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Bu arastirmanin amaci, dil 6gretiminde oyunlastirmanin Onemli araclarindan biri olan
Kahoot!"un 6. Sinif 6grencilerinin dilbilgisi 6grenmede akademik basarilari1 ve Kahoot!
uygulamasina yonelik goriislerini incelemektir. Calismada, Kahoot! uygulamasinin 6grencilerin
dilbilgisi 6grenme basarisi lizerine etkisi arastirilmis ve uygulamaya iliskin 6grenci goriisleri
almmistir. Aragtirmaya 40 kontrol grubu ve 40 deney grubu olmak iizere toplam 80 Ogrenci
katilmistir. Calisma hem nicel hem de nitel verileri iceren iki problem ciimlesine cevap bulmay1
amaglamaktadir ve arastirmanin nicel verileri yari deney teknigi, nitel verileri ise yar1
yapilandirilmis goriisme ile elde edilmistir. Ogrencilerin belirlenen dilbilgisi konularinda
basarisin1 6lgmek igin giivenirlik ve gegerlilik ¢caligmalar1 yapilmais, ayirt ediciligi yliksek 20° ser
sorudan olusan On test ve son test hazirlanmistir. Hazirlanan 6n test ve son test her iki gruba da
uygulanmistir. Dilbilgisi 6grenim siirecinde kontrol grubuna geleneksel yontem teknikleri,
deney grubuna ise Kahoot! ile 4 hafta dilbilgisi 6gretimi yapilmistir. Uygulama tamamlandiktan
sonra her iki gruba da son test uygulanmis ve Kahoot! uygulamasi ile icerik temelli 6gretimin
dilbilgisi 6grenimi {izerinde anlamli bir fark olusturup olusturmadigi arastirilmistir. Nicel veriler
parametrik olmadigindan bu verilerin analizinde, Wilcoxon Isaretli Siralar Testi ve Mann
Whitney U Testi kullanilmis ve sonuglar yorumlanmigtir. Uygulama tamamlandiktan ve son
test uygulandiktan sonra deney grubundan rastgele secilen 10 6grenciyle Kahoot! uygulamasi
ile ilgili goriislerini 6grenmek amaciyla agik uglu 5 sorudan olusan yar1 yapilandirilmis gériisme
yapilmistir. Arastirma sonuglarina gore, Kahoot! uygulamasinin 6grencilerin dilbilgisi 6grenimi
iizerinde anlamli diizeyde pozitif yonde dnemli bir fark olusturdugu goriilmiistiir. Ayrica yapilan
yar1 yapilandirilmig gériismeler sonucunda, ders i¢i materyal olarak Kahoot! uygulamasina karsi
Ogrencilerin son derece olumlu goriislere sahip olduklar tespit edilmistir. Arastirma bulgulan
literatiirdeki diger pek ¢ok c¢alisma ile uyum igindedir. Sonug olarak, Kahoot!’un hedef dilde
dilbilgisi 6gretimi igin etkin olarak kullanilabilecegi degerlendirilmekte ve bu konuda daha
kapsamli ¢caligmalar yapilabilecegi onerilmektedir.

Anahtar Kelimeler: Kahoot!, oyunlastirma, bilgisayar tabanl dil 6grenimi (BTDO),
mobil destekli dil 6gretimi (MDDO), 6grenci yanit sistemi (OYS).
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The aim of this study is to examine at the academic achievement of Kahoot! students in 6th
grade, which is one of the most essential gamification tools in language teaching and grammar
acquisition, as well as their opinions on the Kahoot! application. In the study, the effect of the
Kahoot! application on the grammar learning success of the students was investigated and the
opinions of the students regarding the application were taken. A total of 80 students, 40 in the
control group and 40 in the experimental group, participated in the study. The study aims to find
answers to two problem sentences containing both quantitative and qualitative data, and the
quantitative data of the research were obtained by quasi-experimental technique and the
qualitative data were obtained by semi-structured interview. Reliability and validity studies were
conducted, and a pre-test and post-test consisting of 20 questions with high distinctiveness were
prepared to evaluate the students' success in the determined grammatical subjects. Both groups
were given the pre- and post-tests that had been prepared in advance. During the grammar
learning process, traditional method techniques were applied to the control group and Kahoot!
to the experimental group for 4 weeks. After the application was completed, a post-test was
applied to both groups and it was investigated whether the Kahoot! application and content -
based language teaching made a significant difference on grammar learning. Since the
quantitative data are not parametric, Wilcoxon Matched — Pairs Signed Ranks Test and Mann
Whitney U Test were used in the analysis of these data and the results were interpreted. After
the application was completed and the post-test was administered, a semi-structured interview
consisting of 5 open-ended questions was conducted with 10 randomly selected students from
the experimental group in order to learn their opinions about the Kahoot! application. According
to the results of the research, it was seen that the Kahoot! application made a significant positive
difference on the grammar learning of the students. In addition, as a result of the semi-structured
interviews, it was determined that the students had extremely positive views towards the Kahoot!
application as an in-class material. Research findings are in agreement with many other studies
in the literature. As a result, it is evaluated that Kahoot! can be used effectively for grammar
teaching in the target language and it is suggested that more comprehensive studies can be done
on this subject.

Key Words: Kahoot!, gamification, computer assisted language learning (CALL), mobile

assisted language learning (MALL), student response system (SRS).



PREFACE

In recent years, the significance of learning English has progressively risen, and as a
result, numerous innovations in the field of teaching and learning techniques have emerged.
Computers, cell phones, and tablets, which are advantageous to the teaching process, are
being adopted in place of traditional teaching strategies such as coursebooks and worksheets,
thanks to the rapid changes in technology. Many programs and games have been created,
and the teachers have used them. Kahoot! is one of the pioneer applications as a gamification
tool in teaching. As a teacher, I mostly try to use technological tools in my lessons. When |
use Kahoot! in my classes, | realized that Kahoot! takes students attention and | observed
that students’ motivation highly increased. Therefore, | decided to make my research about
Kahoot!. Moreover, on the basis of my observations during lessons, the most challenging
part for the students is grammatical structures of the target language. For this reason, |
decided to write my thesis about the effects of Kahoot! on students’ grammar success.

| have enjoyed every moment of this study. | hope this study will shed light on

idealistic teachers who keep up with technology and adapt it to their lessons.
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CHAPTER I
INTRODUCTION

The importance of learning English has gradually increased in recent years and with
this increasing importance, there have been many innovations in teaching and learning
methods. With the rapid development of technology, computers, smartphones and tablets
which are beneficial for the teaching process are used instead of traditional teaching
techniques such as coursebooks, worksheets (Mashagbeh & Shurman, 2015, p. 34). Many
applications and games have been developed and used by the instructors (Mock, 2004, p.

