2022). 

KahRRW! iV an Rnline SlaWfRUm WhaW SURYideV an enjR\able, challenging   and 

engaging leaUning enYiURnmenW. IW enableV WeacheUV WR cUeaWe diVcXVViRnV, TXi]]eV, 

jXmbleV, and VXUYe\V (MaUWinV eW al., 2019). SWXdenWV UeSRUWedl\ feel mRWiYaWed Zhen 

XVing KahRRW!, aV Whe\ aUe UeTXiUed WR anVZeU TXeVWiRnV SURmSWl\. CRmSaUed WR VimilaU 

SlaWfRUmV like QXi]i]] and GRRgle FRUm, KahRRW! haV a gUeaWeU imSacW Rn VWXdenW 

fRcXV, SeUceiYed leaUning, enjR\menW, engagemenW, and VaWiVfacWiRn (VUaneãic eW al., 
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2019). AccRUding WR Lee eW al. (2019), KahRRW! aidV in aVVeVVing VWXdenWV' iniWial 

cRmSUehenViRn and mRWiYaWiRn aW Whe VWaUW Rf a VeVViRn. FXUWheUmRUe, Wang (2015) 

nRWeV WhaW KahRRW! can be XVed WR aVVeVV VWXdenW XndeUVWanding and UeflecW Rn Whe 

maWeUial aW Whe end Rf a VeVViRn. EdXcaWRUV can effRUWleVVl\ VhaUe anVZeUV, imageV, 

YideRV, and VRXnd WhURXgh KahRRW!, Zhile alVR mRniWRUing SaUWiciSanW acWiYiW\ and WeVW 

UeVXlWV. Yang eW al. (2019) highlighW WhaW leaUning WhURXgh KahRRW! faciliWaWeV VWXdenWV' 

cRmSUehenViRn Rf maWeUial and acWiYe SaUWiciSaWiRn. FXUWheUmRUe, iW can lead WR 

academic VXcceVV and incUeaVed engagemenW amRng VWXdenWV. 

QXi]i]] and KahRRW! aUe effecWiYe WRRlV WhaW can enhance VWXdenWV' engagemenW 

in leaUning and bRRVW WheiU WechnRlRgical SURficienc\ WhURXgh Whe XVe Rf e-leaUning 

SlaWfRUmV. AddiWiRnall\, WheVe SlaWfRUmV aUe YalXable fRU edXcaWRUV WR diVWUibXWe 

aVVignmenWV and cRXUVe maWeUialV XVing inWeUacWiYe TXi] fRUmaWV, fRVWeUing a SRViWiYe 

and enWhXViaVWic leaUning enYiURnmenW fRU VWXdenWV. Kahoot! and Quizizz are online 

quiz applications that can be an option to make learning more interesting and 

fun.  Based on Suharsono (2020) The results showed that Quizizz was preferred over 

Kahoot! by participants because in the Quizizz system the questions and answers 

appear on the screen of each participant's cellphone/laptop so that they cannot just look 

at the screen before class, while in the system in Kahoot! Whe anVZeUV aUe SUeVenWed aV 

V\mbRlV, ZheUeaV in QXi]i]], Whe anVZeUV aUe in Whe fRUm Rf ZRUdV RU nXmbeUV. AfWeU 

cRmSleWing Whe TXi], \RX can UeYieZ Whe anVZeUed TXeVWiRnV WR Vee Whe cRUUecW and 

incRUUecW UeVSRnVeV. 
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2.4 Previous Studies 

In a research on the use of Kahoot!, Holbrey (2020), students positively 

reported improvements in engagement, concentration, and lower-level retention. 44 

participants joined the research through traditional lecture theater. Before and after the 

activities, the participants filled in a survey about engagement, retention, and 

concentration of Kahoot!  The result of the comparison between the pre and post-test 

VhRZed a SRViWiYe imSURYemenW Rn VWXdenWV¶ engagemenW. In WhiV VWXd\ WZR VXUYe\V 

were completed, namely pre and post surveys. The VWXd\ UeVXlWV indicaWed WhaW VWXdenWV 

ZeUe mRUe acWiYel\ inYRlYed in WheiU RZn leaUning, allRZing Whem WR delYe deeSeU inWR 

cRnceSWV and gain a beWWeU XndeUVWanding WhURXgh cRnVciRXV engagemenW in Whe leaUning 

SURceVV. SWXdenWV UeSRUWed SRViWiYe changeV in WheiU engagemenW, fRcXV, and abiliW\ WR 

UeWain infRUmaWiRn. TheUe ZeUe nRWable imSURYemenWV in YeUbal cRmmXnicaWiRn, ZiWh 

VimilaUiWieV WR Whe findingV Rf Wang and LiebeURWh (2016) UegaUding high VSiUiWV, 

laXghWeU, SURdXcWiYe nRiVe, and a highl\ UeVSRnViYe claVV. The UeVeaUch SUeVenWed in Whe 

jRXUnal iV highl\ infRUmaWiYe and YalXable. 

