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ABSTRACT	Comment by ThisPC: Not in line with APA Format. There should be no sub-headings and paragraphs in the abstract.
	[bookmark: _Hlk196222008]Aims:  This study examines the impact of Kahoot! Application to Grade 8 students' mathematical achievement, specifically in understanding theorems on triangle inequalities. Additionally, it explores students' perspectives on the advantages and challenges of Kahoot! as a digital learning tool.

Study Design: Employing a mixed-method research approach, this study integrates quantitative analysis through pre-tests and post-tests, alongside qualitative insights from student interviews. Statistical significance was determined using a paired t-test, while thematic analysis was utilized to assess students’ experiences with Kahoot!.

Place and Duration of Study: The research was conducted at the University of Eastern Philippines, Laoang Laboratory High School, Laoang, Northern Samar, during the academic year 2024-2025.

Methodology: A total of 29 Grade 8 students were selected through universal sampling. Initially, a pre-test was administered to evaluate their baseline understanding of triangle inequalities. Following Kahoot!-based instruction, a post-test measured their academic improvement, analyzed using a paired t-test to assess statistical significance. Additionally, semi-structured interviews were conducted with the top nine students, and thematic analysis was employed to examine their perspectives on Kahoot!'s benefits and limitations. Ethical considerations, including approval acquisition, informed consent, anonymization of data, and secure disposal of audio recordings, were rigorously upheld to ensure participant privacy and integrity.

Results:  The findings reveal a significant improvement in students' mathematical proficiency, with post-test scores reflecting notable gains compared to pre-test results. A paired t-test confirmed the statistical significance of this progress, leading to the rejection of the null hypothesis and affirming Kahoot!’s effectiveness in enhancing student achievement. Qualitative analysis highlighted several advantages of Kahoot!, including increased accessibility, flexibility in learning, heightened engagement, and motivation driven by gamification elements such as leaderboards. However, students also identified challenges, such as technical issues, potential distractions, misuse of the platform, and time constraints.

Conclusion:  This study substantiates Kahoot!’s effectiveness as a digital learning tool in mathematics education, particularly in the domain of triangle inequalities. Beyond academic benefits, students acknowledged its role in fostering engagement and motivation. Despite these advantages, challenges such as technical limitations and classroom distractions warrant consideration for optimal implementation. Future research should explore the long-term impacts of Kahoot! and investigate the integration of complementary digital learning tools aligned with curriculum objectives to maximize student achievement.
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1. INTRODUCTION 

