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ABSTRACT 

Putri Rahma Sari Hasibuan. 1902050035. “ Kahoot Based Collaborative 

Learning to Improve Reading Skills of EFL Learners” Skripsi. English 

Education Program. Faculty of Teachers` Training and Education. University 

of Muhammadiyah Sumatera Utara. Medan 2023. 

 

This study aimed to see an increase in students' reading ability by using the Kahoot 

application. Classroom action research design through planning, action, 

observation, and reflection is used in this research. The subjects of this study were 

22 students of class X, total 22 students applying qualitative and quantitative data. 

This study's results indicate an increase in the percentage of students' KKM 

completeness in learning to read using the Kahoot application. In the pretest, 

students who did not reach KKM (75) were 0%. In cycle I, students achieved a 

KKM (75) of 31.81%. Moreover, in cycle II, the students who scored above the 

KKM (75) were 72.72%. Thus learning students' reading skills using the Kahoot 

application can improve their reading skills. 

 

Keywords : Collaborative Learning, Kahoot Application, Reading Skilss 
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CHAPTER I 

INTRODUCTION 

A. The Background of the Study 

Collaborative learning is a learning method used in the classroom. This 

method is used in the learning process in groups in class to set a good strategy for 

the class and make it easier for students to learn comfortably. Then it is combined 

with advanced technology so that the method does not become extinct. 

The advent of digital technology has significantly impacted the routines and 

practices of the vast majority of human occupations. Most individuals have studied 

more complex and emerging technologies for their professional demands. This 

influence also brings about changes in the teaching and learning process, such that 

the development of the learning process in the classroom, particularly in Indonesia, 

can be seen beginning with the present period (Pratolo & Solikhati, 2020:1508). 

Technology can integrate with learning approaches if the instructor is 

familiar with the technology, one learning strategy that will be used as a solution to 

a problem in class involves students who cannot participate in study groups. The 

collaborative learning method is a teaching group where students work in a group 

to solve problems in student learning in the classroom and the technology that will 

be integrated with this strategy is Kahoot . Kahoot reduces boredom and monotony 

in the learning process in the classroom, with the instructor as the host and the 

students as players (Laal & Ghodsi, 2012:491). 

Digital technology has made it simpler for people to communicate their 

creative thoughts as technology has become easier. The Kahoot application is one 
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of the application-based technologies developed by John Brand, Brooker, and 

Morten Versvik. This program was designed to make learning enjoyable for 

students and instructors. This application also facilitates the evaluation of classroom 

learning and the expansion of student vocabulary, particularly during examinations. 

Using the Kahoot activities, students, and instructors may facilitate the learning 

process by engaging in student-centered and substantial dialogues (Fisch & Zucker, 

2019:1). 

Since 2013 when the platform was introduced, several research on the 

impact of implementing Kahoot in the classroom has been published. The game-

based student response system Kahoot briefly converts a classroom into a game 

show. The instructor is the game show presenter, while the pupils are the contestants 

(Wang & Tahir, 2020:2). 

Based on the experience of school interns (PLP) and the frequency of 

student complaints in their learning process in the class. In addition, reading 

learning materials in the classroom, also still use manual methods. Students also 

need help understanding every lesson the teacher gives related to reading material. 

Bringing games to class is a different situation and will be challenging. Many claim 

playing is challenging because they have never used games to learn the strategy 

(Squire, 2005:3). It takes them some time to realize that they really understand 

something about the game. Bringing game technology to the classroom can pose 

several challenges (Wang, 2015:218). 

In addition, at SMK Swasta Pariwisata Imelda Medan, many pupils cannot 

collaborate with their peers during classroom instruction. They don't know how to 

work well in groups, so they do learning activities in groups in class but use 
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collaborative learning (individually) outside of class. In collaborative learning, only 

one person is active in presenting the results of his learning, whereas in 

collaborative learning, each member of a group must work together and be active 

during the learning process. Collaborative learning is also teaching and learning 

that includes groups of students working together to solve issues, complete tasks, 

or resolve difficulties in teacher-assigned assignments (Laal & Ghodsi, 2012:486). 

The researcher use Kahoot as a method in the collaborative learning process 

to improve student reading skills in the class. Kahoot games can also improve 

students' reading comprehension skills in learning (Korkmaz & Öz, 2021:1139). To 

make the group learning atmosphere not feel boring in the classroom, teachers get 

3 activities from Kahoot : making discussions in class, making quizzes as student 

evaluations, and student perception surveys (Yürük, 2020:142). In the Kahoot 

application, students learn while playing and the teacher plays an important role in 

using this Kahoot application. The researcher hopes using kahoot for collaborative 

learning method to improve reading skills of EFL learners SMK Swasta Pariwisata 

Imelda Medan. 

B. The Identification of the Problem 

In relation to the background of the study, the researcher will identify as follows: 

1. Students feel bored when learning English. 

2. Students experience difficulties when learning in groups 

3. The teacher only uses traditional methods in the class. 

C. The Scope and Limitation 

The scope of the study discussed Collaborative Learning. And the limitation 

of this study was on Kahoot-Based Collaborative Learning to Improve Reading 
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Skill of EFL Learners in the first grade of SMK Swasta Pariwisata Imelda Medan 

Academic Year 2022/2023. 

D. Formulation of the Problem 

1. Was there students have learning difficulties using collaborative learning 

methods? 

2. Was there a significant increase in students' reading using the Kahoot 

application? 

E. The Objective of the Study 

Based on the formulation of the problem above, the objective of this 

research is to find out how students improve reading skills in collaborative learning 

by using the Kahoot application. 

F. The Significance of The Study 

The result of this study has two aspects theoretically and practically. 

1. Theoretically 

In general, the findings of this research add to the use of the Kahoot 

application for group learning. These outcomes also pose challenges for pupils 

in the classroom learning process.  

 2.     Practically 

a) The researcher can add to their knowledge about the Kahoot application 

and can also share it with people who want to research this field. 

b) For teachers, can apply kahoot as collaborative learning in the class. 

c)  For students, enjoyable learning in the class. 

d) For other researchers, it also helps them for further research as their 

reference. 
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CHAPTER II 

REVIEW OF THE LITERATURE 

 

A. Theoretical Framework  

Theories are required when conducting research to explain some concepts used 

in the research. To avoid confusing the readers, the terms must be defined clearly. 

In order to get the points across clearly, the researcher presented some theories 

related to the study. 

1. Collaborative Learning 

Collaborative methods have been found since the 18th century, namely 

Benjamin Franklin's method called Autonomous Learning autonomous 

learning is a method that focuses on students only and limits the independence 

of students with technology-based learning (Masouleh & Jooneghani, 

2012:836). 

Collaborating is working with a group of friends (Barkley et al., 2005:4) . 

Collaborative learning of students who solve problems and achieve common 

goals from the results of the issues they find. Collaboration is the interaction 

and lifestyle of each person accountable for their activities, including learning 

and valuing their colleagues' talents. It implies that individuals should respect 

their group when they meet together (Laal & Ghodsi, 2012:491). Collaborative 

learning in the classroom also uses various teaching techniques by exemplifying 

how a teacher should conduct and influence students.  

The responsibilities of the instructor and students in the classroom must be 

understood. Students are recipients of information provided by instructors, 
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whose job is to supply information. Competence, individuality, and 

collaboration are components of a system that requires students to work together 

in class as part of collaborative learning (Johnson et al.,2015). 

The theory of collaborative learning implies the establishment of groups of 

students to complete learning objectives and refers to instructional strategies 

that improve students' collaboration in pursuit of shared goals (Laal & Laal, 

2012:1).  

According to (Respati, 2018:17) collaborative learning allows students to 

interact and communicate with their group mates to help them understand a 

topic given by the teacher by discussing it in class. This method provides an 

opportunity for students to evaluate themselves and gain knowledge when 

interacting with other people whose thoughts are different. In addition, 

Collaborative learning also has several assumptions: 

1. Learn actively and independently to create new things or skills 

according to their goals 

2. Learning is made according to context based on facts and student 

abilities. 

3. Students who have different thoughts and different learning styles 

4. Social learning, which means that humans must be able to work in 

groups. 

In applying collaborative learning methods in a class, students must 

participate and be active in the learning process and be able to communicate 

with individuals in groups. By combining the understanding that students have 

so that they can solve a problem and can provide solutions to improve the 
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quality of students and add to their new experiences.(Smith & MacGregor, 

1992:2). 

There are also some characteristics of collaborative learning by Nelson 1999 

(cited in Mulyati & Parwati, 2021:4). 

1. Each student's learning process can directly see the process of exchanging 

ideas and information on a topic. 

2. Provide opportunities for students to investigate further about the topic and 

provide solutions to solve a problem. 

3. Students can adjust their learning environment to support the learning 

process as a group. 

4. In the process of learning in groups or sufficient opportunities can be called 

collaborative learning. 

5. Many implement learning activities such as solving problems and 

completing projects. 

These characteristics show that the method focuses on students and helps 

students discover more about an existing problem topic. Students can also develop 

their critical thinking when there is a problem and can train students to respect each 

other and can provide support to each individual. 

1.1. Benefits of Collaborative Learning 

 There are several advantages to the collaborative learning method, namely 

the benefits of social, psychological, and academic assessment: 

A. Social benefits 

1. Collaborative Learning helps students develop their social systems 
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2. Collaborative Learning directs students to build understanding between 

students and others. 

3. Collaborative Learning provides positive energy to students. 

4. Collaborative Learning develops a learning community. 

B. Psychological benefits 

1. Collaborative Learning is centred on the quality of students 

2. Student-centred instruction increases student self-esteem 

3. Reducing anxiety when working together and opinionating each other. 

4. Collaborative Learning gives students a positive attitude. 

C. Academic benefits 

1. Collaborative Learning can increase students to think critically. 

2. Involve students to be active in the learning process. 

3. Provide techniques for students to solve a topic problem. 

4. Collaborative Learning helps motivate students to study hard (Laal & 

Ghodsi, 2012:487). 