The UeVeaUch cRndXcWed b\ Dhama\anWi (2021) fRcXVed Rn e[SlRUing Whe imSacW 

Rf XVing Whe QXi]i]] aSSlicaWiRn aV a WRRl fRU EngliVh langXage leaUning. The VWXd\ 

inYRlYed 106 SaUWiciSanWV ZhR cRmSleWed a TXeVWiRnnaiUe Yia GRRgle FRUm WR gaXge 

WheiU SeUceSWiRnV and mRWiYaWiRn UegaUding QXi]i]] in Whe EngliVh e-claVVURRm. The 

findingV Rf Whe UeVeaUch highlighWed Whe SaUWiciSanWV' SRViWiYe aWWiWXdeV WRZaUdV QXi]i]] 

aV an effecWiYe e-leaUning media. IW ZaV nRWed WhaW XVing QXi]i]] incUeaVed Whe VWXdenWV' 
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mRWiYaWiRn and inWeUeVW in Whe EngliVh e-claVVURRm, making leaUning mRUe engaging and 

enjR\able. 

Amalia (2020) cRndXcWed a VWXd\ Rn Whe XVe Rf QXi]i]] ZiWh 20 D\namic 

EngliVh CRXUVe VWXdenWV. The UeVeaUch inYRlYed cRllecWing daWa WhURXgh a TXeVWiRnnaiUe 

XVing LikeUW Scale anal\ViV. The VWXd\'V deVcUiSWiYe TXaliWaWiYe deVign aimed WR e[SlRUe 

VWXdenWV' SeUVSecWiYeV Rn QXi]i]] aV an Rnline aVVeVVmenW WRRl in EngliVh langXage 

Weaching and leaUning, VSecificall\ in fRUmaWiYe aVVeVVmenW. The UeVXlWV UeYealed WhaW 

VWXdenWV held SRViWiYe YieZV Rn QXi]i]]. In VXmmaU\, VWXdenWV VWURngl\ agUeed WhaW 

QXi]i]] iV YiVXall\ aSSealing and engaging, diVcRXUageV cheaWing dXUing e[amV, fRVWeUV 

a cRmSeWiWiYe claVVURRm enYiURnmenW, and iV VXSeUiRU WR WUadiWiRnal Rffline WeVWV. 

 

2.5 The Flow of The Literature 

The VWXd\ cRndXcWed TXanWiWaWiYe UeVeaUch, VSecificall\ a cRmSaUaWiYe daWa 

anal\ViV. The VXUYe\ ZaV cRmSleWed b\ VWXdenWV fURm Whe 2020 claVV Rf Whe EngliVh 

edXcaWiRn VWXd\ SURgUam aW a PUiYaWe UniYeUViW\ in YRg\akaUWa. TheVe VWXdenWV had 

XWili]ed QXi]i]] and KahRRW! aV leaUning media. The VWXd\ ZaV baVed Rn Dale'V cRne 

Rf e[SeUience, aV RXWlined b\ Dale in PXVSiWaUini (2019). AccRUding WR Dale'V cRne Rf 

e[SeUience, diUecW, Wangible e[SeUienceV UeVXlW in Whe mRVW effecWiYe leaUning, fRllRZed 

b\ aUWificial RbjecWV, dUamaWi]aWiRnV, field WUiSV, WeleYiViRn, liYe e[hibiWiRn SicWXUeV, VWill 

imageV, YiVXal V\mbRlV, and finall\ ZRUd V\mbRlV, Zhich aUe mRUe abVWUacW and \ield 

Whe leaVW effecWiYe leaUning. HRZeYeU, iW ZaV nRWed WhaW Whe leaUning SURceVV dReV nRW 
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alZa\V haYe WR begin ZiWh Whe VWXdenWV' immediaWe e[SeUienceV, bXW can alVR incRUSRUaWe 

UeleYanW e[SeUienceV baVed Rn Whe leaUning UeTXiUemenWV. 

HXVain (2014) VXggeVWV WhaW mXlWimedia WechnRlRg\, eVSeciall\ in SUeVenWaWiRnV, 

SRViWiYel\ affecWV VWXdenW leaUning UeVXlWV. The XVe Rf mXlWimedia in SUeVenWaWiRnV aimV 

WR engage VWXdenWV' aXdiWRU\ and YiVXal VenVeV WR enhance leaUning. AddiWiRnall\, Whe 

inWeUneW haV imSacWed Whe XVe Rf media in Whe claVVURRm, affecWing bRWh in-claVV and RXW-

Rf-claVV inVWUXcWiRnal meWhRdV and SURYiding indeSendence, VSeed, feedback, 

affRUdabiliW\, effecWiYeneVV, and SURdXcWiYiW\ in Whe leaUning SURceVV. 