23). These materials give a new impulse to the education environment.

In recent years, technological applications have been seen as crucial tools for
improving students’ motivation and interest in learning a foreign language and acquisition
(Licorish, 2018, p.12). According to Godwin-Jones (2015), teachers believe that using
technology as a teaching tool contributes to learners’ learning process. In teaching and
learning, using technology provides enjoyable environment to the learners (p.15). The
learning process might be boring and ineffective in terms of learners’ motivation and interest
if teachers don’t improve themselves and keep up with the technology. Therefore, it is
expected from teachers to use technology as a teaching tool in their lessons to generate an
enjoyable classroom environment. The usage of technology, smartphones or tablets achieve
a significant breakthrough in language learning and it provides learners to carry their

interests outside of the classroom.

Technology in ELT classrooms allows students to use different types of media and
increases students’ interest and motivation in the lesson. According to Hockly (2014),
technology allows students to match learning materials in previously impossible formats.
The use of technology and technology itself removes the barrier of time and space for
learning (p. 42). According to York & De Haan (2005), unlike traditional teaching, the
technology aims to make learning applicable by making it permanent. At the same time, it
allows the student to enjoy the educational process. The main purpose of using technology
is to provide environments outside the classroom to interact with each other in English,
which is the foreign language that the student is learning (p. 128). Therefore, technology has

great potential to make learning authentic, meaningful and interactive.



Another advantage of technology is that learners can integrate games with learning a
new language with the help of new applications. Therefore, Game Based Learning (GBL)
and Student Response System (SRS) have been used by the instructors in the classroom.
According to James Paul Gee (2003) well-organized and adapted technological games
increase students’ motivation and positively affect their participation in the classroom.
Technological games are used for improving classroom dynamic, increasing students’
success and motivation (p.18). Thomas W. Malone (1981) indicated that Kahoot! was the
first tool as GBL which was adapted to SRS. Kahoot!,as a teaching material, is the most
useful SRS tool which improves students’ interests and motivations by developing their

auditory and cognitive intelligences in the lesson (p. 350).

The classroom remains the only place where students have to use English directly
because, in EFL, students have no direct access to English outside of the classroom
(Xiaogiong & Xianxing, 2011, p.225). According to Alexander, Crescini, Juskewitch,
Lachman & Pavlina (2009) SRS helps teachers and students make language engaging.
Today’s students need technological tools to apply what is taught, and this gives students a
greater sense of responsibility (p.162). SRS is also a useful way of collecting instant data
and feedback from students and teachers in terms of providing technological support to
question-oriented, discussion-centered pedagogy (Beatty, 2004, p. 5). At the same time, SRS
encourages reluctant and timid students by keeping their names anonymous (Moredich &
Moore, 2007, p.114).

English teaching can be made more effective with new technologies by using the sense
of mystery and humor that strengthen students’ motivation (Lee & Hammer, 2011, p.4). At
the same time, a successful learning environment can be provided by integrating technology
and English lessons by using the student’s interests. With the help of available technology,

students can develop their self-confidence and improve their competence to learn.

Computers and the Internet provide opportunities for students to study wherever they
are and to offer students something of interest. Technology, including computers and the
Internet, seems to create the desired environment to develop learner autonomy (Chun &
Plass, 2000, p.165). The Internet also increases the students’ motivation in terms of
providing something for students regarding their interests. It also helps students develop
their language learning strategies by providing rich authentic language input in a social

setting. According to Dlaska (2002), the Internet encourages students to take responsibility



for their own learning, both while working on their own, and both inside and outside the

classroom (p.135).

Today, the need for technology-based teaching tools has become more and more
important, because the traditional teaching model has become more difficult. The studies
have shown that technology-based teaching tools have positive effect on classroom
management, students’ success and their motivation (Kaur & Naderajan, 2019, p.52). New
technologies have been integrated in L2 teaching and Computer Assisted Language Learning
(CALL) has become central to progress in teaching techniques (Sailer, 2013, p.35).
According to Nutta (1998) “computer-based instruction can be effective method of teaching
L2 grammar” (p.52). Nutta’s study showed that using computer-based games increases
learners’ ability to understand grammar structures of the target language. For this reason, in
this study, Kahoot!, which is an instrument of CALL method, will be applied in order to

assess the impact of 6™ grade students’ grammar success in target language.

1.1. Problem Statement

Traditional teaching methods often focus on a specific area of learning, the cognitive
or psychomotor area. This, on the other hand, hardly meets the triad of knowledge,
competence and attitude. As a result, teaching methods that focus on a particular learning
area both hinder active learning and delay or stop learning by decreasing students’
motivation. New century skills require students to use more than one skill at the same time
in solving real-life problems. As a result, learning environments must be created as a whole.
These holistic designs require new learning approaches and environments. Traditional
techniques, of course, contain incredibly significant and useful knowledge that has been
filtered for thousands of years, but today’s children require much more (Warschauer, 1998,
p. 62). As a result, conventional learning models have begun to give way to technology-
based learning models, settings, and tools, which have become more difficult for students.
Studies show that technology-based learning tools have a positive effect on classroom
management, student achievement and motivation. These new technologies have also been
integrated in second language education, and Computer Assisted Language Learning
(CALL) has been the main point in the advancement of education techniques. When teaching
second language grammar, computer-based learning has been demonstrated to be beneficial,
and using computer-based games has been shown to improve students’ ability to understand

the target language’s grammatical structures (Simoes, 2015, p. 13). This research looked into



various aspects of all of these situations in order to evaluate the effect of Kahoot!, a CALL
method tool, on 6™ grade students’ grammar achievement in the target language. The study’s

problem situation for this assessment was formed by the following main and sub-problems.
The following major and sub-research questions have been formulated:

1. Does Kahoot! have any significant impacts on 6™ grade EFL learners’ achievements
with respect to grammar knowledge?
1.1. Is there any significant difference between the pre-test scores of the
experimental group receiving grammar instruction through Kahoot! and the control
group receiving grammar instruction in content — based language teaching?
1.2. Is there any significant difference between the pre-test and post-test scores
of the experimental group receiving grammar instruction through Kahoot!?
1.3. Is there any significant difference between the pre-test and post-test scores of
the control group receiving grammar instruction in content — based language teaching?
1.4. Is there any significant difference between the post-test scores of the
experimental group receiving grammar instruction through Kahoot! and the control
group receiving grammar instruction in content — based language teaching?