1.2.Types of Collaborative Learning 

a. Formal collaborative learning is a kind of learning that takes place 

within certain hours. 

b. Outside of the classroom, informal collaborative learning occurs when 

students collaborate in groups to attain learning goals. 

c. The core collaborative group is developing a group in the classroom so 

that the group will continue to exist in the next lesson. 
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d. The collaborative structure of the instructor must identify and organize 

lessons in general so that they are cleanly organized (Johnson et 

al.,2015). 

1.3.Model Steps of Collaborative Learning 

a. The teacher distributes the group 

b. Each group is given the material that has been made 

c. Explanation in advance of the material that will be given to students 

d. Each group must read, discuss and write. 

e. All groups work together in analyzing and answering problems in the 

learning material provided by the teacher. 

f. After getting the results of the discussion, each group is required to make 

a report on the results of the discussion. 

g. The teacher allows each group to show the results of the discussion that 

has been made. 

h. Each group makes the final result of their discussion and then gives it to 

the teacher 

i. The teacher will check discussion reports and give (Husain, 2020:17). 

2. Kahoot Application 

Kahoot! is a game-based student response application that will improve the 

classroom environment, with the instructor acting as the presenter and students 

as competitors (Wang, 2015:218) . 

This practical program is easily accessible for setting up tests as well as 

providing additional facilities such as class discussions, and collecting survey 

data. This is a game-based class response system that is played in real-time by 



10 
 
 

 
 
 

the entire class as an evaluation produced by students. The tool was released as 

a beta version in March 2013 (Licorish & Lötter, 2022:246). In addition, Jamie 

Brooker and Johan Brand conceptualized Kahoot and released it in September 

2013 as an educational game platform (Wang & Tahir, 2020:2). 

Kahoot provides an accessible e-learning environment for teachers and 

other users. to use this app the teacher must have a main screen that many 

students can see in order to use Kahoot. Using this application requires the 

teacher to be ready to give Kahoot-based quizzes, if the questions are ready, 

students only need to press the correct answer button for the quiz prepared by 

the teacher, and the results will be displayed on the screen. main screen. 

Internet, smartphone, and laptop are required to use this application (Alharthi, 

2020:40). 

Kahoot is software that facilitates student activities in the classroom. It is 

particularly effective for producing questionnaires, organizing discussion 

groups and online tests, and asking students to work in groups. This may be 

used as a classroom-based student response system (Bicen, 2018:75). Also, 

game-based (SRS) was established in 2013 and focused on engaging and 

motivating students via these games (Wang, 2015:3). The program is a popular, 

free e-learning platform with over 30 million active users (Plump & LaRosa, 

2017:2). 

The kahoot application also allows teachers to design exciting and 

innovative learning methods more creatively (Holbrey, 2020:5). Teachers can 

make quizzes using existing designs on kahoot or create multiple choice and 
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students will use devices such as their cellphones to join the kahoot application 

and discuss it (Rosyidi, 2020:4) 

2.1 Kahoot Advantages and Disadvantages  

Each media has advantages and disadvantages, including the Kahoot 

application media. There are several advantages when using Kahoot media as a 

learning medium in the classroom. Kahoot also provides a sense of comfort 

while studying. In addition to the benefits of Kahoot, the goals are as follows: 

a. Involve students in the learning process 

b. Can be used as a student evaluation assessment tool 

c. Effective in reducing student frustration and stress over formative 

assessment in traditional methods. 

d. Provide student activity in each study group 

The advantages of the application also make it easier for users, especially 

teachers, to study kahoot as a learning medium. In addition, another advantage 

of Kahoot is also simple and free with the various features you want, various 

unique templates, such as quizzes, discussions, and multiple-choice, are already 

available in Kahoot (Plump & LaRosa, 2017:7). Provide a play experience 

through audio/visual tools that attract students' attention (Rajabpour, 2021:1). 

This program is inexpensive since it connects to Kahoot utilizing a laptop or 

mobile device and wifi connectivity. 

Based on the above description, the researchers concluded that the Kahoot 

application includes various characteristics to increase student interaction with 

other students by using the collaborative learning approach throughout the 

classroom learning process. Therefore, assessing student perspectives after 
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using the Kahoot application may determine if the program affects the student 

learning process. Kahoot makes education more engaging and prevents pupils 

from becoming bored. 

The explanation above shows that Kahoot is a unique and fun application 

that keeps students interested. However, there are some disadvantages of 

Kahoot: 

a. Mobile phone restrictions may generate difficulties 

b. If more students join, it will cause competition and anger 

c. Internet connection must be strong. 

It can be concluded that the use of Kahoot for teaching and learning in the classroom 

must have complete facilities because the teacher will find it difficult to start a study 

group in the classroom if the teacher does not master the Kahoot application. 

Furthermore, Provide feedback to students on appropriate learning improvements 

and provide gameplay strategies (Licorish, 2018:1). 

2.2 Tutorial on Using Kahoot Application 

1) Open Kahoot! website: kahoot.com and sign up to get an account. 

2) Log in to create.kahoot.it and click Quiz, Discussion, or Kahoot Survey to 

create a fun learning game in minutes from a series of multiple-choice 

questions. 

3) Add a description, tags, and cover image 

Adding a good description helps you define learning objectives for the game 

and keep it focused. 

4) Create the learning game by adding questions, answers, and imagery 
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Follow the instructions on-screen to add questions, answers, images, and 

video clips. You can also fine-tune the Kahoot using the different timer and 

points settings or setting multiple correct answers(Kahoot!, 2020). 

5) Launch the game so participants can join 

Once the game is done, click the play button. Change the game options 

according to preferences, and then click Classic to play with one device per 

person, or Team Mode to play with one device team. A unique game PIN 

will be displayed at the top of the screen. Participants go to kahoot it and 

enter the Game PIN, then enter their nickname. 

6) Play the Kahoot! 

Click “Start” once all the participants’ nicknames are visible on the waiting 

screen (Sabandar et al., 2018:130). 

2.3 Steps of Kahoot 

The steps of using kahoot as assignment for students : 

1) Log in to your kahoot 

2) In a web browser or our app, click Play and choose Challenge on the next 

step. 

3) Follow the instructions and set a deadline for when you’d like the game to 

be completed. 

4) Turn off the question timer to make the game all about accuracy and not 

speed 

5) share the PIN of the game 

6) By joining your game via a link or PIN, students play it at their own pace 

on a computer or mobile device (Kahoot!, 2020:1). 
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3. Reading 

Reading is an ability that must be related to spoken language and has active and 

productive skills. Reading is also a process of thinking for students to understand a 

text in paragraphs to get more information that is read (Astarilla & Warman, 

2015:4). Reading skills begin with the relationship between spoken and written 

language (Niemelä et al., 2020:4) . Understanding in reading is the result of an 

interaction successfully obtained by readers in writing and reading so that the 

meaning of a text can be understood. The reading process interprets the information 

contained in the text. When someone is reading, the brain will visually receive the 

words or phrases contained in the statement. In the process, readers can get the 

meaning of the text by interacting dynamically and systematically (Hesham 

Suleiman Alyousef, 2006:64).  

3.1 Types of Reading 

There are some types of reading such as Intensive reading, Extensive 

Reading, Aloud Reading, Silent reading by Patel & Praveen 2008 (cited in 

Pohan, 2016:67). 

1. Intensive Reading focuses on idioms and vocabulary taught by the 

teacher in class, such as poetry, novels, and fairy tales. For example, 

students focus on the linguistics or semantics of one reading and focus 

on structural details such as grammar. 

2. Extensive Reading is a type of reading that involves students in reading 

texts to develop their general skills, which involve students reading texts 

for pleasure and to develop reading skills in general. Example: Students 

read books such as journals, newspapers, and magazines. Mainly to 
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serve as their entertainer, and need only a general understanding for 

them. 

3. Reading aloud is loud and clear, such as reading poetry, dialogues, and 

other types of text. 

4. Silent reading activities are carried out so that students can practice 

reading silently and can focus on what they pay attention to and 

understand in the text. 

3.2 The Purpose of Reading 

Reading is an activity with a purpose; when reading, a person may get 

information or motivation after reading. Reading is also a pleasure and entertaining. 

Through reading, we can build a mind of new things that exist. Through reading, 

we also get information outside and within the country, such as economic, political, 

weather, social, and cultural problems of foreign countries. Reading can also affect 

us, such as our beliefs, morals, and general behavior. The purpose of reading is to 

correlate the ideas in the text with what you already know. To connect ideas, the 

reader must understand the subject he is reading. The purpose of reading is as 

follows: reading to find simple information, reading to read quickly, reading to 

learn from texts, reading to integrate information, write, reading,texts, and reading 

for general understanding (Grabe William and L.Fredika, 2013:7). 

a. Reading to search for simple information 

Reading for simple information is the ability to read in general. Every 

reading in the text has a section of information or several introductory 

sentences. 

b. Reading to skim quickly 
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Skim reading is reading quickly. A strategy in speed reading is guessing 

important information in the text and finding it. 

c. Reading to learn from text 

Reading is used as learning occurs in academic and non-academic contexts, 

where one needs to learn much information from a text and form a general 

understanding. 

d. Reading to integrate information, write and critique texts 

Reading for information, giving criticism, and writing essential things in the 

knowledge that supports or contradicts each other. 

e. Reading for General Comprehension 

Reading for general understanding, when done with skilled, fluent reading, 

requires a fast process, and the purpose of reading is not only for students 

but also for society in general. 