Interactive digital technologies have become an essential component of modern education, offering innovative approaches to enhance student performance and engagement. In mathematics education, traditional teaching methods—such as lectures and paper-based exercises—often fail to capture students’ interest, leading to disengagement and reduced comprehension. To address these challenges, interactive learning platforms like Kahoot! have emerged as effective tools for fostering student participation and motivation. Kahoot! (https://kahoot.com/) (accessed on 8 May 2024) enables students to utilize various digital devices, including laptops, tablets, and smartphones, to engage in game-based learning environments that make mathematical concepts more accessible and enjoyable (Malak, 2024; Nguyen et al., 2019; Prieto et al., 2019; Wahyuni et al., 2021).
Mathematics remains one of the most crucial subjects taught in schools, yet many institutions still rely on conventional teaching strategies that often fail to maintain student interest. The lack of engaging instructional methods can result in boredom, frustration, and difficulty understanding mathematical concepts, ultimately diminishing students’ ability to learn effectively. When students are not actively engaged in the learning process, their motivation declines, making even fundamental mathematical principles difficult to grasp. Teaching mathematics without incorporating interactive learning experiences, such as gamified applications or real-world examples, limits students’ ability to connect with and appreciate the subject.
Casual interviews conducted by the researchers with students enrolled in mathematics courses revealed widespread disengagement, primarily due to difficulty in understanding lessons, a lack of interest in the subject, and uninspiring teaching approaches. Students who struggle with mathematical concepts often experience frustration, which can hinder their motivation to study further. Moreover, a lack of perceived relevance to everyday life or future career paths contributes to students’ disinterest in mathematics. These factors highlight the urgent need for dynamic teaching strategies that enhance comprehension and engagement (Kelley et al., 2020; Rashidov, 2020; Cai et al., 2020; Sibomana et al., 2021).
In response to these challenges, gamified learning platforms like Kahoot! have gained traction as effective educational tools. By integrating game-based mechanics, leaderboards, and competitive elements, Kahoot! Fosters interactive learning environments that enhance problem-solving skills, critical thinking, and overall student engagement in mathematics. Research suggests that gamification not only improves cognitive development but also cultivates positive attitudes toward the subject, making learning more engaging and accessible (Nguyen et al., 2019; Prieto et al., 2019; Wahyuni et al., 2021; Moon & Ke, 2020; Rincon-Flores et al., 2023; Chen et al., 2023; Abu-Hammad & Hamtini, 2023).
Furthermore, Kahoot!’s intuitive interface, vibrant colors, and timed challenges stimulate curiosity and motivation. The inclusion of music in Kahoot! Sessions have also been found to enhance students’ engagement by stimulating biological responses associated with enjoyment and active participation (Warsihna & Ramdani, 2020). A study by Tetep and Arista (2022) affirmed Kahoot!’s positive impact on student motivation, demonstrating its effectiveness in fostering an engaging and stimulating learning experience.
Despite its advantages, the integration of digital technologies in education necessitates careful implementation. Over-reliance on gamified learning platforms may inadvertently hinder independent reasoning and creative problem-solving skills. Prior studies indicate that while Kahoot! Effectively boosts student achievement and motivation, it should complement—not replace—traditional teaching methods to ensure a balanced educational approach that fosters both technological engagement and critical thinking (Kwok et al., 2020; Marshman, 2020; Bennett, 2021; Cabugwason et al., 2024; Kamila et al., 2022).	Comment by ThisPC: Kahoot! effectively
Similarly, Zhang and Wang (2020) examined Kahoot!’s influence on academic achievement and student attitudes in secondary education, recommending its adoption across various learning stages. These findings underscore Kahoot!’s effectiveness in enhancing motivation, engagement, and overall academic performance in diverse educational contexts.
This study aims to evaluate the effectiveness of Kahoot! in improving mathematics achievement among Grade 8 students at the University of Eastern Philippines-Laoang Laboratory High School. By addressing gaps in existing research, particularly regarding Kahoot!’s long-term effects and broader applicability, this study seeks to provide insights and recommendations for optimizing gamification in instructional strategies. While previous research highlights the positive impact of gamified learning on motivation and engagement, this study specifically investigates its role in mathematics education, offering valuable implications for the integration of technology-driven pedagogical approaches.

Research Questions
This study investigated the effectiveness of Kahoot! Application in improving student achievement in mathematics. Specifically, it addressed the following questions:
1. What was the level of students' mathematical achievement as measured by pre-test and post-test scores?
2. Was there a statistically significant difference between the pre-test and post-test results following the implementation of Kahoot!?
3. What were the perceived advantages and disadvantages of using Kahoot! Application as a digital learning tool?

2. Methodology 	Comment by ThisPC: Methods

2.1 Research Design: 
This study employed a mixed-method research design, integrating both quantitative and qualitative approaches to comprehensively evaluate the impact of Kahoot! Application to student achievement in mathematics education. The quantitative component involved the administration of a pre-test on triangle inequalities to establish baseline knowledge, followed by a post-test conducted via Kahoot! to measure learning improvements. The qualitative aspect comprised semi-structured interviews with selected students to gain insight into their perceptions of the advantages and disadvantages of using Kahoot! as a digital learning tool.

2.2 Participants
The study was conducted among 29 Grade 8 students enrolled at the University of Eastern Philippines Laoang Laboratory High School during the academic year 2024-2025. To further explore the effectiveness of Kahoot! Nine top-performing students based on post-test results were selected for interviews, providing deeper insights into the factors that contributed to their success and their overall experiences with the platform.

2.3 Sampling Method
Universal sampling was employed to ensure comprehensive data collection from all Grade 8 students who provided informed consent, allowing for a thorough assessment of Kahoot!'s impact on mathematics achievement. Additionally, purposive sampling was used to select the nine highest-scoring students for interviews, enabling a detailed examination of their perspectives on Kahoot!'s advantages and disadvantages as a digital learning tool.



2.4 Research Instrument
To assess student achievement, validated pre-test and post-test instruments on triangle inequalities were administered, utilizing a 15-item assessment adapted from Ordinario et al. (2021). This quantitative tool effectively measured learning gains, while the qualitative aspect of the study involved semi-structured interviews designed to explore students' experiences with Kahoot!. The interview guide underwent expert validation in both language and mathematics education to ensure clarity, relevance, and alignment with the study’s objectives. Feedback from the validation process was incorporated to refine the interview guide, ensuring reliability in data collection.