2. What are the EFL learners’ attitudes and opinions about the use of Kahoot! for

grammar instruction?

1.2. The Aim of the Study

This study aims to examine the effects of Kahoot! as a gamification tool on English
language learners’ achievements with respect to grammar knowledge and to analyze
students’ attitudes and opinions about the use of Kahoot! for grammar instruction.

1.3. The Importance of the Study

Many linguists provide a variety of techniques and methods to teach English as a
foreign language. Since grammar is one of the cornerstones of learning a language, it plays
a significant role in the content of these techniques and methods. A student, who has not
learned the grammar of a language, has problems in using and learning the language
correctly. Although different grammar teaching methods and techniques that have been used
for years have greatly contributed to students’ language learning, the development of
technology in recent years has brought a different perspective to traditional methods. As

technology occupies a large place in students’ daily lives, teachers have also had to



incorporate technology and technological applications into their grammar teaching.
Students’ motivation, attitude toward the course, and achievement are all influenced by the
technology tools used in the classroom. The contribution and perspectives of the Kahoot
application, which is used as a technological tool, to students’ grammar acquisition are

studied in this research, which holds a significant role in the literature.



CHAPTER Il

CONCEPTUAL FRAMEWORK

2.1. English as a Foreign Language

English as a foreign language has a crucial place in human life in globalizing world.
English has become one of the languages to be learned to communicate with people, find
reliable sources, socialize etc. For this reason, learning English has become one of the basic
needs of every individual. At the beginning of the 20" century, scientists researched how to
teach a foreign language correctly. In this challenging process, many different methods have
been developed, changed over time or new methods have emerged. According to Richards
and Rodgers (2007), there have been changes in language teaching methods according to the
types of competencies that learners need. As a result, as technology advances, people’s
language requirements have evolved, and the relevance of language acquisition has grown
even more (p.116). English is the most taught language in our country however our country
hasn’t reached the desired level in the foreign language. Some of the reasons of the failure
of foreign language learning are instead of using modern curriculum development studies in
teaching, teachers prefer traditional teaching approach. Haznedar (2010) in all English
education programs in Turkey claimed that despite the improvement efforts, the point
reached today is still not good, and he argued that the reason for this is crowded classes and
inadequate physical conditions. Some of the obstacles encountered in foreign language
teaching education include issues with qualified teacher education, language policies, and
language teaching methodologies. He claims that education is deteriorating due to errors in
language policy and modern language teaching methods, as well as an increase in the number
of students. Decisions are made without consulting teachers, and despite this, the teacher is
blamed for the educational failure. Setting standards in foreign language instruction is one
strategy to address this problem. Additionally, teachers ignore the individual differences
among students and they do not use technology in their classroom as much as it should be.
According to Demirel (2013), there are ten essential principles of learning a foreign
language. These concepts are as follows:

- Activity scheduling.

- Improving the four basic language abilities.

- Making use of audio and visual assistance

- Teaching from the tangible to the abstract, from simple to complex.



- One structure at a time should be taught.

- The usage of the mother tongue is restricted.

- Ensuring active participation.

- Establishing a link between learned material and everyday living.

- Maintaining student motivation

- Taking consideration individual differences.

The problems experienced will be considerably reduced if foreign language education
is provided in accordance with these principles (Ertug, 2014, p. 44).

For this reason, it is necessary to research the most appropriate methods developed for
learning English and to support foreign language learning in the best way. People had seen
the expansion of computers in both educational institutions and households by the 1980s.
Many schools have been using computers since the early 1980s, and CALL software has
grown more widely available on the market (Ittelson, 2000). CALL is a new force in
language learning. Despite the reluctance of many in the profession of language instruction,
it is growing and demonstrating that in the hands of qualified instructors, it can be a powerful
instrument (Knowles, 2004). Computer-assisted language teaching, which has recently been
widely researched and has many studies on its effectiveness, is one of the effective methods
used for learning English. Some problems in English teaching can be solved by using
computer-assisted language learning. Christopher (1995) compared the success of fifth-
grade students who used computers in several areas to those who solely used traditional
methods. Students are placed into three groups: the first uses the computer for 60 minutes
each week, the second uses it for less time and for fewer work, and the third, the control
group, employs the traditional method. The results showed that there was a significant
difference between the students who used computer assisted learning and who used
traditional learning method. Nagata (1996) investigates the relative efficacy of computer-
assisted production (output) and comprehension (input) practice in second language
learning. According to the findings, the output-focused group develops greater grammatical
abilities than the input-focused group. Uberman (1998) analyzed the influence of CALL on
vocabulary learning. He accepts the useful function of CALL in vocabulary teaching after
quoting and analyzing many expert opinions. Al-Qumoul (2005) conducts research to see
how an instructional software application for English language functions affects the
accomplishment of tenth graders. The data analysis findings show that students who study
English language functions via a software program outperform students who learn the

by traditional method.



2.2. The Importance of Grammar in Language Learning

Today, large investments are made in education and projects are being developed. The
reason for this is that education is as vital to the future of nations as it is to the future of
individuals. In the field of education, students in different age groups are offered different
levels of mathematics, science, social studies, foreign language lessons, and so on.
Language, according to Duman (1998), is the earliest and most significant condition of
human socialization since it maintains a society’s culture alive and passes it down through
generations (p.414). In order to transfer information, nations require a strong mother tongue.
Grammar, according to Banguoglu (1986), helps us in better understanding and expressing
our thoughts and feelings, as well as teaching us how to use language effectively and the
language order is maintained by grammar. Grammar examines the language in terms of
shape, sentence, sound structures and determines the rules (p.234). Grammar teaching, on
the other hand, aims to teach students to use the language effectively, properly and correctly

by using sentence structures and some methods and carries out activities for this purpose.