3.3 Reading Techniques 

Several techniques can be used to make it easier for us to read. Here are 

some of these techniques: 

a. Skimming is one of the techniques used to read efficiently. This 

technique refers to finding the main idea only. Through skimming 

techniques, overall understanding is reduced because only the main text 

is read. 

b. Scanning in the reading technique is carefully choosing specific phrases 

or information. In techniques, use careful reading. For a scan to be 

successful, it is necessary to understand the specific material and find 

detailed information (Fisher, 2016:4). 
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4. EFL (English Language Foreign) 

The first language humans learn when they are born their mother tongue. 

The mother tongue is the first time a child understands when he is just born. 

Usually, after the first mother tongue, Indonesian, or the language of the area where 

he lives becomes the influence. 

In indonesia, learning english is foreign learning or EFL (Cahyaningrum et 

al., 2017:15). EFL, which is English as a foreign language, can be found in several 

countries besides Indonesia, namely Thailand, Japan, China, Korea, Argentina, and 

several others country. A foreign language is a language that is spoken by someone 

after the first language in their country and makes English the second language in 

learning (Rohimah Zuliati, 2013:10). EFL is the use of english which is not 

mandatory in Indonesia because the first language used in that country is 

Indonesian, which is the people's everyday language. There are many languages 

spoken in this world and in other countries.  

These languages have characteristics that distinguish one from another . 

English also helps develop the indonesian state because science and technology are 

now associated with english. It is necessary to have a good mastery of english as a 

language that must be learned and to make english as learning in Indonesia (Madya, 

2002:143) .In an era of all technology, EFL is widely applied in classroom learning 

when teachers explain english material in two languages, english and indonesian, 

in-class teaching. Implementing EFL in the classroom will also make students 

creative in the classroom (Ilter, 2009:138).  

In the classroom, English as a foreign language is one of the languages that 

students must know in class so that each individual can have experience and 
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knowledge (Villarreal, 2020:2). In addition, usually, students need clarification 

with new vocabulary when learning a new language (Alfadil, 2020:3). EFL in class 

must be applied to students because it is part of learning in class and developing 

their creativity in other languages. 

In collaborative learning, efl is also used as a student communication tool 

in the classroom, For example, communication between students can facilitate 

language as they interact in 2 languages at once directly in the classroom, That is 

what makes students active in groups with their understanding (Alfares, 2017:248). 

3.2 Benefits of EFL Classroom 

1. Providing knowledge about English in class 

2. It is easier to find jobs globally for students after graduating from school 

3. Provide an understanding of pronunciation in English for student 

4. Provide skills to students by learning a new language 

5. Provide more knowledge to students 

6. Give freedom of speech to students 

B. Previous of the Study  

Previous findings are science whose way of thinking produces several 

conclusions and results that can be trusted in the process of thinking according to 

logical steps supported by empirical facts. This research is a development of 

research that has been carried out by: 

1. Plump & LaRosa (2017) with the title Using Kahoot! in the Classroom to 

Create Engagement and Active Learning: A Game-Based Technology 

Solution for eLearning Novices. The results of this study showed that 

student responses and their experiences with Kahoot in graduate and 
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undergraduate classes indicate that students welcome using the game. This 

E- Learning platform can provide an attractive environment that supports 

learning and promotes active participation in class. 

2. Wang & Tahir (2020) with the title The effect of using Kahoot! for learning 

– A literature review. The result of this study showed that Kahoot has a 

positive effect on the learning process in the classroom and changes the 

classroom atmosphere for the better. 

3. Ebadi et, al (2021) with the title Exploring EFL learners’ perspectives on 

using Kahoot as a game-based student response system. The results of this 

study showed that complete features in kahoot support the learning process 

and build new activities in the classroom. kahoot helps teachers evaluate 

students in class. 

4. Licorish et, al (2018) with the title Students’ perception of Kahoot!’s 

influence on teaching and learning. The results of this study showed that 

teachers can make quizzes using existing designs on Kahoot or create 

multiple choice, and students will use devices such as their cellphones to 

join the Kahoot application and discuss it. 

5. Korkmaz & Öz (2021) with the title Using Kahoot to Improve Reading 

Comprehension of English as a Foreign Language Learners. The results of 

this study showed that suggest that Kahoot can be an effective way to 

motivate EFL learners, thereby enhancing their ability to comprehend 

various reading material 
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C. Conceptual Framework 

Collaborative learning in class allows students to know how they learn 

together in groups, not to blame each other's opinions, and to accept suggestions 

and opinions from friends in class. 

The teacher must provide a new classroom atmosphere, so students are 

enthusiastic about learning. The lack of motivation from the teacher makes students 

lazy to study and get bored quickly. Conditions in the classroom also affect the 

learning process, so the teacher must be more creative in creating new things during 

the learning process. 

In this study, researchers will use the Kahoot application as a student 

learning medium to improve reading skills. Using the Kahoot application helps 

students in the collaborative learning process in class and makes students feel happy 

and enjoy the learning process. 
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CHAPTER III 

METHODOLOGY  

 

A. Location of the Research 

This research was conducted in SMK Pariwisata Imelda Medan for the 

2022/2023 academic year on  Jl. Bilal No.48, Pulo Brayan Darat I, Medan City. The 

researcher chose that school based on researcher observation on September 2022. 

B. Subject of the Research  

The subject of this research is the students in grade X at SMK Pariwisata 

Imelda Medan academic year 2022/2023. It was use a purposive sampling 

technique and will take X-Tata Boga students with 22  students as the research 

subject. 

C. Research Design 

 This research was be conducted by using Classroom Action Research 

(CAR). Classroom Action Research is a method to find out what works best in your 

classroom to improve students’ learning. 

 There are four steps classroom too conducting classroom action research 

namely: 

a. Planning will involve the thinking process and evaluation to reflect on 

the event and attempt to find ways tottttome the problem encountered. 

b. Action will consider what actions, and how the method provides. 

c. Observation is an activity that will consist of gathering data to identify 

the result action. Includes activity of students and teacher. 

d. Reflection is a feedback process of the action that was done. 
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D. Procedure of Collecting Data 

 In this classroom action research, the cycles depend on the indicators, 

whether the indicators will already be achieved or not. The first will conduct based 

on the problem faced by kahoot as a collaborative learning media in the classroom. 

Then, the researcher will analyze and discuss the result of both the writing test and 

observation. if the result achieves the indicator, the researcher will be conducted 

the next cycle. It will focus on the weakness of the previous cycle and so on. Each 

cycle consists of Planning, action, observation, and reflection. The description of 

the cycle of classroom action research can be seen as follow: 

Figure 1.2 

Cycle of Classroom Action Research (Arikunto, 2018: 137) 
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There are two cycles and four steps to conduct classroom action research 

namely: 

1. Cycle 1 

a. Planning  

The activities in the planning are: 

1. Make the lesson plan about the material given by the teacher  

2. Design the steps in doing concepts using kahoot application 

3. Prepare observation sheet, to know the situation collaborative 

learning process in the class. 

4. Prepare a test or quiz about the material  

5. Doing documentation 

b. Action 

The teacher will applied the kahoot application method in collaborative 

learning . 

c. Observation 

Observation is the observation of teacher and student activities will 

during learning activities to collect data. 

d. Reflection 

Reflection is an activity to evaluate the results of data analysis with the 

teacher who will be analysed about the results of an action taken to 

achieve the success of researchers, both form all aspects of the specified 

indicators. If a revision is needed in cycle 1, it will be revised and will 

be continued in cycle 2. 
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E. Instrument of Research 

The researcher will use three instruments, they are Documentation, 

Observation sheet, and a test. 

1. Observation sheet 

Observing all activities that occur during the teaching and learning process 

by using the observation sheet. These activities include student and teacher 

activities. 

2. Test 

The researcher gave a test to the first graders of Imelda Medan's Tourism 

Private Vocational School. The test is about a narrative text. Before the 

students do the test, the researcher explains the narrative text. The test 

consists of 8 questions. 8 multiple choice questions using Kahoot! Media. 

  Score =
true items

𝑚𝑒𝑚𝑏𝑒𝑟𝑠 𝑜𝑓 𝑖𝑡𝑒𝑚𝑠
 𝑥 100% 

3. Documentation 

Documentation is photos taken during the conduct of the research. 

F. Technique of Collecting Data 

There are some procedures for collecting data: 

1. Pre-test 

To get accurate data in this study, researchers have conducted tests in data 

collection, namely giving a pre-test before treatment. For this pre-test, The 

researcher will give a test and then ask students to discuss it with their group 

mates first. 

2. Treatment 
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The treatment will be given to the students by using Kahoot application. 

Treatment was give in cycle 1 and cycle 2. 

3. After the treatment, they were given a post-test to find out their scores in 

reading skills. The lowest score is 75. In accordance with the standard value 

of English (KKM) in seventh grade at the school. 

G. Technique of Analyzing the Data 

  In this study, the writer applies qualitative and quantitative data, where 

qualitative data was used to describe the situation during the teaching process e the 

quantitative data was used to analyze the score of the students. The quantitative data 

was analyzed by using latest formula as follows by Arikunto (2018: 337): 

X=
∑ 𝑿

𝑵
  

Notes: 

X : The mean of the students’ score 

∑ 𝑋  : The total score of students’ 

N : The number of the students’ 

Next, to categories the number of the students who passed the test successfully, 

research applied the following formula: 

𝑃 =
𝑅

𝑇
 𝑋100% 

Where: 

P: The percentage 
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R: the number of activity indicators performed by the students’ 

T: the total number of activity 

The qualitative data analyzed by applied a category as propose by The 

value of students’ motivation in learning analyze by applied a formula as follow: 

𝑃 =
𝑅

𝑆𝑀
𝑋 100% 

Where : 

P: The percentage 

R: The number of activity indicators performed by students’ 

SM: The total number of activity indicators 
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CHAPTER IV 

FINDING AND DISCUSSION 

A. Finding  

Classroom action research was conducted jointly with a class teacher 

and students who conducted research based on classroom action research. 