 

 

 

 

 

 

FigXUe 1. Dale¶V CRne Rf E[SeUience (PXVSiWaUini, 2019) 

The SUeYiRXV iVVXeV can be addUeVVed b\ XVing diffeUenW W\SeV Rf TXi] media in 

leaUning. PUeYiRXV UeVeaUch haV Rnl\ fRcXVed Rn indiYidXal TXi] aSSlicaWiRnV, 

neglecWing Whe SRWenWial Rf YaUied media in TXi]]eV. TheUefRUe, m\ VWXd\ e[amined 
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VWXdenWV' SeUceSWiRnV Rf XVing QXi]i]] and KahRRW! in EngliVh EdXcaWiRn aW a PUiYaWe 

UniYeUViW\ in YRg\akaUWa. The gaS ZiWh SUeYiRXV UeVeaUch, Whe lRcaWiRn Rf Whe VWXd\ ZaV 

VSecific WR EngliVh edXcaWiRn VWXdenWV aW a PUiYaWe UniYeUViW\ in YRg\akaUWa. ThiV VWXd\ 

aimV WR deWeUmine hRZ VWXdenWV' SeUceSWiRnV Rn Whe XVe Rf QXi]i]] and KahRRW! and 

cRmSaUe VWXdenWV' SeUceSWiRnV Rn Whe XVe Rf QXi]i]] and KahRRW! aV leaUning media and 

When cRmSaUe each aVSecW. 

Quizzes are something that is considered difficult, so there maybe some 

students who think that using a variety of different quiz media can make students feel 

easier and less scary in doing quizzes because of the features in the application, on the 

other hand there are students who think that quizzes are difficult and serious things so 

students feel that using a formal and simple quiz application is more suitable because 

they can focus on quiz questions without being fooled by certain features. This study 

was conducted to find out the perceptions of English language education students 

towards various quiz apps, especially Kahoot! and Quizizz. 

The vibrant design, character representations, and music offer students an 

experience akin to playing a game. In this digital age, games are transforming into 

educational tools, as noted by Hilliar and Kargbo (2017). Game-based learning 

involves interactive multimedia and dynamic elements that are controlled by teachers 

or students. Ultimately, Game-based learning is intended to provide diverse interactive 

learning experiences for both teachers and students. Therefore, it can be inferred that 
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educational games utilize mobile-assisted language learning (MALL) to improve the 

delivery, support, and augmentation of teaching, learning, assessment, and evaluation. 

James Paul Gee supports the incorporation of games in education to encourage 

involvement and knowledge acquisition. According to his theory, learning 

environments based on games offer immersive experiences that can enhance problem-

solving abilities and comprehension. Quizizz and Kahoot! employ gaming elements to 

develop captivating learning scenarios, ultimately making the learning process 

enjoyable and interactive. 
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CHAPTER III 

RESEARCH DESIGN 

3.1 Research Design 

 The VWXd\ inYRlYed cRmSaUing VWXdenWV' SeUceSWiRn Rn Whe XVe Rf QXi]i]] and 

KahRRW! aV leaUning media WhURXgh a VXUYe\. The VXUYe\ emSlR\ed a TXeVWiRnnaiUe fRU 

daWa cRllecWiRn and fRcXVed Rn caUefXll\ meaVXUing YaUiableV WR addUeVV UeVeaUch 

TXeVWiRnV and h\SRWheVeV baVed Rn WheRU\. The fRcXV in TXanWiWaWiYe meWhRdV ZaV Rn 

Whe eVVenWial cRmSRnenWV Rf Whe meWhRdV VecWiRn in SURSRValV fRU e[SeUimenWal RU 

VXUYe\ VWXdieV, aV nRWed b\ CUeVZell (2018). QXanWiWaWiYe meWhRdV ZeUe XVed dXe WR 

Whe laUge nXmbeU Rf SaUWiciSanWV and WR gaWheU diYeUVe VWXdenW SeUVSecWiYeV Rn Whe XVe 

Rf QXi]i]] and KahRRW! aV leaUning media. The deVign and meWhRd ZeUe VelecWed WR 

VWUeamline daWa cRllecWiRn and gaWheU cRmSUehenViYe inVighWV inWR VWXdenWV' SeUceSWiRnV 

Rf WheVe WRRlV. 

3.2 Setting and Participants 

 This research was conducted in a Private University in Yogyakarta and the 

participants are English education study program class of 2020 who have used learning 

media especially Quizizz and Kahoot! The study used population research in that all 

students were included in the study. The population consisted of 100 students from the 

2020 batch of English language education. Researchers distributed questionnaires to 

all students, but only 83 participants filled out the questionnaire. The participants were 

from the Class of 2020 because they had participated in learning at a private university 
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in Yogyakarta for a longer period and had used learning media, especially Quizizz and 

Kahoot!. The research was conducted at a private university in Yogyakarta because 

previous studies had been carried out at other universities, and no one had examined 

students' perceptions on the use of Quizizz and Kahoot! at a private university in 

Yogyakarta. Thus, the researcher aimed to understand the perceptions of students from 

the English language education department at this private university in Yogyakarta. 

3.3 Data Collection  

3.3.1 Research Instrument 

 In WhiV UeVeaUch, daWa ZaV gaWheUed WhURXgh VXUYe\V and TXeVWiRnnaiUeV 

diVWUibXWed WR VWXdenWV. The daWa cRllecWiRn inYRlYed VWXdenWV cRmSleWing a 

TXeVWiRnnaiUe, and Whe daWa anal\ViV inclXded Whe aSSlicaWiRn Rf Whe LikeUW Scale.  