According to many linguists and teachers, grammar is a keystone for communicating
with people. According to Harmer (2022), learning grammar, involves learning and teaching
the form of the words. At the same time, he emphasizes that there are rules that individuals
trying to learn English should pay attention to. Some of these are sentences and clauses,
nouns and noun phrases, verbs, adverbs and adjectives (p.45). Grammar, according to Ellis
(2006), cannot be defined, but it may be mentioned as a teaching strategy that will take
students’ attention (p.90). According to Burns (2009), grammar, is a “nurturing resource”
that aids students in learning a language rather than explicitly teaching it. He also added that,
there are three main theoretical grammar principles that impact English teaching practice
(p.12). Traditional grammar, for example, recognizes language as a set of rules and requires
students to define and classify words. Second, formal grammar views language as a brain-
based cognitive development that people are predisposed to from birth. Last but not least,
functional grammar, this approach is used effectively as a way of communication between
people in daily activities.

The role of grammar is to provide the linguistic structure that allows us to discuss
language. Putting words and phrases together correctly to form sentences. Nations
understand and speak the language without any formal education or direction, but they are
unable to explain it or its rules. Grammar also plays an important role in writing and reading

processes. Without knowing the grammar rules, a person cannot express himself efficiently



and accurately and write professionally. It is very important for the author to express his
thoughts and at the same time for the readers to understand what is written. Without
grammar, the reader may have to constantly go back and reread an article or story that he
has read. This disturbs the reader’s reading experience, causing them to lose interest in the
subject or perhaps give up and quit reading (Dalil, 2013, p.67). The role of grammar in
foreign language teaching is that the teacher divides the language into many parts. That is,
it reinforces the basic rules and structures for students to understand by teaching them to
communicate. Grammar is, without a question, at the forefront of foreign language
acquisition and is extremely essential. People trying to learn a foreign language must first
learn the structure of the language, starting from the grammar of that language (Harmer,
2015, p.32). Ellis (1994) suggests that “the ideal approach to teaching grammar is a
combination of both formal instruction and involving students in communicative activities.”
(p.49)

Grammar is an effective instrument for students who are learning a foreign language.
Grammar helps learners for learning foreign language faster. Long (1983) looked at eleven
research and found that six of them revealed that students and adults who got EFL instruction
developed quicker and had a faster educational process (p.183). As a result, students do not
tire of learning the conjugations of words and verbs since they fully understand the grammar
rules and can use them in a number of contexts after they have learned how to use grammar.
Students are unable to comprehend grammatical rules and forms on their own, which may
lead to incorrect assumptions that delay the learning process. For this reason, grammar

should be taught explicitly to students.

2.3. Computer Assisted Language Learning (CALL)

Computers have come to dominate many aspects of life thanks to the fast technological
developments. In the early 1960s, computers began to be used in the field of education, and
in the 1980s, with the introduction of personal computers (PCs), they began to be used
commonly. With the effects of the Internet on lives, great changes have occurred in education
(Glinduiz, 2005, p.210). Computers have become an invariable part of the educational
process with their introduction into the classroom.

As defined by Gamper and Knapp (2002) Computer Assisted Language Learning
(CALL) is a research field that explores the usage techniques of computers in language
learning (p.332). The term CALL was first used at a TESOL convention in Toronto in 1983



by chairs with unanimity (Chapelle, 2001, p.67). According to Davies (2003) CALL is an
approach that improves teaching and learning, during which computers are used as an aid in
the presentation, reinforcement and evaluation of the material to be learned (p.13).

Computer-assisted language teaching is a method in which the computer, the
applications and programs on the computer are used in language learning. CALL is
frequently used today because it increases students’ success, active participation and
motivation in the lesson. According to Demirel (2014), the use of computers for different
activities and applications in learning and teaching processes is expressed as “computer
assisted education”. Computer-assisted education is frequently used in language teaching
due to the rapid developments in technology (p.16). In particular, presentation assignments
given to students, presentations by teachers, listening pieces, videos, programs of textbooks,
online games, songs, sites that provide quizzes, web pages, etc. are often used in English
teaching. Beatty (2004) claimed that CALL’s material design, pedagogical theories and the
use of technology in teaching constitute a whole and this system is particularly useful for
language learning. Therefore, computer-assisted language learning refers to language lesson
programs that use the computer as a tool. Students can use a computer to acquire new
material, review previous sessions, and test their language learning abilities. The language
curriculum is unique in that it places a strong emphasis on the individual and allows students
to participate in their classes and make their own decisions (p.8). Warschauer & Healey
(1998) divides CALL into three main categories. These are; behaviorist CALL,
communicative CALL and integrative CALL. Each type of CALL reflects different
technologies and different pedagogical theory (p.65).

Table 2.1. The Stages of CALL (Kern, 2000, p.64)

1980s-1990s:

Stage 1970s-1980s: Communicative 21st centruy:
9 Structural CALL Integrative CALL
CALL
Technology Mainframe PCs Multimedia and
Internet
Grammar — I
. . . . Communicative Content — Based
English — Teaching Translat_lon & Audio Language Teaching ESP/EAP
Lingual
Cognitive (a Socio — cognitive
View of Language Structural (a formal mentally constructed (developed in social
structural system) . .
system) interaction)
Principal use of Drill and Practice Communicative Authentic Discourse
Computers Exercises
Principal Objective Accuracy Fluency Agency
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2.3.1. Behavioristic Computer Assisted Language Learning

Behavioristic CALL is a theory which was accepted in 1960s and the first idea about
computer integrated teaching started at 1950s (Warschauer, 1996, p.32). With the start of
behavioristic CALL, the students had a chance to practice and drill the language by using
audio-lingual method (Moras,2001, p.13). According to Warschauer and Healey (1998),
computers were accepted as a teacher who criticizes learners, allows students to work at their
own pace, and never gets tired. The initial version of CALL appeared in the 1950s and
consisted mostly of drill and practice activities. CALL applications of the time reflected
behavioristic learning theories and were termed as ‘drill and kill> modes (p.54). The
computer is seen as a never-ending teacher. In the mainframe era, behaviorist CALL was

created and used for the first time.

2.3.2. Communicative Computer Assisted Language Learning

Communicative CALL was dominant in the 1970s and 1980s. Communicative CALL
advocates reject behavioral approaches to language learning because they see learning as a
creative exploration process. Communicative CALL allows students to learn more
interactively. According to Warshauer & Healey (1998), grammar should be taught
indirectly to students and students should be encouraged to use their original expressions.
The second step, Communicative CALL, also known as Cognitive CALL, followed the first,
behavioristic stage. In the 1970s and 1980s, it became popular. It rejected the behavioristic
method’s long-term impacts from the previous stage and applied cognitive approach ideas,
emphasizing on the process of learning, discovery, and improvement. Students communicate
with each other while using computers, according to communicative CALL, and computer
usage is not limited to the activities they perform (p.88). One of them was Underwood (as
cited in Warschauer, 1996, p.4) defined the fundamental aspects of Communicative CALL

as:

o Instead of manipulating pre-prepared words, learners are encouraged to create
their own phrases.

o Bells are not used to reward, motivate, or evaluate students.

o Flexible in reaction to a range of student replies and avoids correcting students’

errors.
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o It creates an atmosphere where students feel natural to use the target language
by using only the target language, and it never tries to achieve what a textbook
can do.