Collaborative research was carried out at the SMK Swasta Pariwisata Imelda 

Medan, starting with observation activities on May 25, 2023, and pre-research, 

including preliminary tests on June 23, 2023. The subjects studied were 22 class 

X students consisting of 3 male students and 19 students Woman. 

This research was conducted to improve the quality of learning 

practices, student behavior with indicators of student activity, student interest 

in learning, student cohesiveness in the class, and mastery of reading skills in 

English subjects through the collaborative learning method and the Kahoot 

application. The description of the pre-research data is as follows: 

1. Description of Pre-research Results Data (Preliminary test) 

A narrative reading comprehension test was conducted before the first cycle 

to determine students' competence in reading skills. In the pre-test, the total 

score of students was 1033, and the number of students was 22; from the 

analysis of students' achievement in low vocabulary, the average student was 

47. Students who scored up to 75 on the pre-test were 0 students. From the table 

analysis, the students' vocabulary ability is very low. The number of students 

who passed the pre-test session was 0 (0%). 
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Table 4.1 

Students’ Preliminary Test Result 

No Criteria Score Pre-Test 

1. Passed KKM 75-100 0 

2. Failed  0-74 22 

 

The results of student work on tests that the results have made of the 

researcher could have been better. The results of the 22 students in the class show 

that 0 or 0% of students need to excel. From the explanation in Table 4.2 below: 

Table 4.2 

Summary in Preliminary Test 

Value Number of  Students Percentage 

<75 0 0 

>75 22 100% 

 

In pre-test, the total score of the students was 1033 and the number of the 

students  was 22, so the mean was :  

X=
∑ 𝑿

𝑵
  x 100 

X=
1033

22
 x 100 = 47  

To Categorize the number of master students the researcher used the following 

formula : 

P=
𝑅

𝑇
 x 100 
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P0=
0

22
 x 100% = 0% 

 

Chart 4.1 

Student’s Score in Pre-Test 

 

 

 

 

 

 

 

 

2. Description of Research Result Data Cycle 1 

a. Planning 

Before implementing the action, the first is the plan. This plan was designed 

based on the results of tests and initial observations, namely (a) making multiple 

choice questions about reading skills with the concept of game-based learning 

using the Kahoot application method, which will be used in action. (b) make an 

observation sheet to see the learning environment and activities of students and 

researchers, and (c) design an evaluation tool to see an increase in students' 

reading skills in a game-based collaborative learning process with the Kahoot 

application method. 
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b. Action 

Before applying the method, the researcher stood in front of the students 

and started to attract the students' attention and asked about their knowledge of 

their reading skills. Students give opinions regarding their ability to read. 

Students express all their knowledge, both right and wrong. After that, the 

researcher gave several explanations related to narrative and gave multiple 

choice questions in the Kahoot application. When finished, students can see the 

score they got. 

c. Observing and Evaluating 

1. Student’s Score 

Based on the results of the first cycle test, the total score of 1539students 

was obtained and the number of students was 22 so the average score was 

70. Students who scored more than 75 as much as 31.81% were 7 students 

and students who scored less than 75 were 68.18% 17 students. So the 

frequency of students in cycle I is 31.81%. Student scores in cycle I can be 

seen in the table below: 

Table 4.3 

The data of students who passed the standard Minimum Score (KKM) 

 

 

No Criteria Score Total Percentage Mean 

1.  Passed KKM 75-100 7 31,81%  

70 2. Failed 0-74 15 68,18% 

Total 22 100% 
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In Cycle 1, the total score of the students was 1539 and the number of the 

students was 22, so the mean was: 

X=
∑ 𝑿

𝑵
  x 100 

X=
1539

22
 x 100 = 70 

To categorize the number of master students the researcher used the following 

formula : 

P=
𝑅

𝑇
 x 100 

The value students >75 

P1 = 
 7

22
 x 100% = 31, 81% 

The value students <75 

P1 = 
15

22
 x 100% = 68, 18% 

Chart 4.2  

Student’s Score in Cycle I 
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2. Observation of Student’s Activity 

Student activities were observed after the first cycle based on the very good, 

good, fair, and less criteria. Can be seen in the following table: 

Table 4.4 

Score of Student’s Activity in the Learning Process of Cycle I 

No Aspects of Observation Score 

1 Interest  57.00% 

2 Attention 54.00% 

3 Participation 56.00% 

4 Presentation 53.00% 

Mean 55.00% 

 

The data above shows that students' learning activities using the Kahoot 

application method in reading skills achieved 57.00% interest, 54.00% attention, 

56.00% participation, and 53.00% presentation. These data indicate that student 

participation in learning is the highest compared to other aspects. Because when 

teachers ask their opinion about what they know about Reading, they are very 

enthusiastic to answer the questions given by the teacher. The lowest score is the 

aspect of interest because when students are given assignments to answer questions 

about Reading, students are not interested in answering these questions. The 

students were more enthusiastic about answering questions directly. From this 

amount, the average level of student activity in learning activities in the first cycle 

is 55.00%. 

3. Observation of Teacher Activity’s  
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Table 4.5 

Observation of Teachers’ Activity 

 

 

No Behavioral Types   Observation Focus YES NO 

1. Is the teacher prepared Do they have an organized, detailed lesson 

plan and all materials needed? 

√  

2. Do they have knowledge 

of the subject matter and 

a purpose? 

Can the student teacher answer students’ 

questions? , can she motivate students to 

peak their interest in the subject matter? 

√  

3. Can the teacher control 

students’ behaviour? 

Keep their attention √  

Involve students in lesson  √ 

Stop lesson when needed  √ 

Aware of individual needed  √ 

Provide positive reinforcement  √ 

4. Is the teacher enthusiastic 

about the lesson they are 

teaching? 

Are students excited shown through class 

participation and behaviour? 

 √ 

Are the activities appropriate? √  

5. Does the student teacher 

have the ability to 

Stay on topic  √  

  Give directions  √ 

Involve students’ √  

6. Do the students respond 

to the teacher? 

Do they follow directions? √  
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d. Reflection 

Based on the data obtained from the results of observations and evaluations 

are findings as reflections. The successes and failures in the first cycle are as 

follows: 

1. Students do not understand learning activities with the Kahoot application. 

This can be seen from the average result of observing student activities in 

the learning process with a percentage of 41.00%. 

2. Some students have not implemented Kahoot application method as a 

learning medium optimally. 

3. Researchers still appreciate or not creating an active learning atmosphere by 

using the Kahoot application as a collaborative learning method. 

4. The level of student mastery of teaching materials that has not been 

maximized. In other words, the level of students' ability in Reading skills 

has not been completed. With an average value of only 31.81%. 

Based on the results of the first cycle, it still needs to be continued to the second 

cycle because the results in the first cycle show students' reading achievement. 

3.  Description of Research Data Cycle II 

a. Planning  

In cycle II, the action plans carried out were a follow-up to the problems or 

obstacles encountered in implementing the actions in cycle I. The main problem in 

cycle I was related to students' learning experiences using the Kahoot application, 

which was applied in teaching reading skills. Learning in the second action aims to 

increase student learning activities to achieve the specified indicators. The 
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implementation of Cycle II is substantially the same as the implementation of Cycle 

I. 

b. Acting 

Implementing the actions in the second cycle is the same as in the first. In 

this second cycle, the research was conducted in two meetings. At the beginning of 

the learning process in this cycle, technical explanations for using the Kahoot 

Application were given to students in order to improve students reading skills. Then 

the following learning process is the same as the previous meeting but with the 

same learning material. 

c. Observing and Evaluating 

1. Student’s Score  

 Based on the results of the second cycle test , the students scored 1754 and 

the number of students was 22, so the average score was 80. Students who scored 

more than 75 were 72.72% or 16 students and students who scored less than 75 

were 27.27% or 6 students. So the frequency students in the second cycle is 72.72%. 

this can be seen from the table below. 

Table 4.6 

The data of students who passed the standard Minimum Score (KKM) 

No Criteria Score Total Percentage Mean 

1.  Passed KKM 75-100 16 72.72%  

80 2. Failed 0-74 6 27.27% 

Total 22 100% 
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In cycle II, the total score of the students was 1754 and the number of the 

students was 22, so the mean was: 

X=
∑ 𝑿

𝑵
  x 100 

X=
1754

22
 x 100 = 80 

To categorize the number of master students the researcher used the following 

formula : 

P=
𝑅

𝑇
 x 100 

The value students >75 

P1 = 
16

22
 x 100% = 72, 72% 

The value students <75 

P1 = 
6

22
 x 100% = 27, 27% 

Chart 4.3 

Student’s Score in Cycle II 
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2.  Observation of Student Activity  

 Observation of student activity after cycle II was based on very good, good, 

sufficient and poor criteria: 

Table 4.7 

Score of Student’s Activity in the Learning Process of Cycle II 

No Aspects of Observation Score 

1 Interest  85.00% 

2 Attention 83.00% 

3 Participation 94.00% 

4 Presentation 86.00% 

Mean 87.00% 

 

Based on the table above, students have shown very good development in 

teaching and learning activities, with an average percentage of 87.00%. With these 

four aspects of observation, the lowest attention score of 83.00%. At the same time, 

the highest score value is for the participation aspect, with a value of 94.00%. The 

table above shows that students' activeness in the cycle II learning process increased 

significantly. This means there is an increase in student learning activities between 

Cycle I and II. This can be seen from the average student activity score between the 

first cycle of 55.00% and the second cycle of 87.00%, with a difference of 32.00%. 

This figure shows that student learning activity is increasing. 