The UeVeaUcheUV XVed an adaSWed TXeVWiRnnaiUe fURm Amalia (2020) WR gaWheU 

VWXdenWV' SeUceSWiRnV Rf XVing QXi]i]] and KahRRW! aV leaUning media. In Amalia'V 

TXeVWiRnnaiUe, Whe TXeVWiRnV Rnl\ fRcXVed Rn VWXdenWV' SeUceSWiRnV Rn Whe XVe Rf 

QXi]i]], Zhile in WhiV TXeVWiRnnaiUe, Whe iWemV ZeUe adjXVWed becaXVe Whe UeVeaUcheU 

ZanWed WR geW VWXdenWV' SeUceSWiRnV Rn Whe XVe Rf QXi]i]] and KahRRW! TZenW\-fiYe 

TXeVWiRnV ZeUe XVed WR gaXge VWXdenWV' SeUceSWiRnV, ZiWh WZelYe TXeVWiRnV abRXW 

QXi]i]], WZelYe TXeVWiRnV abRXW KahRRW!, and Rne geneUal TXeVWiRn WhaW ZaV nRW 

inclXded aV a cRmSaUiVRn Rf Whe anal\ViV daWa. A LikeUW Vcale ZaV emSlR\ed, UeTXiUing 

SaUWiciSanWV WR VelecW fURm fiYe VWaWemenWV: SWURngl\ AgUee (SA), AgUee (A), NeXWUal 
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(N), DiVagUee (D), and SWURngl\ DiVagUee (SD). Research conducted by Amalia (2020) 

did nRW inclXde Whe UeliabiliW\ nXmbeU, VR Whe UeVeaUcheU Zill calcXlaWe Whe inVWUXmenW¶V 

reliability using Cronbach Alpha.  

3.3.2 Validity and Reliability 

The study tested the validity and reliability of the questionnaire using SPSS and 

researchers analyzed the reliability coefficient test using Cronbach Alpha. Statistical 

validity was not calculated because there were not enough participants, but the 

construct validity was consulted with the supervisor. It can be seen in Table 3.3.1 that 

the questionnaire has 25 items (N) in total with Cronbach alpha value .927. According 

to Taber (2018) if Cronbach alpha value shows results higher than .90 then the 

questionnaire can be considered as reliable. Then, we can conclude that a questionnaire 

used to measure students' perception on the use of Quizizz and Kahoot! as learning 

media is reliable and consistent. 

Table 3.1 Reliability 

 

 

3.4 Data Analysis 

The researcher used descriptive statistics and independent sample t-test to 

analyze the data. The analyzes used in this research were conducted by using SPSS and 
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Ms Excel. The data obtained from Google Form was gathered in Ms Excel. From Ms 

Excel, the data was imported into SPSS and was analyzed using descriptive statistics 

and independent sample t-test. To answer the first research question the data was 

analyzed using descriptive statistics to calculate the frequency, mean score, standard 

deviation of each item. To answer research questions number two and three the data 

were analyzed using an independent sample t-test to compare the overall scores 

regarding student perceptions of Quizizz and Kahoot!, while the third question aimed 

to compare the respective scores of each aspect of Quizizz and Kahoot!. The final 

output of this data was in the form of a table. 
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CHAPTER IV 

FINDINGS AND DISCUSSION  

 This chapter presents the findings and discussion, which were intended to 

answer the study's problems.  The researchers outline the approach used to compute 

and present the findings from the data. The data for the research was gathered from a 

survey given to students in the English Language Education Department, class of 2020, 

who have been using Quizizz and Kahoot! as educational tools at a Private University 

in Yogyakarta. 

4.1 Descriptive Findings 
 
 BaVed Rn Whe TXeVWiRnnaiUe UeVXlWV, Whe VWXdenWV¶ SeUceSWiRnV Rn Whe XVe Rf 

Quizizz and Kahoot! as learning media was positive, the mean VcRUe fRU VWXdenW¶V 

perception about Quizizz (4.01) is higher than the mean score fRU VWXdenW¶V SeUceSWiRn 

abRXW KahRRW! (3.50). The higheVW aYeUage VcRUe ZaV fRXnd Rn Whe SaUWiciSanWV¶ 

perception that Quizizz is like a game (M=4.40, SD= .79) while the lowest average 

VcRUe ZaV Rn Whe VWXdenWV¶ SeUceSWiRn WhaW Whe\ can'W cheaW dXUing Whe test using Quizizz 

(M=3.55, SD= 1.05). The perception that showed the middle position is that Quizizz 

should be used in daily online quizzes (M=3.95, SD= .92). More detailed results can 

be seen in table 4.1. 
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Table 4.1 Results of Quizizz 

 