According to Murray’s studies, Communicative CALL tried to combine the beneficial

aspects of the behavioristic approach, engagement, with the constructivist approach,

interaction, in order to avoid potential disadvantages (Beatty, 2004, p.14).

2.3.3. Integrative Computer Assisted Language Learning

According to Warschauer (1996), learners defined multimedia technology as having
only but not limited to text, graphics, sound animation and video on a single device, and this
undoubtedly added a lot to the learners (p.90). Teachers have always sought to find methods
for teaching the language more efficiently by identifying the flaws in all three stages of
CALL, discarding some techniques, and teaching the language more effectively since they
are focused on teaching languages in the best possible way, teachers have embraced new
different methods rather than trying to close the deficiencies in the ways that have previously
been explored.

Today, there are many programs that reflect teaching theories, but according to Davies
and Williamson (1998) programs cannot semantically correct students’ grammatical errors.
As a result of these shortcomings, integrative CALL has developed. Integrative CALL aims
to integrate and combine language learning skills such as writing, reading, speaking and
listening (p.9).

2.4. Mobile Assisted Language Learning (MALL)

Whenever technology devices appear, which are the positive benefits of being in the
age of technology, it has always been interesting to use them in language learning. In parallel
with the high speed of mobile learning, mobile-assisted foreign language learning is also
developing rapidly. Even some universities have distributed free Apple devices to their
students to support mobile-assisted foreign language learning (Chinnery, 2006, p.12).
Today, teachers and students use mobile devices for language learning. The use of tablets
and mobile phones in language learning has become widespread and has been actively used
since they entered the field of education. As a result, MALL (mobile assisted language
learning) has emerged. Computer assisted language learning was once superior then mobile
assisted language learning due to its importance in the field of education. However, the

evolution of mobile phones and tablets, it has become a new wide study field. One of the

12



main reasons for the popularity of mobile-assisted language learning is that these devices are
portable and can be utilized anywhere (Kukulska-Hulme, 2008, p. 285).

The opportunities offered by mobile devices for learning in education have made
MALL very popular in recent years. For this reason, the use of mobile phones in education
has attracted attention of some researchers. Mobile learning is applied and used in different
parts of language learning. According to Burston (2015), MALL is used in reading, listening
and vocabulary areas. Research conducted within the scope of MALL also looked at the
potential for usability in areas such as grammar, speaking and pronunciation, dictionary use,
etc. Learners made the most of the studies on vocabulary learning on mobile devices (p.14).
As a result of these investigations, it has been shown that increasing vocabulary is the most
researched area in the MALL field.

2.5. Student Response System (SRS)

Every kid is unique, and technology plays a significant role in their life (Prensky, 2001,
p.5). In this aspect, SRS is a method that can best suit the demands of educators. Clickers,
according to Berry (2009), not only support adult learning styles, but they may also change
any student-centered learning environment into a more teacher-centered learning one
(p.295). As a result, SRS gives feedback to the teacher by continuously monitoring the
students’ learning processes and supports the teacher’s goal of increasing student
participation in the lesson. According to Caldwell (2007), students used basic and scientific
approaches such as raising their hands during traditional lessons; however, this was not a
sufficient way for all students to attend the lesson. They developed a simple click technology
to solve the dull and passive teacher-student interaction that occurs during lessons, when it
is impossible for students to retain the same level of concentration (p.12). The impact of
student response systems on student achievement, class involvement, and motivation have
been widely researched. Cakiroglu, Erdogdu and Gokoglu (2018) examined the participation
levels of secondary school students in English education in one of their studies. In this study,
two groups of students used clickers for the topic “like/dislike” and answered multiple choice
questions at different times. As a result of this study, the researchers stated that even the
students with the lowest self-confidence could communicate through clickers (p.175).

2.6. Gamification

Games have increased in popularity and reality as a result of technological
developments. For some, reality is more like a game (Caglar & Kocadere, 2015, p.84).

Huizinga described our species as "Homo Ludens” in the 1930s, which means "playful
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human beings." Games have become an integral aspect of people's life today. There are
numerous games and gamified applications related to learning and awareness widely
available, and the act of playing games is now being utilized to improve learning and
performance in learning-teaching processes (Yidirim & Demir, 2014, p.660).
Gamification's main goal is to use game design elements in non-game topics, situations, or
services to stimulate and promote desirable behaviors. Gamification is described as a
motivation-enhancing method used to emphasize desired actions, according to Huotari and
Hamari (2013). In this context, gamification takes into account the needs and goals of users
by providing an intrinsic motivation along with dedication (Kapp, 2012 p. 90). According to
Zichermann and Cunningham (2011) stated that the rules and way of thinking in the game
were developed to attract the attention of the players and to solve problems. Although
gamification was first used in digital media and marketing fields, the concept of gamification
has been used in other fields since 2010 (Deterding, Dixon, et. al., 2011). According to
Pappas (2014), it is also mentioned that gamification is very beneficial in learning. These
are listed as follows;
* Gamification will provide motivation for interest and commitment to the lesson,

* The concept of e-learning will be entertaining as well as instructive,

* The information will become permanent,

« It will give students the opportunity to experience their real lives,

« It will provide an effective learning environment.

2.6.1. Kapp's Gamification Approach

According to Kapp (2012), gamification is a combination of game thinking and
aesthetic elements. Gamification is the process of incorporating everyday life experiences,
teamwork, and game thinking into activities. According to Kapp (2012), gamification makes
game-based thinking important and gamification is not just about medals or rewards.
Gamification does not make learning unimportant, on the contrary, if the games are designed
correctly, learning becomes effective and permanent. Gamification is not a new phenomenon
and has been used for years. Gamification is suitable for any learning situation and can be
easily created.