3. Observation of Teacher Activity’s 
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Table 4.8 

Observation of Teachers’ Activity 

 

 

No Behavioral Types   Observation Focus YES NO 

1. Is the teacher prepared Do they have an organized, detailed lesson 

plan and all materials needed? 

√  

2. Do they have knowledge 

of the subject matter and a 

purpose? 

Can the student teacher answer students’ 

questions? , can she motivate students to peak 

their interest in the subject matter? 

√  

3. Can the teacher control 

students’ behaviour? 

Keep their attention √  

Involve students in lesson  √ 

Stop lesson when needed  √ 

Aware of individual needed  √ 

Provide positive reinforcement  √ 

4. Is the teacher enthusiastic 

about the lesson they are 

teaching? 

Are students excited shown through class 

participation and behaviour? 

 √ 

Are the activities appropriate? √  

5. Does the student teacher 

have the ability to 

Stay on topic  √  

  Give directions  √ 

Involve students’ √  

6. Do the students respond to 

the teacher? 

Do they follow directions? √  
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d. Reflecting 

The following are some of the achievements after the implementation of 

cycle II, namely: 

1. In the teaching and learning process, students' activities tend to be better 

towards kahoot application to improve reading skilss. This condition can be 

seen from the increase in student activity which is better from 70% in the 

first cycle to 80% in the second cycle. 

2. The difference in student scores on learning materials has been seen to be 

significant based on the data on the average value of the results of student 

evaluations in cycle II. This can be seen in the first cycle data with an 

average value of 70% with students who scored more than 75 were 31.81%. 

while in the second cycle the average value of 80% with students who 

scored more than 75 was 72.27%. The increase in student scores in the pre-

test, cycle I and cycle II can be seen in the graph below: 

Chart 4.4 

The Improvement of Students’ Score in Pre-test, Cycle I and Cycle I 
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B.  Discussion 

 Based on data analysis, it shows that students' reading skills have increased 

by implementing the Kahoot application. In the classroom, the researcher uses 

collaborative learning to find out how students work individually or in groups; 

students must express their opinions about the teaching displayed on the front 

screen. This can be seen from the quantitative data that has been created and 

calculated by the researcher, with the questions made by the researcher before the 

pre-test and post-test; the number of pre-test questions consists of 5 questions about 

the narrative text, and the questions are made from the story of Malin funding.  

 In cycle 1, the researcher made the latest questions from the malin kendang 

tale, the number of inquiries made in the Kahoot application students only entered 

the code the researcher had given and then answered the questions. The average 

score in cycle I was 70%, indicating the number of students who got a complete 

score of seven students.  

 The researcher saw that in process I, the desired results were not achieved; 

the researcher continued cycle II, and in cycle II, the researcher asked the same 

questions in cycle I to see how the results differed in processes I and II. The average 

value in cycle II was 80%. , with the number of students who received a complete 

score of 15, the difference in the average value of cycles I and II was only 10%. 

The final results show that the percentage of students in cycle I who obtained a 

complete score was 31.81%. In addition, the percentage of students in cycle II who 

got a total score was 72.27%. 
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 Qualitative data can be seen from the observation sheet carried out by the 

researcher in the class, the researcher wants to see how the progress in the class is 

with the average value of student activity in cycle I of 55.00% on the observation 

sheet I, seen that the presentation is low, so students lack enthusiasm in the learning 

process activities. After doing the second cycle on the observation sheet, and the 

results in this second cycle showed a percentage of 87.00%. In teaching and 

learning activities, students have shown good development and good responses. 

Researchers want to know the good progress made by students in the class. 

Qualitative data from the observation sheet also shows that teachers teach well in 

learning activities. 

 The results of qualitative and quantitative data show that collaborative 

learning is based on the Kahoot application by conducting classroom action 

research. The Kahoot application proves that it can significantly improve students' 

reading skills. Then the researcher completed the research in cycle II because it had 

reached a level of completeness and got good results, meaning that by using the 

Kahoot application, students could improve their reading skills in class X Culinary 

Planning at Imelda Medan's Tourism Private Vocational School in 2023/2024.  

 In addition, apply collaborative learning methods in class. Teachers and 

students gain knowledge about how to implement Kahoot as well as good 

collaborative learning methods. The final result received by the author is that 

Kahoot can control the atmosphere in the class, providing a comfortable atmosphere 

and class. Collaborative learning allows students to think and work well in groups. 
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CHAPTER V 

CONCLUSION AND SUGGESTION 

A.  Conclusion 

Based on data analysis, there is an increase in students' ability in reading 

skills using the Kahoot application-based collaborative learning. The increase in 

students' reading skills can be seen in the student's grades. The average pre-test 

score at the first meeting was still very low. Namely, students who scored up to 75 

were 0. In the post-test results in cycle I, students who scored more than 75 were 7 

students, and in the post-test in cycle II scored more than 75, as many as 16 students. 

So there is an increase in students' ability to read using the Kahoot application. 

 The ability of the percentage of students can be seen from the results of the 

pretest, Cycle I, and Cycle II. The average value of the pretest was 47%, from Cycle 

I was 70, and from Cycle II was 80. Then the percentage of students who scored 

more than 75 in the pretest cycle II, namely for the pretest, value was 0, Cycle I was 

47.00%, and Cycle II of 72.72%. The results of the observation sheet have shown 

an increase in students' reading skills using the Kahoot application. Then, students 

can apply collaborative learning in the classroom and are interested in using this 

media. 
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B.  Suggestion 

 Based on the conclusions above, the researchers provide several 

suggestions, namely: 

1. For principals should pay more attention to the learning methods used in 

schools, so that teachers can improve the teaching and learning process so 

that it is not boring. 

2. For English teachers, it is better to implement integrated learning using 

Kahoot! to improve student achievement in reading skills and make it easier 

for students to understand the text in reading comprehension. Moreover, 

teachers can introduce modern learning in class and can also apply 

collaborative learning in class. 

3. For students, they must have high learning motivation, especially in learning 

skills in reading. 

4. For all readers, this research can contribute to a good understanding of 

improving students' reading skills by using the Kahoot application and 

collaborative learning in the classroom. 

 

 

 

 

 

 

 



 
 

45 
 

REFERENCES 

Alfadil, M. (2020). Effectiveness of virtual reality game in foreign language 

vocabulary acquisition. Computers and Education, 153. 

https://doi.org/10.1016/j.compedu.2020.103893 

Alfares, N. (2017). Benefits and Difficulties of Learning in Group Work in EFL 

Classes in Saudi Arabia. English Language Teaching, 10(7), 247. 

https://doi.org/10.5539/elt.v10n7p247 

Alharthi, S. (2020). Assessing Kahoot’s Impact on EFL Students’ Learning 

Outcomes. TESOL International Journal, 15(5), 31–57. 

Astarilla, L., & Warman, D. (2015). Improving Students’ Reading 

Comprehension… .. 1(2), 1–8. 

Barkley, E. F., K. Patricia Cross, A., & Major, C. H. (2005). Collaborative Learning 

Techniques: A Handbook for College Faculty. In Jossey-Bass: Vol. (1st ed., 

Issue). Jossey-Bass. 

Bicen, H. (2018). Perceptions of students for gamification approach: Kahoot as a 

case study. International Journal of Emerging Technologies in Learning, 

13(2), 72–93. https://doi.org/10.3991/ijet.v13i02.7467 

Cahyaningrum, D., Pendidikan, P., & Inggris, B. (2017). Dewi Cahyaningrum 

mengembangkan keterampilan menyimak mereka sebagaimana termuat 

dalam. 1. 

Fisch, A. A., & Zucker, L. (2019). Play and Learning with KAHOOT!: Enhancing 

Collaboration and Engagement in Grades 9-16 through Digital Games. 

Journal of Language and Literacy Education, 15(1), 1. 

https://search.proquest.com/docview/2326860641?accountid=13042%0Ahttp

://oxfordsfx.hosted.exlibrisgroup.com/oxford?url_ver=Z39.88-

2004&rft_val_fmt=info:ofi/fmt:kev:mtx:journal&genre=article&sid=ProQ:P

roQ%3Allba&atitle=Play+and+Learning+with+KAHOOT%21%3A+En 

Fisher, A. S. H. (2016). Students’ reading techniques difficulties in recount text. 

English and Education, 4(2), 1–12. 



 

46 

 

https://media.neliti.com/media/publications/192380-EN-none.pdf 

Genc Ilter, B. (2009). Effect of technology on motivation in EFL classrooms. 

Turkish Online Journal of Distance Education, 10(4), 136–158. 

Hesham Suleiman Alyousef. (2006). Teaching Reading Comprehension to ESL / 

EFL Learners. Journal of Language and Learning, 5(1), 379–380. 

Holbrey, C. E. (2020). Kahoot! Using a game-based approach to blended learning 

to support effective learning environments and student engagement in 

traditional lecture theatres. Technology, Pedagogy and Education, 29(2), 191–

202. https://doi.org/10.1080/1475939X.2020.1737568 

Husain, R. (2020). Penerapan Model Kolaboratif Dalam Pembelajaran Di Sekolah 

Dasar. E-Prosiding Pascasarjana Universitas Negeri …, 1(2012), 12–21. 

http://ejurnal.pps.ung.ac.id/index.php/PSI/article/download/396/359 

Kahoot! (2020). Getting started with Kahoot! First, what is Kahoot !? Kahoot! 

Library, 1–7. 