Question 
Number 

Items Mean Std. deviation 

11. I feel that Quizizz is like a game (q6)  4.40 .795 

1. Quizizz is interesting and fun as a learning 
media (q1)  

4.35 .833 

9. I enjoy doing the test using Quizizz (q5) 4.24 .878 

17. Quizizz creates a competitive atmosphere (q9)  4.20 .880 

5. Quizizz has an interactive display (q3)  4.20 .823 

2. Quizizz is interesting and fun as assessment 
tools (q2)  

4.13 .880 

20. I like Quizizz better than Kahoot!  (q11)  4.01 .876 

24. Quizizz should be used in daily online quizzes 
(q13) 

3.95 .923 

22. Quizizz is better than the traditional test (q12) 3.84 .848 

7. Quizizz has many challenging features (q4) 3.66 1.118 

13. I don't feel tense when doing a test in Quizizz 
(q7) 

3.64 1.132 

15. I can¶W cheaW dXUing Whe WeVW XVing QXi]i]] (T8) 3.55 1.051 

 

 In this study, the higheVW aYeUage VcRUe ZaV fRXnd Rn Whe SaUWiciSanWV¶ 

perception that Kahoot! is like a game (M=4.34, SD= .81) while the lowest average 

VcRUe ZaV Rn Whe VWXdenWV¶ SeUceSWiRn WhaW VWXdenWV like KahRRW! beWWeU Whan QXi]i]] gRW 

the lowest mean (M=3.12, SD= .98). The perception that showed the middle position 
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is that Kahoot! is better than the traditional test (M=3.82, SD= .87). More detailed 

results can be seen in table 4.2.   

 
Table 4.2 Results of Kahoot! 

 

Question 
Number 

Items Mean Std. deviation 

12. I feel that Kahoot! is like a game (k6)  4.34 .816 

3. Kahoot! is interesting and fun as a learning 
media (k1)  

4.30 .728 

10. I enjoy doing the test using Kahoot! (k5) 4.18 .913 

18. Kahoot! creates a competitive atmosphere (k9)  4.17 .853 

4. Kahoot! is interesting and fun as assessment 
tools (k2)  

4.06 .915 

6. Kahoot! has an interactive display (k3)  4.00 .841 

25. Kahoot! should be used in daily online quizzes 
(k12)  

3.84 .876 

23. Kahoot! is better than the traditional test (k11)  3.82 .872 

16. I can¶W cheaW dXUing Whe WeVW XVing KahRRW! (k8)  3.54 1.085 

8. Kahoot! has many challenging features (k4)   3.47 .992 

14. I don't feel tense when doing a test in Kahoot! 
(k7)  

3.46 1.108 

21. I like Kahoot! better than Quizizz (k10)  3.12 .980 
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4.2. Comparison between students¶ perception on the use of Quizizz and Kahoot! 
 
 There was a significant difference in students' perception between Quizizz and 

Kahoot! (t(82) = 12.91, S < 0.000) aV leaUning media. The mean VcRUe fRU VWXdenW¶V 

SeUceSWiRn abRXW QXi]i]] (4.01) iV higheU Whan Whe mean VcRUe fRU VWXdenW¶V SeUceSWiRn 

about Kahoot! (3.50). It means that students prefer Quizizz over Kahoot!. 

Table 4.3 Results of comparison between students¶ perception on the use of 
Quizizz and Kahoot! 

 

 
 

Meanwhile, for more detailed questions, significant differences were also found on the 

perception that Quizizz or Kahoot! is interesting and fun as a learning media (t(82) = 

3.21, p < .002), Quizizz or Kahoot! has an interactive display (t(82) = 6.11, p < .000), 

Quizizz or Kahoot! has many challenging features (t(82) = -3.85, p < .000), Quizizz or 

Kahoot! is like a game (t(82) = 7.17, p < .000), no cheating during the test using Quizizz 

or Kahoot! (t(82) = -4.71, p < .000), Quizizz or Kahoot! creates a competitive 
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atmosphere (t(82) = 7.77, p < .000), and Quizizz or Kahoot! should be used in daily 

online quizzes (t(82) = 5.62, p < .000). It is significant because students have a more 

positive perception of Quizizz than Kahoot! In terms of the above statements, the mean 

of Quizizz is greater than the mean of Kahoot!. 

Students perceived that:  

1. Quizizz (M=4.35, SD=.833) is more interesting and fun as a learning media 

than Kahoot! (M= 4.30, SD=.728);  

2. Quizizz (M=4.20, SD=.823) has a more interactive display than Kahoot! 

(M=4.00, SD=.841);  

3. Quizizz (M= 3.66, SD= 1.118) has many more challenging features than 

Kahoot! (M= 3.47, SD=.992); 

4. Students feel that Quizizz  (M= 4.40, SD=.795) is more like a game than 

Kahoot! (M= 4.34, SD=.816); 

5. Students can not cheat during the test using Quizizz  (M= 3.55, SD= 1.051) than 

using Kahoot! (M= 3.54, SD= 1.085); 

6. Quizizz (M= 4.20, SD=.880 creates a more competitive atmosphere than 

Kahoot! (M= 4.17, SD= .853); 

7. Quizizz (M= 3.95, SD=.923) should be used in daily online quizzes rather than 

Kahoot! (M= 3.84, SD= .876); 

 

 No significant differences were found on the perception that Quizizz or Kahoot! 

is interesting and fun as assessment tools (t(82) = 1.44, p < .153), Students enjoy doing 
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the test using Quizizz or Kahoot! (t(82) = -.917 p < .362), Students do not feel tense 

when doing a test in Quizizz or Kahoot! (t(82) = .601, p < .550), Students like Quizizz 

better than Kahoot! or Students like Kahoot! better than Quizizz (t(82) = 1.59, p < 

.114), and Quizizz or Kahoot! is better than the traditional test (t(82) = .000, p < 1.00). 