2.6.2. Chou's Octalysis Model

Yu-kai Chou, the "Gamification Guru of the Year,” was interviewed by Yilmaz

(2015), who introduced the "Octalysis™ gamification framework designed by Yu-kai Chou.
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Figure 2.1. Octalysis Gamification Framework (Yildirim, 2016, p.32)

Meaning

Accomplishment  Empowerment

Octalysis

Ownership

Social
Influence

Unpredictability

Avoidance

The right-hand components and impulses are deeply linked to creativity, social
perspectives, and self-expression, according to the Octalysis framework. Extrinsic
motivation-based impulses are located on the left side of the roof. In the Octalysis
framework, items at the top result in positive items and items at the bottom result in negative
items. An individual who aims to be successful in gamification must prepare an activity that
will cause positive productivity with all impulses and components (Chou, 2013; Economou
etal., 2015).

2.6.3. Werbach's Pyramid

Figure 2.2. Werbach's Gamification Hierarchy (Werbach, 2012, p.44)

According to Werbach (2016), gamification can be applied in different ways and
accordingly, he proposed a gamification framework called pyramidal. According to this
pyramid; dynamics form the top layer of the hierarchy. One of the most crucial aspects to
consider in a game is game dynamics, although it cannot be featured directly in the game.
Emotions, narration, constraints, progression, and relationship all contribute to the abstract

structure of the game. Mechanisms are the second level of the hierarchy. Reward, rank, win

conditions, challenge, luck factor, teamwork, feedback, sourcing, transactions/shopping are
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all gamification techniques. The components are at the bottom and top of the hierarchy.
Components are game structures that are composed of mechanics and dynamics. Levels,
badges, points, quests, leaderboards, avatars, collectibles, challenges, teams, virtual items,
and freedom of collaboration are all key components, according to Werbach (2012).

Although there are many words such as “productivity games”, “playful design” and
“behavioral games” that are used closely with the concept of gamification, gamification has
become more accepted and the most well-known word than other expressions (Deterding,
2011, p.11). The purpose of gamification is different from game design. Instead of being
used to enhance engagement, it’s primarily focused on pure entertainment. Marczewski
(2015), makes a distinction between game and gamification design. He highlights that both
the basic idea of enjoying and the business objective of gaming are different. The first step
in the game design process is to define the objective, which is usually the basic idea of
enjoying a game (p.18). Deterding, Dixon, Khaled, and Nacke (2011) stated that
gamification then follows with a goal-oriented approach. Gamification is defined as the
employment of game design principles in non-game context. (p.12). Also, Sheldon (2012)
stated that the use of gaming mechanics to non-game activity (p.54).

The term gamification was first used in 2008, and it was described as the use of game
structure components in non-game environments. After 2008, scientists have broadened and
defined the term gamification as follows;

a. The process of problem solving by applying game thinking and game mechanics.

(Deterding, et al., 2011, p.15)
b.  To promote terminal behaviors, game mechanics dynamics and frameworks are
used. (Lee & Hammer, 2011, p.4)
c.  Gamification is the application of game mechanics, aesthetics and game thinking
to drive people to take action, promote learning and find solutions. (Kapp, 2012,
p.44)

About the term gamification, there are various articles which explore several design
components for gamification of education, as well as their impact on learners, which refer
to as learner outcomes.

2.6.4. Theoretic Approaches in Gamification

Along with the fact that gamification contains important parts of the game elements,
motivation and motivational behavior change are seen on the basis of gamification. In this

context, taking into account the theoretical approaches in gamification studies in the field of
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education, Malone Motivation Model, Self-determination Theory and Fogg Behavior Model
are the main approaches that should be emphasized. These three approaches will help to
achieve a better result by understanding the psychological basis of gamification in the
process of implementing gamification on a system (Glover, 2013, p.64).

2.6.4.1. Malone and Lepper Intrinsic Motivation Classification

This model, which was developed by Malone and whose starting point was educational
computer games, was developed with Malone and Lepper and took the final form of the
intrinsic motivation classification. This classification; consists of struggle, curiosity, fantasy
and control elements.

e Struggle: Having the most appropriate level of difficulty according to one’s

performance towards a goal or result.

e Curiosity: The formation of a state of curiosity by taking into account the
knowledge status of the person and presenting the appropriate level of information
in a complex and contradictory way.

e Fantasy: Making the person think that s/he is in that environment or taking on a
character by creating an imaginary environment or extraordinary environments.

e Control: The person has authority and can use his/her authority through different
options within the structure. (Lepper, 1973, p.135)

2.6.4.2. Self-Determination Theory

Self-determination theory is an important motivation theory that deals with extrinsic
and intrinsic motivation problems. In this theory, three basic psychological needs, which are
universal and human innate, are mentioned, namely autonomy, competence and relatedness.
These needs must be nurtured for people to reach their potential (Ryan & Deci, 2000, p.72).

e Autonomy: The ability of a person to act according to his own will without being
affected by any external factor, to make a choice.

e Competence: Having the motivation to do any job or affecting the level of
motivation.

¢ Relatedness: One’s need to be in contact with other people.

2.6.4.3. Fogg Behavior Model

According to Fogg (2009), in order to achieve the desired behavior, one must have
three components: sufficient motivation, skill and an effective trigger. (p.4)

* Motivation: The necessary motivation for the desired behavior to occur.
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» Skill: The opportunity and skill that the person has to acquire the behavior.

* Trigger: Triggering the behavior to occur and initiate.

2.7. Gamification in Education

Gamification is the process of using game-based activities and using video games to
interact with students or solve problems. Gamification is the application of educational
evaluation by transferring it to video games. Creating interactive games for classroom
teaching encourages independent and collaborative learning. Gamification also improves
critical thinking and problem-solving skills (Icard, 2014, p.39). Gamification aims to make
the learning process more interesting and promote a fun learning environment that motivates
students. The progress indicators in a game also make learning and self-assessment more
visible. As games are often a part of daily life among students, students feel much more
comfortable in the game environment. This helps students adopt the new learning tool. Using
technological materials develops effective learning experiences. Theoretically, the fun game
environment increases students’ responses and participation in the learning process, thus
producing positive learning outcomes (Dellos, 2015, p.50). Gamification, which was
originally a marketing term, has become a technique used to increase and encourage desired
behaviors in students by connecting game elements with real life (Simoes et. al., 2013, p.6).
Teachers, who are well equipped with technological tools, try to use game elements such as,
competition, rules and guidelines, social interactions challenges, rewards, new identities.
With the in-class and out-of-class educational games used, language learning has been seen
as an important material affecting students’ motivation and success by stepping forward
compared to other fields (Chen et, al., 2018, p.70).