2.5 Data Collection
A structured approach was implemented to collect both quantitative and qualitative data. The pre-test and post-test were administered to evaluate students' mathematical proficiency before and after using Kahoot!, while one-on-one interviews provided qualitative insights into students' experiences with the application. All data collected from assessments and interviews were systematically organized, analyzed, and interpreted to derive meaningful conclusions regarding the effectiveness of Kahoot! in mathematics education.

2.6 Data Analysis
The study employed descriptive statistics, including mean and standard deviation, to analyze students’ pre-test and post-test scores, providing a quantitative measure of academic progress. A paired sample t-test was conducted to assess the statistical significance of the difference between pre-test and post-test results, evaluating the effectiveness of Kahoot! in enhancing mathematical achievement.

To categorize student performance, scores were classified into five levels, ranging from "Very Poor" to "Very Good," based on the following scale:
Chart 1. Student performance scale

	Scores
	Interpretation

	13-15
	Very Good

	10-12
	Good

	7-9
	Fair

	4-6
	Poor

	0-3
	Very Poor



For qualitative analysis, thematic analysis was employed to explore students’ perspectives on the advantages and disadvantages of using Kahoot. The process involved systematic steps, beginning with data familiarization, followed by coding key statements and grouping them into relevant themes. These themes were subsequently reviewed, refined, and integrated into the study’s findings to provide a comprehensive understanding of Kahoot’s impact on student engagement and learning outcomes.
Additionally, Figure 1 illustrates the six-step cyclical process of thematic analysis, encompassing data familiarization, coding, theme identification, refinement, definition, and final reporting.
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Figure 1 depicts a six-step cyclical process of thematic analysis, encompassing data familiarization, coding, theme identification and refinement, definition, and final reporting.

2.7 Ethical Considerations.
The study strictly follows ethical standards to protect participants' rights and privacy. Approval was obtained from relevant authorities, and informed consent was secured. Participant data was anonymized and securely stored, with all audio recordings deleted after the study using safe disposal methods. The research ensures that participants face no physical, emotional, or psychological harm, maintaining the integrity and ethical responsibility of the study.

3. results and discussion

3.1 Level of student achievement in mathematics during pre-test and post-test

Table 1 presents the pre-test results of participants assessing the effectiveness of Kahoot! Application in mathematics education. The findings indicate that student scores ranged from 0 to 6, with 55.17% classified as "poor" and 44.83% as "very poor." The average pre-test score of 3.52, categorized as "poor," with a standard deviation of 1.35, highlights significant variability in students' prior knowledge of Theorems on Triangle Inequalities before the intervention. These results align with Yenil et al. (2023), who reported that students initially struggled with mathematical concepts before engaging in interactive learning approaches. Similarly, Bundang & Parangat (2022) identified substantial gaps in students' understanding of the Triangle Inequalities before instructional interventions, reinforcing the need for more engaging teaching strategies.
Following the integration of the Kahoot! Application, post-test scores demonstrated notable improvement. The highest frequency was recorded among 15 students (51.72%) scoring between 4 to 6, classified as "poor," while 8 students (27.59%) attained scores between 7 to 9, categorized as "fair." Additionally, 5 students (17.24%) scored between 0 to 3, interpreted as "very poor," while only 1 student (3.45%) reached scores between 10 to 12, categorized as "good." The mean post-test score of 5.55, compared to the pre-test mean of 3.52, suggests an overall improvement in students' comprehension and engagement with the lesson. However, the standard deviation of 1.69 indicates moderate variability in performance, suggesting that while many students demonstrated progress, some still struggled with the material.
These findings support the study of Jarrah et al. (2025), which examined Kahoot!’s impact on motivation and academic achievement among 10th-grade mathematics students, revealing statistically significant improvements in student performance when Kahoot! was incorporated into instruction. Similarly, Rais (2022) found Kahoot! to be particularly effective in remote mathematics learning, significantly boosting student motivation and comprehension, especially in virtual learning settings. However, these findings contrast with Hidayad et al. (2023), who reported that while the majority of students (over 70%) expressed satisfaction with Kahoot!, overall academic success was not significantly impacted by its use. The progression of daily and weekly quizzes in the present study, however, indicates substantial improvements in student performance, reinforcing Kahoot! as an effective digital learning tool in mathematics education.