Korkmaz, S., & Öz, H. (2021). Using Kahoot To Improve Reading Comprehension 

of. International Online Journal of Education and Teaching (IOJET), 8(2), 

1138–1150. https://files.eric.ed.gov/fulltext/EJ1294319.pdf 

Laal, M., & Ghodsi, S. M. (2012). Benefits of collaborative learning. Procedia - 

Social and Behavioral Sciences, 31(2011), 486–490. 

https://doi.org/10.1016/j.sbspro.2011.12.091 

Laal, M., & Laal, M. (2012). Collaborative learning: What is it? Procedia - Social 

and Behavioral Sciences, 31(2011), 491–495. 

https://doi.org/10.1016/j.sbspro.2011.12.092 

Licorish, S. A. (2018). Students’ perception of Kahoot!’s influence on teaching and 

learning. Research and Practice in Technology Enhanced Learning, 13(1). 

https://doi.org/10.1186/s41039-018-0078-8 

Licorish, S. A., & Lötter, A. L. J. (2022). When Does Kahoot! Provide Most Value 

for Classroom Dynamics, Engagement, and Motivation?: IS Students’ and 



 

47 

 

Lecturers’ Perceptions. Journal of Information Systems Education, 33(3), 

245–260. 

Madya, S. (2002). Developing Standards for EFL in lndonesia as Part of the EFL 

Teaching Reform. TEFLIN Journal, XIII(Number 2), 142–151. 

https://journal.teflin.org/index.php/journal/article/view/130%0Ahttp://journal

.teflin.org/index.php/journal/article/view/130/129 

Masouleh, N. S., & Jooneghani, R. B. (2012). Autonomous learning: A teacher-less 

learning! Procedia - Social and Behavioral Sciences, 55, 835–842. 

https://doi.org/10.1016/j.sbspro.2012.09.570 

Mulyati, Y., & Parwati, N. P. Y. (2021). Penerapan Model Pembelajaran 

Collaborative Learning Untuk Meningkatkan Prestasi Belajar Sejarah Siswa 

Kelas X Ipa 3 Sma Dharma Praja Denpasar Tahun Pelajaran 2020 / 2021. 

Nirwasita, 2(1), 45–50. https://doi.org/10.5281/zenodo.5550259 

Niemelä, M., Kärkkäinen, T., Äyrämö, S., Ronimus, M., Richardson, U., & 

Lyytinen, H. (2020). Game learning analytics for understanding reading skills 

in transparent writing system. British Journal of Educational Technology, 

51(6), 2376–2390. https://doi.org/10.1111/bjet.12916 

Plump, C. M., & LaRosa, J. (2017). Using Kahoot! in the Classroom to Create 

Engagement and Active Learning: A Game-Based Technology Solution for 

eLearning Novices. Management Teaching Review, 2(2), 151–158. 

https://doi.org/10.1177/2379298116689783 

Pohan, A. E. (2016). Students’ Reading Achievement Troughthink-Aloud-Strategy. 

ANGLO-SAXON: Jurnal Ilmiah Program Studi Pendidikan Bahasa Inggris, 

6(2), 66. https://doi.org/10.33373/anglo.v7i1.1089 

Pratolo, B. W., & Solikhati, H. A. (2020). The implementation of digital literacy in 

indonesian suburban EFL classes. International Journal of Scientific and 

Technology Research, 9(1), 1508–1512. 

Rajabpour, A. (2021). Teachers’ Perception of Advantages and Disadvantages of 

Kahoot! English Linguistics Research, 10(4), 49. 



 

48 

 

https://doi.org/10.5430/elr.v10n4p49 

Respati, Y. A. (2018). Collaborative Learning Dalam Upaya Peningkatan 

Keaktifan. Jurnal Efisiensi - Kajian Ilmu Administrasi, XV(2), 15–23. 

Rohimah Zuliati. (2013). Teaching English as a Foreign Language. In UIN Sunan 

Ampel Surabaya. https://doi.org/10.1080/00131726709338061 

Rosyidi, A. A. (2020). The Implementation of Kahoot As Digital Assessment Tool 

in Structure Class of Parahikma Institute of Indonesia. English Education 

Journal, Assesment Tool, 1–21. http://eprints.unm.ac.id/17388/. 

Sabandar, G. N. C., Supit, N. R., & Suryana, E. (2018). Kahoot!: Bring the Fun Into 

the Classroom! IJIE (Indonesian Journal of Informatics Education), 2(2), 127. 

https://doi.org/10.20961/ijie.v2i2.26244 

Smith, B. L., & MacGregor, J. T. (1992). Collaboration Learning: A Sourcebook 

for Higher Education. Collaborative Learning: A Sourcebook for Higher 

Education, 159–189. 

Squire, K. (2005). Changing the Game : What Happens When Video Games Enter 

the Classroom ? Innovate, 1(6). http://www.innovateonline.info/index.php? 

view=article&id=82 

Villarreal, I. (2020). The effect of collaborative writing in an EFL secondary 

setting. Language Teaching Research, 24(6), 874–897. 

https://doi.org/10.1177/1362168819829017 

Wang, A. I. (2015). The wear out effect of a game-based student response system. 

Computers and Education, 82, 217–227. 

https://doi.org/10.1016/j.compedu.2014.11.004 

Wang, A. I., & Tahir, R. (2020). The effect of using Kahoot! for learning – A 

literature review. Computers and Education, 149(May 2019), 103818. 

https://doi.org/10.1016/j.compedu.2020.103818 

William Grabe and Fredricka L. Stoller. (2016). Teaching and Researching 

Reading (1st ed.). Great Britain. 



 

49 

 

https://www.taylorfrancis.com/books/mono/10.4324/9781315833743/teachin

g-researching-reading-fredricka-stoller-william-peter-grabe 

Yürük, N. (2020). Using Kahoot as a skill improvement technique in pronunciation. 

Journal of Language and Linguistic Studies, 16(1), 137–153. 

https://doi.org/10.17263/JLLS.712669 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 
 

50 
 

 

Appendix I 

LESSON PLAN 

(Cycle I) 

School   : Smk Swasta Pariwisata Imelda Medan 

Subject  : Bahasa Inggris 

Grade/Semester : X/Genap  

Topic   : Narrative Text 

Time Allocation : 2 x 45 Menit 

 

I. Core Competence 

KI 1: Appreciate and live up to the teachings of the religion they adhere 

KI 2: Appreciate and appreciate ethical behavior, discipline, responsibility, caring 

(tolerance, cooperation), courtesy, and confidence, in interacting effectively with 

the natural and social environment within reach of friendship and existence. 

KI 3: Understanding knowledge (factual, conceptual, and procedural) based on 

curiosity about science. 

KI 4:Trying, processing, and presenting in a concrete realm (using, parsing, 

assembling, modifying, and creating) Moreover, the abstract realm(writing, 

reading, counting, drawing, and composing) by what is learned at school and other 

sources from the same point of view/ theory. 

 

II. Basic Competence and Indicator 

NO BASIC COMPETENCE INDICATOR 

3.8 

 

 

 

 

Distinguish social function, text 

structure, and linguistic elements of 

several spoken and written narrative 

texts by giving and asking for 

information related to simple folk 

legends according to the context of 

their use. 

3.8.1. Identify the type of text read. 

3.8.2. Understanding the social function 

of the text read. 

3.8.3. Analyzing the generic structures 

(text structure) of narrative text 

3.8.4. Determine a narrative text's 

language features (language elements) 
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3.8.5. Finding explicit implied 

information contained in a 

narrative text that is read 

 

4.8 

 

 

 

 

 

 

 

Presenting short and straightforward 

narrative texts related to folk 

legends orally and in writing, taking 

into account social functions, text 

structure, and linguistic elements 

correctly and in context 

4.8.1. Write the simple narrative text 

(folk legend) with a correct structure 

. 

 

III. Learning Objective 

1. Students can identify the type of text read (C1) 

2. Understanding the social function of the text read (C2) 

3. Analyzing generic structures (text structure) of narrative text (C4) 

4. Determine the language features (language elements) of a narrative text 

(C3) 

IV. Learning Material 

The narrative text aims to entertain the reader or listener (Entertain the reader) in a 

story with sequential events that lead to a climax and finally find a solution. 

Generic Structure of Narrative Text 

The narrative text has 3 structural arrangements as follows: 

1. The Orientation section contains the characters' introduction, the place's 

background, and the story's time. (who, what, when, and where)  

2. In the complication section, problems begin to arise and must be 

resolved by the main character in the story. 

3. The resolution is where the story ends. In this section, the problem is 

solved by the main character. In the Resolution section, there is usually 
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a moral value or advice from the story or what is also known as the 

Coda. 

Here are some types of narrative text: 

1. Fables are stories that tell about animals. Examples: The Ugly Duckling, 

The Country of the Mice, A Bear and A Rabbit, The Cat and The Rat, 

The Greedy Monkey, A Fox and A Little Bird, The Mouse Deer and 

Crocodile, and so on 

2. Myth is a story of myth/myth that develops in society and is generally 

considered a factual story or happened. Example: Aji Saka and Dewata 

Cengkar. 

3. Legend is a story about the origin of a place—examples: The Legend of 

Surabaya, The Legend of Prambanan Temple, Story of Lake Toba. 

4. Folktale/ folklore/ folklore is a story passed down from generation to 

generation until it becomes part of the community's tradition—for 

example, Malin Kundang and Golden Eggs. 

5. Fairy tales or fairy tales are folk stories or children's stories that have 

magic in the story told by the author—for example, Timun Mas, Tinker 

Bell, and Thumbelina. 

6. A love story is a story that tells (generally) the love struggle of the main 

character or about the love story of the characters. For example, I am 

One of Those Fool Men in Romeo and Juliet. 

Linguistic Elements 

1. Using the Past Tense tenses so that the Verb or Verb uses Verb 2 or then 

Verb in the second form (V2). 

2. Using specific Nouns (nouns) as pronouns for certain people, animals, 

and objects in the story. For example, the princess, the girl, the queen. 

3. Using Adjectives that form noun phrases. For example, The red riding 

hood, the poisoned apple. 

4. Uses Time Connectives and Conjunctions to order occurrences of events. 

For example: before, after, then, next, soon. 