Jane McGonigal who is an American game designer, leading gamification enthusiast and
an expert has stated that games are evolving from leisure gadgets to serious tools that can
influence all aspects of life (Simoes, 2015, p.5). Zarzycka-Piskorz (2020) stated that games
can be used to measure sport accomplishments, progress in language acquisition cognitive
processes and simulate real life scenarios to prepare participant for upcoming events (p. 20).
Moreover, they have the potential to alter one’s behavior. To clarify this claim, Pawel
Tkaczyk (2012) found that the average adolescent had spent approximately 10,000 hours
playing computer games. It implies the existence of a parallel world of activity, including

education. (p. 46)
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Figure 2.3.Effectiveness and meaning of gamification (Dicheva, 2015, p.85)
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Many educators believe that gamification will not only raise students’ enthusiasm to
learn but will also improve the effectiveness and meaning of their engagement in
assignments. It is proven that gamification may be associated to majority of passing students
is a pairing in the literature, which tends to support this view point (de Mar-cos et. al., 2017,
p.85). Gamification of learning environments could be a strong tool for information
acquisition, as well as a way of improving key abilities like problem-solving, cooperation
and communication (Dicheva et. al., 2015, p.85).

According to Kapp (2012) gamification can enhance learner involvement in the
learning process. Storytelling and feedback were explored as game design features.
Storytelling is the game’s narrative, which can be used to keep learners interested and
engaged. Feedback’s frequency, intensity, and immediacy are also critical for maintaining
engagement throughout the learning process. A significant success element for a gamified
educational endeavor in the balance between learning and gameplay (p. 75).

Another researcher Brewer et al. (2013) tested the effects of gamification on young
learners in a lab setting. The authors included a scoring system and a prize system in the
experimental tasks to address the issue of children’s lack of motivation. The task completion
rate jumped from 73 percent to 97 percent with the gamified systems. As a result,
gamification contributed to increase children’s motivation to complete tasks (p. 389).

Gibson et. al., (2013) indicated that badges which is used for points and leaderboards
can be a strong tool for organizing competitions and communicating objective completion,
achievement and status. Badges can also encourage learners to enhance their performance
by increasing their engagement, skill acquisition and time spent on learning (p.65).

In gamifying a 3D art lesson for university students, Villagrasa and Duran (2013)
included gaming elements such as a storyline and leaderboard. When compared to traditional
teaching techniques, the purpose of gamification is to boost student participation and

motivation (p. 430).
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According to Lin et. al., (2018) when gamification is implemented into a class
environment, learning becomes much more natural and it attracts students’ attention.
Additionally, gamification allows students to concentrate more on the subject and it provides
them to remember the information. Namely, it is clear that game-based learning helps
students to participate and gives them the opportunity to get involved in lessons (p.570).

In his article “How Games Make Kids Smarter”, Gabe Zicherman (2011) provides
evidence that playing games might increase 1Q level of the learners. He also claims that
students who say “learning is enjoyable” and “learning is multiplayer” are in the most
successful instructional settings. Students should have a multitask abilities in order to be
successful. They must be able to communicate, socialize and collaborate during playing the
game. According to Zicherman this will lead students to continuous and permanent learning
(p. 43)

A case study which was conducted by Sheldon (2012) showed that by using gamified
tools such as badges, XP quests and points, students who were in 71" grade in Hawaii showed
an increase of 30% in their academic. Namely, this study has proven that with the use of
gamification, the performance of middle school students gradually increases. (p. 32)

2.8. Gamification in EFL

Learning a new language is a deep and complicated process that an individual should
attend intellectually, emotionally and physically to be able to learn a new language.
Gamification’s major goal is to promote users’ participation and motivation by using game
components such as points, leaderboards and rapid feedback. These components are also
used in L2 learning techniques. Throughout the years, technology in L2 learning has played
an important role. According to Ybarra and Green (2003), technology has played crucial role
in learning second language learning (p.56). Flores (2015) stated that “In L2 learning,
integrating technology has become essential and the integration of Computer Assisted
Language Learning (CALL) has been instrumental for the development of teaching and
learning” (p. 37).

Traci Sitzmann (2011), a professor at the University of Colorado Denver, conducted a
year-long study on the effectiveness of gamification. She gathered information from a total
of 6,476 adults. The results revealed the following improvement rates of learners learning
in the following ways (p.512);

e Skill-based knowledge level increased by 14%
e Factual-knowledge level increased by 11%

¢ Retention of material learnt increased by 9%
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Using technology in EFL classes has a critical role and it attracts students’ curiosity.
Shyamlee and Phil (2012) claimed that;

The last two decades have deposed a revolution due to incipience of technology, and

has shifted the dynamics of various industries, and has also affected the industries and

the way people communicate and work in the society. This speedy rising and
advancement of information technology has proposed a greater pattern to explore the
new teaching model. As a result, technology plays a highly important role in English

teaching (p. 69).

The innovative new approach which is called gamification occurred in the mobile
applications which aimed to support the learners’ participation in 2010. According to Bicen
& Kocakoyun’s (2018) study, using gamification in the classroom environment attracts
students’ excitement and increases their motivation to achieve learning goals. As a result,
gamification can be used as an effective learning process while teaching L2 (p.22).

Cakiroglu et al. (2018) examined the effect of students’ involvement and academic
achievements by using gamification tools. A total of 37 undergraduates between the ages of
18 and 24 took part in the study. It was found that the experience of gamification improved
the students’ academic performance and engagement in the classroom environment (p.175).

There are very few studies that focus on the effects of gamified learning on the success
of students in a specific area of language learning, just like vocabulary learning. One of these
studies is the pretest posttest quasi-experimental study conducted by Yip and Kwan (2006)
on two different groups of engineering students. VVocabulary teaching in one of the groups
was supported by websites. The control group, on the other hand, learned the words with the
traditional method. The results showed that the experimental group made more academic
progress than the control group (p.240).