Students have a positive perception of Quizizz and Kahoot! because there is no 

significant difference. More detailed results can be seen in table 4.4. It means that 

Students perceived that: 

1. Quizizz (M= 4.13, SD = .880) is as interesting and fun as assessment tools as 

Kahoot! (M=, SD=);  

2. Students enjoy doing the test using Quizizz (M= 4.24, SD = .878) same as 

Kahoot! (M= 4.18, SD= .913); 

3. Students do not feel tense when doing a test in Quizizz (M= 3.64, SD= 1.132) 

same as Kahoot! (M= 3.46, SD= 1.108) 

4. Students like Quizizz better than Kahoot! (M= 4.01, SD= .876) same as or 

Students like Kahoot! better than Quizizz (M= 3.12, SD= .980). 

5. Quizizz (M= 3.84, SD= .848) and Kahoot! (M= 3.82, SD= .872) are  better than 

the traditional test 

 
Table 4.4 Results of comparison between Quizizz and Kahoot! in each items 

 

Question 
Number 

Questions Mean Q Mean K t df Sig 

1.  Interesting and fun as a learning 4.35 4.40 3.21 82 .002 
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media 

3. Has an interactive display 4.20 4.00 6.11 82 .000 

4. Has many challenging features 3.66 3.47 -3.85 82 .000 

6. I feel that Quizizz/Kahoot! is 
like a game 

4.40 4.34 7.17 82 .000 

8. I can¶W cheat during the test 
using Quizizz/Kahoot! 

3.55 3.54 -4.71 82 .000 

9. Creates a competitive 
atmosphere 

4.20 4.17 7.77 82 .000 

12. should be used in daily online 
quizzes 

3.95 3.84 5.62 82 .000 

2. Interesting and fun as 
assessment tools 

4.13 4.06 1.44 82 .153 

5. I enjoy doing the test using 
Quizizz/Kahoot! 

4.24 4.18 -.917 82 .362 

7. I dRn¶W feel WenVe Zhen dRing a 
test in Quizizz/Kahoot! 

3.64 3.46 .601 82 .550 

10. I like Quizizz better than 
Kahoot!/ I like Kahoot! better 
than Quizizz 

4.01 3.12 1.59 82 .114 

11. Quizizz/Kahoot! is better than 
the traditional test 

3.82 3.84 .000 82 1.00 

 

4.3 Discussion 
 
 The objective of this research is to determine students' perception on the use of 

Quizizz and Kahoot! as learning media and to establish which platform students favor 

between Quizizz and Kahoot!. The research approach employed is quantitative due to 

the substantial number of participants and the need to comprehend numerous students' 



   

27 
 

perspectives concerning the use of Quizizz and Kahoot! as learning media. Surveys 

and questionnaires were administered to gather data for this study. 

 

 The UeVeaUch findingV indicaWed EngliVh langXage edXcaWiRn VWXdenWV VhRZed a 

SRViWiYe SeUceSWiRn Rf QXi]i]] and KahRRW! aV leaUning media. ThiV alignV ZiWh 

SUeYiRXV UeVeaUch b\ Amalia (2020), Zhich fRXnd WhaW VWXdenWV haYe a SRViWiYe 

SeUceSWiRn Rf XVing QXi]i]] aV an Rnline aVVeVVmenW WRRl fRU Weaching and leaUning 

EngliVh, eVSeciall\ fRU fRUmaWiYe aVVeVVmenW. Amalia (2020) highlighWed WhaW XVing 

SlaWfRUmV like QXi]i]] fRU WeVWing enableV VWXdenWV WR YieZ WheiU UeVXlWV diUecWl\ Rn a 

VcUeen, SURmRWing cRmSeWiWiYeneVV. SimilaUl\, WhiV VWXd\ acknRZledgeV VWXdenWV' 

SeUceSWiRn Rf QXi]i]] and KahRRW! aV WRRlV WhaW can cUeaWe a cRmSeWiWiYe enYiURnmenW. 