5. Using adverbs and adverbial phrases to show the location of events or 

events. For example: on the sea, in the mountain, there, happily ever after. 
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V. Teaching Method 

Approach: Scientific Approach 

Method: Discussion, question and answer, assignment and practice 

Model: Problem-Based Learning 

 

VI. Media, Tools, and Learning Resources 

1. Media: Powerpoint, Kahoot, Picture, LKPD 

2. Tools: Marker, Whiteboard, Laptop, Projector 

Learning Resources: https://online.anyflip.com/cyygl/umbq/mobile/ 

 

VII. Learning Activity 

Learning Step Description Time 

Preliminary  

Orientation 

- The teacher greets students (religious). 

- The teacher asks one of the students to 

lead the prayer (religious) 

- Teachers prepare students physically 

and psychologically to follow the 

learning process (discipline) 

- Teacher checks student attendance 

(discipline) 

- Teacher asks some questions about 

previous lesson (responsive) 

- Teachers motivate students by 

associating the material to be learned 

with the experiences of students. 

- The teacher conveys essential 

competencies and learning objectives to 

be achieved. 

 

 

10 Minutes 

Core Activity  Stimulation 

- The teacher shows a simple narrative 

text in the form of a slide/sheet of paper 

and asks students to work in pairs 

 

 

 

 

https://online.anyflip.com/cyygl/umbq/mobile/
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- find the information contained in the text 

entitled "Malin Kundang" (critical 

thinking and cooperation) 

 Data collection 

- Learners collect relevant information to 

answer questions that have been 

identified (critical thinking) 

- Students are guided to discuss the 

function of recounting text, determine 

the structure of the text, and find 

elements of narrative text language. 

- Students are asked to work on Student 

Worksheets which contain narrative text 

functions, determine the structure of the 

text, find elements of the language of the 

text that has been discussed previously 

 Verification 

- The teacher asks one of the students to 

display the answers obtained. Then other 

students are asked to respond. 

 Generalization 

- Students, through teacher guidance, 

explain the function of narrative text, 

structure, and elements of the language 

used 

- With the guidance of the teacher, 

students make conclusions regarding the 

material studied 

- The teacher gives rewards/awards to 

students who have participated 

 

 

 

 

 

70 Minutes  
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Closing - The teacher reflects on learning that has 

been done 

- The teacher gives homework 

individually to write simple narrative 

texts (folk legends) with correct 

linguistic elements and structures. 

- Present the action plan at the next 

meeting. 

- Closing 

    10 Minutes 

 

VII. Evaluation 

a. Attitude Observation Sheet 

No Aspect Observed  4 3 2 1 Note 

1.        

2.        

3.        

4.        

5.        

 Max Score      

 

VIII. Learning Assessment 

a. Knowledge Assessment: Written test in the form of multiple choice 

questions 

b. Skills Assessment: Performance 

c. Attitude Assessment: Observation/observation 
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Appendix II 

LESSON PLAN 

(Cycle II) 

School   : Smk Swasta Pariwisata Imelda Medan 

Subject  : Bahasa Inggris 

Grade/Semester : X/Genap 

Topic   : Narrative Text 

Time Allocation : 2 x 45 Menit 

 

I. Core Competence 

KI 1: Appreciate and live up to the teachings of the religion they adhere 

KI 2: Appreciate and appreciate ethical behavior, discipline, responsibility, caring 

(tolerance, cooperation), courtesy, and confidence, in interacting effectively with 

the natural and social environment within reach of friendship and existence. 

KI 3: Understanding knowledge (factual, conceptual, and procedural) based on 

curiosity about science. 

KI 4:Trying, processing, and presenting in a concrete realm (using, parsing, 

assembling, modifying, and creating) Moreover, the abstract realm(writing, 

reading, counting, drawing, and composing) by what is learned at school and other 

sources from the same point of view/ theory. 

 

II. Basic Competence and Indicator 

NO BASIC COMPETENCE INDICATOR 

3.8 

 

 

 

 

Distinguish social function, text 

structure, and linguistic elements of 

several spoken and written narrative 

texts by giving and asking for 

information related to simple folk 

legends according to the context of 

their use. 

3.8.1. Identify the type of text read. 

3.8.2. Understanding the social function 

of the text read. 

3.8.3. Analyzing the generic structures 

(text structure) of narrative text 

3.8.4. Determine a narrative text's 

language features (language elements) 
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3.8.5. Finding explicit implied 

information contained in a 

narrative text that is read 

 

4.8 

 

 

 

 

 

 

 

Presenting short and straightforward 

narrative texts related to folk 

legends orally and in writing, taking 

into account social functions, text 

structure, and linguistic elements 

correctly and in context 

4.8.1. Write the simple narrative text 

(folk legend) with a correct structure 

. 

 

III. Learning Objective 

5. Students can identify the type of text read (C1) 

6. Understanding the social function of the text read (C2) 

7. Analyzing generic structures (text structure) of narrative text (C4) 

8. Determine the language features (language elements) of a narrative text 

(C3) 

IV. Learning Material 

The narrative text aims to entertain the reader or listener (Entertain the reader) in a 

story with sequential events that lead to a climax and finally find a solution. 

Generic Structure of Narrative Text 

The narrative text has 3 structural arrangements as follows: 

4. The Orientation section contains the characters' introduction, the place's 

background, and the story's time. (who, what, when, and where)  

5. In the complication section, problems begin to arise and must be 

resolved by the main character in the story. 

6. The resolution is where the story ends. In this section, the problem is 

solved by the main character. In the Resolution section, there is usually 
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a moral value or advice from the story or what is also known as the 

Coda. 

Here are some types of narrative text: 

7. Fables are stories that tell about animals. Examples: The Ugly Duckling, 

The Country of the Mice, A Bear and A Rabbit, The Cat and The Rat, 

The Greedy Monkey, A Fox and A Little Bird, The Mouse Deer and 

Crocodile, and so on 

8. Myth is a story of myth/myth that develops in society and is generally 

considered a factual story or happened. Example: Aji Saka and Dewata 

Cengkar. 

9. Legend is a story about the origin of a place—examples: The Legend of 

Surabaya, The Legend of Prambanan Temple, Story of Lake Toba. 

10. Folktale/ folklore/ folklore is a story passed down from generation to 

generation until it becomes part of the community's tradition—for 

example, Malin Kundang and Golden Eggs. 

11. Fairy tales or fairy tales are folk stories or children's stories that have 

magic in the story told by the author—for example, Timun Mas, Tinker 

Bell, and Thumbelina. 

12. A love story is a story that tells (generally) the love struggle of the main 

character or about the love story of the characters. For example, I am 

One of Those Fool Men in Romeo and Juliet. 

Linguistic Elements 

6. Using the Past Tense tenses so that the Verb or Verb uses Verb 2 or then 

Verb in the second form (V2). 

7. Using specific Nouns (nouns) as pronouns for certain people, animals, 

and objects in the story. For example, the princess, the girl, the queen. 

8. Using Adjectives that form noun phrases. For example, The red riding 

hood, the poisoned apple. 

9. Uses Time Connectives and Conjunctions to order occurrences of events. 

For example: before, after, then, next, soon. 

10. Using adverbs and adverbial phrases to show the location of events or 

events. For example: on the sea, in the mountain, there, happily ever after. 
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V. Teaching Method 

Approach: Scientific Approach 

Method: Discussion, question and answer, assignment and practice 

Model: Problem-Based Learning 

 

VI. Media, Tools, and Learning Resources 

1. Media: Powerpoint, Kahoot, Picture, LKPD 

2. Tools: Marker, Whiteboard, Laptop, Projector 

Learning Resources: https://online.anyflip.com/cyygl/umbq/mobile/ 

 

VII. Learning Activity 

Learning Step Description Time 

Preliminary  

Orientation 

- The teacher greets students (religious). 

- The teacher asks one of the students to 

lead the prayer (religious) 

- Teachers prepare students physically 

and psychologically to follow the 

learning process (discipline) 

- Teacher checks student attendance 

(discipline) 

- Teacher asks some questions about 

previous lesson (responsive) 

- Teachers motivate students by 

associating the material to be learned 

with the experiences of students. 

- The teacher conveys essential 

competencies and learning objectives to 

be achieved. 

 

 

10 Minutes 

Core Activity  Stimulation 

- The teacher shows a simple narrative 

text in the form of a slide/sheet of paper 

and asks students to work in pairs 

 

 

 

 

https://online.anyflip.com/cyygl/umbq/mobile/
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- find the information contained in the text 

entitled "Malin Kundang" (critical 

thinking and cooperation) 

 Data collection 

- Learners collect relevant information to 

answer questions that have been 

identified (critical thinking) 

- Students are guided to discuss the 

function of recounting text, determine 

the structure of the text, and find 

elements of narrative text language. 

- Students are asked to work on Student 

Worksheets which contain narrative text 

functions, determine the structure of the 

text, find elements of the language of the 

text that has been discussed previously 

 Verification 

- The teacher asks one of the students to 

display the answers obtained. Then other 

students are asked to respond. 

 Generalization 

- Students, through teacher guidance, 

explain the function of narrative text, 

structure, and elements of the language 

used 

- With the guidance of the teacher, 

students make conclusions regarding the 

material studied 

- The teacher gives rewards/awards to 

students who have participated 

 

 

 

 

 

70 Minutes  
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Closing - The teacher reflects on learning that has 

been done 

- The teacher gives homework 

individually to write simple narrative 

texts (folk legends) with correct 

linguistic elements and structures. 

- Present the action plan at the next 

meeting. 

- Closing 

    10 Minutes 

 

VII. Evaluation 

b. Attitude Observation Sheet 

No Aspect Observed  4 3 2 1 Note 

6.        

7.        

8.        

9.        

10.        