Table 1. Level of student achievement in mathematics during pre-test and post-test

	Pre-test
	Frequency
	Percentage
	Interpretation
	Post-test
	Frequency
	Percentage
	Interpretation

	
	
	
	
	10-12
	1
	3.45%
	Good

	
	
	
	
	7-9
	8
	27.59%
	Fair

	4-6
	16
	55.17%
	Poor
	4-6
	15
	51.72%
	Poor

	0-3
	13
	44.83%
	Very Poor
	0-3
	5
	17.24%
	Very Poor

	Average: 3.52			Poor	
	Average: 5.55			  Poor

	Standard Deviation: 1.35
	Standard Deviation: 1.69



The results of this study highlight the potential of Kahoot! Application to improve student engagement and achievement in mathematics education, particularly in understanding Theorems on Triangle Inequalities. The integration of gamified learning elements appears to foster a more dynamic and interactive learning environment, contributing to increased student motivation. Despite these benefits, variability in student performance suggests the need for differentiated instructional strategies to ensure all learners benefit from technology-driven approaches. Future studies should explore the long-term impacts of Kahoot! on mathematics achievement and investigate complementary digital tools that align with curriculum objectives.
The effectiveness of digital learning platforms has been widely studied in mathematics education. Previous research, such as Yenil et al. (2023) and Bundang & Parangat (2022), highlights students' initial struggles with mathematical concepts and the necessity of engaging instructional strategies. Studies by Jarrah et al. (2025) and Rais (2022) confirm that Kahoot! Significantly enhances student motivation and comprehension, particularly in digital and remote learning environments. However, contrasting views, such as Hidayat et al. (2023), suggest that engagement does not always translate to measurable improvements in academic achievement. The present study builds upon these findings, contributing to the growing body of research supporting Kahoot!’s positive influence on mathematics education while acknowledging areas for further exploration and refinement.


3.2 Significant Difference between the Pre-test Results and Post-test Results

Table 2 presents the statistical analysis of pre-test and post-test results, assessing the effectiveness of Kahoot! Application in improving student achievement in mathematics. The t-test results yielded a t-value of -10.097 and a p-value of 0.000. Given that the level of significance was set at 0.05, the null hypothesis was rejected, indicating a statistically significant difference between pre-test and post-test scores. These findings suggest that the implementation of Kahoot! had a measurable positive impact on student learning and comprehension in Theorems on Triangle Inequalities.
This result aligns with the findings of Samboteng et al. (2023), who examined Kahoot!'s effectiveness in enhancing student attention and engagement. Their study reported statistically significant improvements in post-test scores compared to pre-test performance, reinforcing Kahoot!’s role as an effective digital learning tool for improving academic outcomes.

Table 2. Significant Difference between the Pre-test Results and Post-test Results
	
	t - value
	p-value
	Level of Significance
	Decision
	Interpretation

	Pre-test and Post-test results
	-10.097
	0.000
	0.05
	Reject H0
	Significant



3.3 Advantages and Disadvantages of using Kahoot! application
The findings highlight both the advantages and challenges experienced by students using Kahoot! Application as an intervention to enhance mathematics achievement. Insights were gathered through thematic analysis of interview transcripts from the nine highest-performing participants in the post-test, revealing key themes related to accessibility, engagement, motivation, and learning impact.

3.3.1 Accessibility and Flexibility
Kahoot! enhances learning by providing accessible and flexible engagement through multiple devices, ensuring inclusivity regardless of students' technical proficiency. Its user-friendly interface allows seamless participation, while educators can customize game settings, adjust difficulty levels, and tailor content to meet diverse learning needs. This adaptability fosters individualized instruction, reinforcing key mathematical concepts and enabling students to review lessons at their own pace. Research by Nguyen et al. (2019) and Wahyuni et al. (2021) supports Kahoot!’s role in creating inclusive digital learning environments, while AlAli et al. (2023) highlight its ability to integrate technology into traditional classrooms, encouraging collaboration and real-time interaction.
Additionally, Kahoot! Boosts student engagement by merging gamification with instructional content, making learning enjoyable and motivating. The platform’s accessibility allows participation in various settings, supporting both in-person and remote learning. Students appreciate its convenience, noting how it enables them to attend classes despite external challenges like bad weather. They also value its ease of use, compatibility with modern technology, and flexibility for quizzes and discussions at any time. As Balaquit et al. (2025) emphasize, technology plays a crucial role in understanding conceptual knowledge, making Kahoot! A valuable tool for enhancing mathematical proficiency.

Here are some responses that reflect this theme: 

"Kahoot! lets us attend classes even when the weather is bad, like when it's too hot or raining. We can still learn from home, no matter where we are." 
"Our teacher can use Kahoot! Anytime and anywhere to hold quizzes and discussions makes learning more convenient."
"It’s easy to use, and we can access it with the latest technology, and you can use it anywhere, anytime."