AccRUding WR HRlbUe\ (2020), KahRRW! can enhance VWXdenWV' acWiYe SaUWiciSaWiRn in 

leaUning, enabling Whem WR delYe deeSeU inWR cRnceSWV and deYelRS a beWWeU 

XndeUVWanding WhURXgh cRnVciRXV engagemenW. SWXdenWV haYe UeSRUWed enhanced 

engagemenW, cRncenWUaWiRn, and UeWenWiRn. KahRRW! iV nRWed fRU VXSSRUWing imSURYed 

cRncenWUaWiRn dXUing lecWXUeV and SRViWiYel\ imSacWing VWXdenWV' e[ciWemenW, 

engagemenW, leaUning e[SeUience, and efficienc\ (Wang & TahiU, 2020). SWXdenWV alVR 

belieYe WhaW KahRRW! can bRRVW mRWiYaWiRn and cRnfidence, making Whem feel mRUe 

VecXUe in claVV (TV\mbal, 2018). AddiWiRnall\, VWXdenWV feel cRmfRUWable anVZeUing 

anRn\mRXVl\ in claVV, cUeaWing a mRUe Uela[ed aWmRVSheUe (CXWUi eW al., 2016). TheVe 

SeUceSWiRnV align ZiWh Whe cXUUenW VWXd\, indicaWing WhaW VWXdenWV dR nRW feel VWUeVVed 

Zhen XVing QXi]i]] RU KahRRW! fRU aVVeVVmenWV. 
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 The second finding showed that students perceived Quizizz more positively 

than Kahoot! The reason for this finding might be due to its more interactive display 

and user friendliness (Suharsono, 2020), Quizizz is preferred over Kahoot! by 

participants because it has an interactive display and user friendliness because in 

Quizizz the questions and answers appear on the screen of each participant's 

cellphone/laptop so there is no need to look at the screen when you want to answer 

questions like in Kahoot!, In Kahoot!, the response is shown using a symbol, while in 

Quizizz, the actual answer is presented in the form of words, numbers, or both. 

Additionally, once the quiz is completed, the answered questions can be reviewed to 

identify those that were answered incorrectly and less well understood by the 

participants. According to Dhamayanti (2020), students believe that Quizizz is a useful 

e-learning platform for teaching and learning activities, especially for English e-

learning classes. This indicates that most students believe that their English language 

skills improve when using the Quizizz app for learning. Quizizz can enhance the 

motivation and engagement of EFL students during e-learning activities because the 

application's features can pique students' interest and prevent them from becoming 

bored during the lesson. 

 

 This study compares Quizizz and Kahoot! on each question to find out if each 

question has a significant difference. The result of each question is that Quizizz has a 

greater mean than Kahoot!. Questions that have positive perceptions and significant 
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differences are Quizizz or Kahoot! has an interactive display, Quizizz or Kahoot! has 

many challenging features, I feel that Quizizz or Kahoot! is like a game, I can't cheat 

during the test using Quizizz or Kahoot!, Quizizz or Kahoot! creates a competitive 

atmosphere, Quizizz or Kahoot! should be used in daily online quizzes, thus showing 

that the features of Quizizz are superior in interactive displays, and challenging 

features, and Quizizz is considered to be able to make the classroom atmosphere 

competitive. 
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CHAPTER V 

CONCLUSIONS AND SUGGESTIONS  

This chapter presents conclusions based on the research findings and some 

suggestions regarding this study. 

5.1 Conclusion 

 The RbjecWiYeV Rf WhiV VWXd\ aUe WR SWXdenWV¶ SeUceSWiRn Rn Whe XVe Rf QXi]i]] 

and Kahoot! as Learning Media. 83 students were participating in this study. Based on 

the results and analysis in the previous chapter, the researcher has concluded that 

students have a positive perception of Quizizz and Kahoot!.  As reported by the data, 

most students have the perception that Quizizz and Kahoot! feels like a game indicated 

by the highest score for Quizizz (M=4.40) and Kahoot! (M=4.34). According to student 

perception, there is a positive perception for Quizizz and Kahoot! over traditional 

testing methods. Students find these interactive platforms to be more engaging and 

effective for learning because they felt that both platforms created a competitive 

classroom atmosphere. However, when comparing Quizizz and Kahoot! students 

generally prefer Quizizz because of its customizable features, which enable a more 

personalized and varied learning experience.  
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5.2 Suggestion 

To conclude, this study suggests that teachers could consider using Quizizz 

more than Kahoot! during learning activities or quizzes. This is supported by the data, 

as students prefer Quizizz over Kahoot! 

Future research could include a mixed-methods research design approach on a 

larger scale of participants, involving not only students but also teachers' perspectives 

regarding the use of Quizizz and Kahoot! as learning media. By combining students' 

experiences and teachers' perspectives, Ze can fXll\ cRmSUehend hRZ effecWiYe and 

inflXenWial WheVe SlaWfRUmV aUe ZiWhin edXcaWiRnal enYiURnmenWV. This mixed-methods 

approach is expected to delve more deeply into the nuances of Quizizz and Kahoot! 

usage in the classroom, as it will involve conducting surveys through questionnaires 

and interviews with several participants. This will allow for a more nuanced 

exploration of the benefits and potential challenges associated with integrating these 

platforms into the educational environment. Additionally, the larger scale of 

participants will enable the collection of diverse data, thereby enhancing the 

generalizability of the findings. Furthermore, by exploring the perspectives of both 

students and teachers, we can gain insights into the differing experiences, needs, and 

preferences of these two key stakeholder groups. This, in turn, can inform the 

development of more tailored and effective educational interventions and strategies. 