 Max Score      

 

VIII. Learning Assessment 

d. Knowledge Assessment: Written test in the form of multiple choice 

questions 

e. Skills Assessment: Performance 

f. Attitude Assessment: Observation/observation 
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Appendix III 

INSTRUMENT OF RESEARCH   (Pre-Test) 

1. What kind of text is the text above? 

a. Report c. Narrative b. Recount d. Descriptive  

2. What is function of the text?  

a. to tell experience in the past b. to entertain the reader c. to do something d. to 

give an instruction how to make something  

3. The generic structure of the text is?  

a. description – identification b. Identification – description  c. Orientation – events 

– Reorientation d. Orientation – complication – resolution  

4. What is tense is used in the text?  

a. Present Tense c. Past Tense b. Present Continous d. Present perfect  

5. What malin said to his mom before he went to the city?  

a. Malin never be back b. He promises to be back c. He will forget his mom d. He 

will give his mom much money  

6. Who is Malin?  

a. A son who love his mother b. A son who care with his mother c. A son who 

betray his mother d. A son who always with his mother  

7. What malin’s wife does?  

a. Care with malin’s mom b. Love malin’s mom c. Did not care with malin’s mom 

d. Talk to malin’s mom  

8. Who is the main actor of that story?  

a. Malin kundang b. Malin’s mom c. Malin’s wife d. Malin’s society  

9. Why malin meets his mom?  

a. He misses his mom b. He will give much money to his mom c. He accept a request 

from his wife d. He wants hug his mom  

10. What do you learn from the story of Malin Kundang?  

a. Never be a cruel son/daughter b. Leave our old mom c. Give our mom money d. 

Meet our mom 
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Appendix IV  

Instrument of Research Cycle I and Cycle II 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Appendix V 

List of Student’s Initial Name 
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School  : SMK Pariwisata Imelda Medan  

School Year :2022-2023 

Class  : X- Tata Boga   

No Student’s Name Student’s Initial Name 

1. Agita Aprilia Manalu AAM 

2. Aida Nuriani AN 

3. Al Kahfi Hasan AKH 

4. Afifah Nazla Pohan ANP 

5. Chairin Syahfitri CS 

6. Chelsea Juliandy CJ 

7. Davina Parah Maghfira DPM 

8. Dinda Safira  DS 

9. Ovo Baliztha Damanik OBD 

10.  Fadila Ginting FG 

11. Fani Nurhaini H. FNH 

12.  Feby Yolanda Sihite  FYS 

13. Gadis Amanda  GA 

14. Henny Dwi Lestari HDL 

15.  Indri Bunga Amelia IBA 

16. Jay Vinay Rai JVR 

17. Jhonatan Cristian S. JCS 

18. Kayla Syahfitri KS 

19. Keyla Dwi Amanda  KDA 

20. Lili Jawiyah LJ 

21 Lydia Yulianti Sitorus LYS 

22. Lowiza Amanda Zakirah LAZ 
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Appendix VI  

Student’s Observation Sheet in Teaching Learning Activity by Applying  

Kahoot Application (Cycle I) 

School  : SMK Pariwisata Imelda Medan  

School Year  : 2022-2023 

Class  : X- Tata Boga   

Cycle  : I 

No  Nama Siswa  Interest  Attention  Participation  Presentation 

1 Agita Aprilia Manalu 2 2 3 3 

2 Aida Nuriani 2 3 2 2 

3 Al Kahfi Hasan 3 3 3 3 

4 Afifah Nazla Pohan 3 2 2 2 

5 Chairin Syahfitri 3 2 3 2 

6 Chelsea Juliandy  2 3 2 3 

7 Davina Parah Maghfira  3 3 3 3 

8 Dinda Safira  2 2 3 2 

9 Ovo Baliztha Damanik 3 2 3 3 

10 Fadila Ginting 3 3 2 2 

11 Fani Nurhaini H 2 3 3 2 

12 Feby Yolanda Sihite  3 3 2 3 

13 Gadis Amanda  2 3 3 2 

14 Henny Dwi Lestari 3 2 2 2 

15 Indri Bunga Amelia 2 2 3 3 

16 Jay Vinay Rai 3 2 2 2 

17 Jhonatan Cristian 2 2 3 3 

18 Kayla Syahfitiri 3 2 2 2 

19 Keyla Dwi Amanda 3 3 3 3 

20 Lili Jawiyah 2 2 2 2 

21 Lydia Yulianti Sitorus 3 3 3 3 

22 Lowinza Amanda Z 3 2 2 2 

 Percentage 57% 54% 56% 54% 

 Mean 55 

 Criteria Active 
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Appendix VII 

Student’s Observation Sheet in Teaching Learning Activity by Applying  

Kahoot Application (Cycle II) 

School  : SMK Pariwisata Imelda Medan  

School Year  : 2022-2023 

Class  : X- Tata Boga   

Cycle  : II 

No  Nama Siswa  Interest  Attention  Participation  Presentation 

1 Agita Aprilia Manalu 5 4 4 5 

2 Aida Nuriani 4 4 5 4 

3 Al Kahfi Hasan 3 5 4 5 

4 Afifah Nazla Pohan 5 5 5 4 

5 Chairin Syahfitri 3 3 4 3 

6 Chelsea Juliandy  4 4 5 4 

7 Davina Parah Maghfira  4 4 4 5 

8 Dinda Safira  3 3 5 3 

9 Ovo Baliztha Damanik 3 4 5 4 

10 Fadila Ginting 4 3 5 4 

11 Fani Nurhaini H 5 3 4 3 

12 Feby Yolanda Sihite  3 3 4 4 

13 Gadis Amanda  4 4 3 3 

14 Henny Dwi Lestari 4 4 4 5 

15 Indri Bunga Amelia 4 4 3 3 

16 Jay Vinay Rai 3 5 4 3 

17 Jhonatan Cristian 4 4 3 3 

18 Kayla Syahfitiri 3 3 5 4 

19 Keyla Dwi Amanda 4 4 4 5 

20 Lili Jawiyah 4 3 5 5 

21 Lydia Yulianti Sitorus 5 4 4 3 

22 Lowinza Amanda Z 4 3 5 4 

 Percentage 85% 83% 94% 86% 

 Mean 87 

 
Criteria Active 
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Appendix IX  

Students’ scores in Pre-Test, Cycle I, Cycle II 

No Student's Name Pre-Test 

1 Agita Aprilia Manalu 50 

2 Aida Nuriani 50 

3 AL Kahfi Hasan 47 

4 Afifah Nazla Pohan 43 

5 Chairin Syahfitri 41 

6 Chelsea Juliandy 52 

7 Davina Parah Maghfira 51 

8 Dinda Safira  42 

9 Ovo Baliztha Damanik 44 

10 Fadila Ginting 42 

11 Fani Nurhaini H. 47 

12 Feby Yolanda Sihite 43 

13 Gadis Amanda  43 

14 Henny Dwi Lestari 50 

15 Indri Bunga Amelia 55 

16 Jay Vinay Rai 50 

17 Jhonatan Cristian S. 53 

18 Kayla Syahfitri 48 

19 Keyla Dwi Amanda 46 

20 Lili Jawiyah  46 

21 Lydia Yulianti Sitorus 40 

22 Lowiza Amanda Z. 50 

 
Mean 47 
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The Student's Score in Cycle 1 

No Student's Name Cycle 1 

1 Agita Aprilia Manalu 63 

2 Aida Nuriani 77 

3 AL Kahfi Hasan 75 

4 Afifah Nazla Pohan 65 

5 Chairin Syahfitri 65 

6 Chelsea Juliandy 68 

7 Davina Parah Maghfira 76 

8 Dinda Safira  75 

9 Ovo Baliztha Damanik 65 

10 Fadila Ginting 65 

11 Fani Nurhaini H. 70 

12 Feby Yolanda Sihite 70 

13 Gadis Amanda  69 

14 Henny Dwi Lestari 70 

15 Indri Bunga Amelia 75 

16 Jay Vinay Rai 70 

17 Jhonatan Cristian S. 75 

18 Kayla Syahfitri 65 

19 Keyla Dwi Amanda 65 

20 Lili Jawiyah  76 

21 Lydia Yulianti Sitorus 70 

22 Lowiza Amanda Z. 70 

 
Total Scores 1539 

 
Mean 70 
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The Student's Score in Cycle II 

No Student's Name Cycle II 

1 Agita Aprilia Manalu 85 

2 Aida Nuriani 82 

3 AL Kahfi Hasan 80 

4 Afifah Nazla Pohan 80 

5 Chairin Syahfitri 73 

6 Chelsea Juliandy 80 

7 Davina Parah Maghfira 83 

8 Dinda Safira  80 

9 Ovo Baliztha Damanik 74 

10 Fadila Ginting 80 

11 Fani Nurhaini H. 73 

12 Feby Yolanda Sihite 84 

13 Gadis Amanda  85 

14 Henny Dwi Lestari 72 

15 Indri Bunga Amelia 83 

16 Jay Vinay Rai 73 

17 Jhonatan Cristian S. 85 

18 Kayla Syahfitri 83 

19 Keyla Dwi Amanda 71 

20 Lili Jawiyah  80 

21 Lydia Yulianti Sitorus 80 

22 Lowiza Amanda Z. 88 

 
Total Scores 1754 

 
Mean 80 
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Appendix X 

The Students’ Join Kahoot Application 
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Appendix XII 

Documentation 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



 

75 

 

  

  



 

76 

 

 

  



 

77 

 

 

  



 

78 

 

 

  



 

79 

 

 



 

80 

 

 

 

  



 

81 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

82 

 

 

 

 

 

 

 

 

 

 

  



 

83 

 

 

  



 

84 

 

 

  



 

85 

 

 

  



 

86 

 

 

  



 

87 

 

 

  



 

88 

 

 



 

89 

 

 