3.3.2 Engagement and Motivation
Kahoot!'s gamified approach significantly enhances student engagement and motivation by integrating interactive quizzes, leaderboards, and instant feedback. The competitive elements encourage learners to strive for higher scores, fostering active participation and continuous improvement. Instant feedback allows students to quickly identify errors and correct misconceptions, leading to better comprehension and retention of mathematical concepts. This interactive learning experience transforms traditional instruction into a dynamic process, making mathematics more accessible and enjoyable.
Research supports the effectiveness of gamification in education. Malak (2024) highlights that digital tools like Kahoot! Improve student engagement and achievement by leveraging accessible technology such as laptops, tablets, and smartphones. Similarly, Kelley et al. (2020) found that technology-enhanced learning increases students’ interest and participation in mathematics. Bangcaya et al. (2021) further examined gamification in science education, reporting that students engaged in game-based learning activities showed higher motivation and academic performance compared to those taught through conventional methods. These findings reinforce Kahoot!'s role as a valuable digital tool for fostering engagement and motivation in mathematics education.

Here are some responses that reflect this theme: 

"It’s fun to answer questions because it’s a game-based platform, and that makes learning enjoyable." 
"The colorful design of Kahoot! Makes the choices more engaging, and it encourages me to participate." 
"Since there are leaderboards, I get motivated to answer properly so I can rank higher—it pushes me to aim for the top." 
"Kahoot! motivates me to answer properly because the scoring system helps me see my progress." 


3.3.3 Positive Learning Impact
Kahoot! enhances students’ comprehension of abstract mathematical concepts by transforming learning into an engaging and interactive experience. Through repetition and reinforcement, students absorb information more effectively, leading to a deeper understanding of the material. The game-based format improves retention, especially among high-performing learners who benefit from tracking their progress and setting academic goals. Its competitive and interactive nature sustains engagement, making mathematics more accessible and enjoyable for a wide range of students.
Research consistently supports Kahoot!’s positive influence on both academic performance and psychological well-being. Alsswey & Malak (n.d.) found that Kahoot! Interventions help reduce student stress and anxiety while improving self-efficacy and academic achievements, making it a valuable tool for higher education. Rashidov (2020) highlighted gamification’s ability to make abstract mathematical concepts more engaging and accessible, reinforcing the importance of interactive learning environments. Rincon-Flores et al. (2023) emphasized the motivational benefits of reward mechanisms such as leaderboards and badges, which foster a competitive yet supportive atmosphere. Additionally, Chen et al. (2023) noted that gamified instruction enhances critical thinking and strengthens problem-solving skills, leading to improved academic outcomes in mathematics. Adoro et al. (2024) further pointed out that technology-assisted learning helps students navigate prior knowledge while honing their critical thinking abilities.

Here are some responses that reflect this theme: 

"Kahoot! helps me deal with my math anxiety—it’s less stressful because it feels more like a game than a test." 
"I wasn’t interested in math before, but Kahoot! makes it more fun, so now I find learning interesting." 
"The way Kahoot! Presents information makes it easier to understand lessons, especially difficult topics."
"It helps me absorb a lot of information and focus more on math." 

However, some disadvantages were also noted, such as technical issues, distractions and misuse, and time constraints that the students encountered while using Kahoot!

3.3.4 Technical Issues 
While Kahoot! Offers a dynamic and engaging learning experience, students have reported several disadvantages, including technical issues, distractions, misuse, and time constraints. One of the primary concerns is the platform's reliance on stable internet access, which can lead to connectivity problems, lag, or difficulties accessing the application on certain devices. Weak Wi-Fi signals or outdated hardware often result in delays, crashes, and disengagement, ultimately hindering students' ability to participate effectively and impacting their overall learning experience.
Research supports these observations. Obina (2024) found that slow loading times and device compatibility issues are common obstacles when using math applications for academic purposes. Similarly, Cabugwason et al. (2024) highlighted that students in certain areas face internet access barriers that limit their ability to engage with digital learning tools. Nobis (2021) emphasized the importance of improving accessibility by incorporating offline functionality or data-friendly versions of applications to accommodate students in regions with unreliable connectivity. Addressing these challenges can enhance the effectiveness of Kahoot! and ensure a more inclusive learning experience for all students.	Comment by ThisPC: using mathematics

Here are some responses that reflect this theme: 

"When my phone has problems or my internet is weak, it affects my ability to answer properly."
"Sometimes, the Kahoot! The website fails to load, or my device lags, making it difficult to keep up with the quiz."
"If the internet disconnects, I get logged out and miss part of the lesson."
"My device sometimes lags, and I need to restart Kahoot! Just to get back in."