Therefore, Future research should aim to include a diverse approach that captures 
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different experiences and perspectives related to using Quizizz and Kahoot! in 

education.  
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APPENDICES 

Appendix1. Students¶ Perception on the use of Quizizz and Kahoot! as Learning 
Media Questionnaire 

Link google form: https://forms.gle/w1goC26fZrrudkA46 

AVValamXalaikXm WU. Wb. 

PeUkenalkan Va\a SalVa Fadillah AfUa, mahaViVZa SURgUam VWXdi Pendidikan BahaVa 
InggUiV, UniYeUViWaV IVlam IndRneVia. SaaW ini Va\a Vedang mengXmSXlkan daWa dalam 
Uangka Sen\eleVaian WXgaV akhiU Va\a \ang beUjXdXl "SWXdenWV' SeUceSWiRn Rn Whe XVe 
Rf QXi]i]] and KahRRW! aV LeaUning Media". PeneliWian ini beUWXjXan XnWXk 
mendeVkUiSVikan SeUVeSVi mahaViVZa dalam menggXnakan media SembelajaUan \ang 
beUXSa QXi]i]] dan KahRRW! Vebagai media SembelajaUan. 

Sa\a memRhRn keVediaan Anda XnWXk mengiVi kXeViRneU SeneliWian \ang khXVXV 
diWXjXkan XnWXk mahaViVZa akWif PURdi Pendidikan BahaVa InggUiV, UniYeUViWaV IVlam 
IndRneVia angkaWan 2020. ASabila Anda beUVedia XnWXk beUSaUWiViSaVi dalam 
SeneliWian ini, Anda daSaW melanjXWkan ke SURVeV SengiVian kXeViRneU. KXeViRneU 
WeUdiUi daUi 25 SeUWan\aan. MRhRn XnWXk mengiVi kXeViRneU VeVXai dengan kRndiVi 
Anda \ang VebenaUn\a. SelXUXh daWa dalam SeneliWian ini akan dijaga keUahaViaann\a 
dan han\a digXnakan XnWXk keSenWingan SeneliWian. 

KXeViRneU daSaW diakVeV melalXi link beUikXW: hWWSV://fRUmV.gle/Z1gRC26fZUUXdkA46  

Jika ada maValah aWaX SeUWan\aan mengenai SeneliWian ini, Anda daSaW menghXbXngi 
Va\a melalXi: 

Email: 20322118@VWXdenWV.Xii.ac.id 

WhaWVASS: 081220203857 

TeUima kaVih aWaV keVediaan dan SaUWiViSaVi Anda dalam SengiVian kXeViRneU ini 
VemRga Allah SWT membalaV kebaikan Anda. 

WaVValamXalaikXm WU.Wb. 

 
HRUmaW Va\a,  

SalVa Fadillah AfUa 

DRVen Pembimbing, 

PXji Raha\X, S.Pd., MLST., Ph.D. 
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SECTION 1 

Name: 

NIM: 

PaUWiciSanWV cRnVenW: I cRnVenW WR SaUWiciSaWe in Whe VWXd\ b\ cRmSleWing Whe 
TXeVWiRnnaiUe. 
 

SECTION 2 

SWXdenW'V SeUceSWiRn Rn Whe XVe Rf QXi]i]] and KahRRW! aV LeaUning Media 

No Question  Strongly 
Disagree 

(SD) 

Disagree 
(D) 

Neutral 
(N) 

Agree 
(A) 

Strongly 
Agree 
(SA) 

1.  Quizizz is interesting and 
fun as a learning media 

     

2. Quizizz is interesting and 
fun as assessment tools 

     

3. Kahoot! is interesting and 
fun as a learning media 

     

4. Kahoot! is interesting and 
fun as assessment tools 

     

5. Quizizz has an interactive 
display 

     

6. Kahoot! has an interactive 
display 

     

 7. Quizizz has many 
challenging features 

     

 8. Kahoot! has many 
challenging features 

     

9. I enjoy doing the test using 
Quizizz 
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10. I enjoy doing the test using 
Kahoot! 

     

11. I feel that Quizizz is like a 
game 

     

12. I feel that Kahoot! like a 
game 

     

13. I dRn¶W feel tense when 
doing a test in Quizizz 

     

14. I dRn¶W feel WenVe Zhen 
doing a test in Kahoot! 

     

15. I can¶W cheaW dXUing Whe WeVW 
using Quizizz 

     

16. I can¶W cheaW dXUing Whe WeVW 
using Kahoot! 

     

17. Quizizz creates a 
competitive atmosphere 

     

18. Kahoot! creates a 
competitive atmosphere 

     

19. I feel encouraged to be 
number one on the 
leaderboard 

     

20. I like Quizizz better than 
Kahoot! 

     

21. I like Kahoot! better than 
Quizizz 

     

22. Quizizz is better than the 
traditional test 

     

23. Kahoot! is better than the 
traditional test 

     

24. Quizizz should be used I      
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daily online quizzes 

25. Kahoot! should be used in 
daily online quizzes 
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