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... through practice again and again, my reading comprehension Playing Kahoot games is fun, and it makes me feel like
and reaction speed gradually improved... The addition of I’m playing a game but not taking a quiz... The learning
online games forces students to arrange their reading time atmosphere is fun and stressless but at the same time
each week, but at the same time it also makes students enjoy intense... it does greatly improves my English reading
learning... And the online game test every week also made the skill because | have to react quickly and response to
students discuss the content of the class. (Andre) Highest the question. (Caleb) (e

f"’l_'l'ove the f'ee'lni'ng when evervone-i_s trvi'ng hard to get high “‘.;“ &B'efore the game, many of us would tudy togethe
| score on kahoot game.... To be honest at the start of it | didn’t

| care much about the kahoot game, but slowly as the number of || game.. | think this is a really successful type of
time we all participated the game, it makes me want to keep | teaching although I'm not really good at it but | do
up with those who can get high score in the game... It gives | enjoy the atmosphere that everyone gather around

\_people the motivation to stud@arder... (Nate) |y \ Just to study. (.Damien)_

Fle. §E8 2 v a4

... I find that completing quizzes this manner rather than fal=E5s &

regular approach makes me feel better... It does force me to Kahoot games do a great job to give everyone a basic
practice answering questions quickly and precisely... | believe understanding of the lecture to all students. It helps
Kahoot changes the tone of the class. Since teachers began students to recollect their memories regarding the
using Kahoot in their classrooms, it is clear that the learning lecture contents and also accelerates the group
environment has become more lively and full of healthy project’s efficiency. (Allen)

competition. (Elsa)

/
Through my own felling | think that it really improves the r
learning atmosphere in this course because students are more
willing to answer questions on Kahoot... This make me improve ‘
the answering question skills about how to choose the correct

| answers. (Demi)

-8

pressure of peers asking the total score | got in the

Kahoot game... the positive outcomes it bring to a

student are more significant, such as the

concentration in class work, the coherence of the
\ atmosphere in class. (Fred)

|
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6. E:xr27 4 A Recommendations and Reflections
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\ / Kahoot implicitly forced me to participate due to the
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