3.3.5 Distractions and Misuse
While Kahoot! is designed to foster engagement, some students have reported that its gamified elements can lead to distractions and misuse. The competitive nature of leaderboards often encourages students to prioritize speed over accuracy, which can affect comprehension and critical thinking. Additionally, as a web-based platform, Kahoot! Presents opportunities for off-task behavior, with some students using it for unrelated activities instead of focusing on the lesson.
Research supports these concerns. Marshman (2020) highlighted the importance of balancing engagement with meaningful instruction in digital learning applications. Abdullaeva et al. (2020) cautioned that gamified tools, while effective for motivation, can sometimes shift focus away from critical thinking and problem-solving skills. Similarly, Nobis (2021) pointed out that online applications can be “gamed,” allowing students to prioritize performance metrics over deep learning. Addressing these issues through instructional guidance and thoughtful implementation can help maximize Kahoot!’s educational benefits while minimizing distractions.

Here are some responses that reflect this theme: 

"The colorful interface can sometimes be distracting—I end up clicking answers quickly without really thinking."
"Some students focus too much on getting high scores instead of understanding the questions."
"Since it's an online app, there’s a chance for cheating because students can just search for the answers."

3.3.6 Time Constraints
While Kahoot! Encourages quick decision-making and recall-based learning, some students find its fast-paced quizzes restrictive, particularly when tackling complex mathematical problems. The pressure to respond within a limited time can lead to rushed answers, making it difficult for students who require additional processing time to fully engage with the material. This challenge is especially pronounced in subjects that demand deeper problem-solving, where a slower, more reflective approach is beneficial.
Research supports these concerns. Cadet (2023) explains that certain students need more time to adapt to digital learning environments due to their distinct cognitive needs. Wang & Tahir (2020) highlight that time constraints can induce anxiety, particularly when students struggle to keep pace with the quiz format. Nobis et al. (2025) further note that the pressure to provide rapid responses may hinder comprehension, making it difficult for students to recover from early mistakes. Additionally, Nobis & Caparroso (2024) emphasize the importance of parental and teacher guidance in helping students navigate technology both online and offline. Addressing these concerns through flexible quiz settings and alternative learning approaches can enhance Kahoot!’s effectiveness for all learners.

Here are some responses that reflect this theme: 

"The timer adds too much pressure—I can’t think properly when answering questions quickly."
"If I reconnect after getting disconnected, I have to rush my answers, and that affects my comprehension."
"Some students are motivated only by speed and ranking, not by actually learning the material."

4. Conclusion
The study concluded that the use of Kahoot! The application resulted in a statistically significant improvement in the mathematical achievement of Grade 8 students, specifically in their understanding of triangle inequalities. This finding suggests that gamified digital learning tools can be effective in enhancing students' grasp of mathematical concepts.	Comment by ThisPC: of Kahoot! Application
Furthermore, the research indicated that students generally held positive views regarding Kahoot! as a digital learning tool. They highlighted its accessibility across various devices and its flexibility, which allowed for learning in different environments. The students also reported that the gamified elements of Kahoot!, such as leaderboards and immediate feedback, significantly increased their engagement and motivation in the learning process.
However, the study also identified several challenges associated with the implementation of Kahoot!. These included technical difficulties such as internet connectivity issues and device limitations, which occasionally disrupted students' participation. Some students also noted that the competitive aspect could lead to a focus on speed rather than comprehension, and the online nature of the platform presented opportunities for distraction and misuse. Additionally, the timed format of the quizzes was perceived as a constraint by some students.
Overall, the study underscored the potential benefits of integrating digital tools like Kahoot! Into mathematics education to create more interactive and engaging learning experiences that can positively impact student understanding. Nevertheless, it also emphasized the importance of addressing technical and pedagogical challenges to maximize the effectiveness of such tools.
Finally, the researchers recommended that future studies should investigate the long-term impact of Kahoot! on students' retention and in-depth understanding of mathematical topics. They also suggested exploring strategies to overcome the identified challenges and examining how Kahoot! can be effectively integrated with other educational resources and traditional teaching methods to further enhance student achievement in mathematics.

DISCLAIMER (ARTIFICIAL INTELLIGENCE)
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