2.9. Kahoot!

Gamification and media have been used by teachers since the development of
technology. In learning process, students like the effective way of learning through media
and online tools. Online tools have attracted the students learning while having fun. Kahoot!
is an educational website and an education-based interactive game that users can have fun
while learning. “Kahoot! is a game-based student response system (GSRS) where the
classroom is temporarily transformed into a game show and the teacher is the game show
host, and the students are the contenders” (Wang, 2015, p.220). Kahoot!
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(https://kahoot.com/) is a free game-based digital platform established by the Norwegian
University of Science and Technology. It has design elements that encourage learning
(points, leaderboards, timelines, music effects, and nicknames). Motor movements are vital
for achieving pleasant outcomes at a fundamental level, and learning from reward-related
experiences can strengthen the production of previous motions (Madan, 2013, p.21). A
pointing system is often used in Kahoot!. A higher score is gained for every correct answer.
Kahoot! is unique in that the faster you answer, the more points you get. Users can also
create quizzes using Kahoot! for teaching or for fun. The quizzes that the users create can be
multiple-choice questions including videos and pictures. There are also written answer
questions in the full version of Kahoot!. There can be time limitations set for each question.
Once a quiz has been prepared, teachers can choose to make their quiz public or private, as
well as randomize the sequence of the questions. Based on the settings being used by
teachers, students may or may not receive points for each question they properly or correctly
answer. At the end of the quizzes, on the leaderboard, top five students will see their names.
Teachers can keep the track of their students’ progress in an excel file which is downloadable
in Kahoot! for free of charge. Kahoot! can be played individually or in groups.

2.9.1. Procedure of Using Kahoot!

Kahoot! is an online student response system (SRS) game that anyone can create their
own account and quizzes for education or for fun. To play Kahoot!, some steps must be

followed. First step is creating an account with an e-mail address.

Figure 2.4. Logging in Kahoot!
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https://kahoot/

After login or sign-up process, a category (if you are a teacher choose teacher or if you
are a student choose student) must be chosen. and the registration form must be completed.
In the second step, the host (generally teachers) create their own quizzes by clicking the
create button.

Figure 2.5. Creating a Kahoot!

After clicking the create button, you may start writing your own quiz questions. You
may choose question types. In test knowledge you can choose between quiz, true or false,
type answer, puzzle. In collect opinions part, you can choose poll, word cloud, open-ended
or brainstorm. You may choose time limitations and scores for each question. Some of the

options are limited if you do not have a premium account in Kahoot!.

Figure 2.6. Arranging the question type in Kahoot!
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After arranging the question type, time and score limitation you may start writing your
questions (you may also upload some photos about your question). There are four answer

boxes that you can write, you can also write more than one correct answer.

Figure 2.7. Writing questions and answers in Kahoot!
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When you finish creating your questions you will see a green save button on the top
right of the page. After saving process you may also return back to your Kahoot! and make

some changes. You can find your Kahoot!s in the library button on the site. Your Kahoot!
now is ready to play.

Figure 2.8. Saving Kahoot!
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To play Kahoot! the teacher will start Kahoot! in web browser and reflect it on a screen.
Students write the single-use code to their tablets or mobile phones or they can scan the QR
code to join the game by writing their nicknames.
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After getting responses from the students Kahoot! will give top five students names on
the leaderboard. If the teacher wants to see the statistics of the students’ responses
individually or as a group there is a statistics button on the web site also its downloadable

which is used to give feedbacks to the students.

Figure 2.9. Starting the Kahoot and Entering the game Kahoot!
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2.9.2. Kahoot! in Education

Student response systems (SRS) have been used since sixties for only biology and
chemistry lessons (Judson, 2002). From sixties to the present time, a lot of studies have been
conducted about SRS with outcomes developed classroom dynamics, impressions of
students and teachers and effective impacts on exams (Caldwell, 2007, p.15). SRS have also
affected classroom environment, learning, assessment even students’ attendance of the class.
When Kahoot! was first introduced, it was strongly focusing on being a game-based learning
platform, and hence it may be considered as Game-based Student Response System (GSRS)

(Wang, 2015, p.222). There were several games platforms which looked like Kahoot!.



Socrative was also an online platform that enables formative assessment to gather data from
the students by using forms, and the game Space Race. In their teams’ students are answering
the questions and their main goal is to move their rocket across the screen as quickly as
feasible (Coca & Slisko, 2013, p.20). Quizlet is another online platform that students can
practice variety of subjects through speller, flashcards, space race, tests (Gruenstein,
McGraw, & Sutherland, 2009, p.4). Quizlet’s main focus is to evaluate students spelling and
test the students if they can give the correct definitions of the words. Quizizz is also a game-
based learning platform. In Quizizz the students do not have to wait for other classmates to
answer the question. Also, students can see the questions on their tablets or mobile phones
this allows them to answer the questions in a fast way without waiting for their peers (Chaiyo
& Nokham, 2017, p.181). Additionally, there are numerous SRS applications which does
not offer game features like Learning Catalytics which gives an opportunity to students for
numerical, algebraic, textual or graphical responses (Schell, Lukoff, & Mazur, 2013, p.235).
Contrary to all these systems that was mentioned above, Kahoot! provides more competitive

gaming experience by engaging students.

In many related works, Kahoot! is shown as future of SRS applications. Aljaloud (et
al., 2015) stated that “On the other hand, some SRS applications such as Kahoot! have
synthesized the best aspects of SRS and smartphone applications by introducing a
competitive game element to SRS” (p. 323). McLaughlin & Yan (2017) mentioned that using
formative assessments have a great impact on students’ cognitive skills such as self-
regulation, learning performance, motivation and attitude towards the lesson by using some

dynamic tools such as ranking, music, pictures, scoring and video (p. 563).

According to quasi experiment study which was conducted by Sarkar (2017) the
students, whom were exposed to game based learning such as Kahoot!, were more successful
than the ones who exposed to traditional teaching methods (p.3). Namely, it can be clearly
understood from the literature review that was mentioned above, using SRS systems

provides more learning outcomes compared to traditional teaching methods.
2.9.3. Kahoot! in EFL

Since the existence of Kahoot! in 2013 its popularity has widely spread all over the
world especially in schools (Pede, 2017, p.23). Kapuler (2015) stated that Kahoot! was
ranked thirty-sixth out of a hundred among SRS applications (p. 15). Kahoot! has three
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significant features. Chiang categorize these features as “Kahoot! offers a game-like
response platform (Johns, 2015; Medina & Hurtado, 2017, p.89) and a multimedia tool
promoting participation (Siegle, 2015) for learners, which provides a competitive learning
format (Dellos, 2015) and leads to easy acceptance by the click generation.” (p. 34).
Moreover, according to Bicen and Karakoyun (2018) SRS applications are powerful tools
that promote by increasing students’ problem solving and cognitive skills, critical thinking
and knowledge (p. 22). According to Wichadee and Pattanapichet (2018) a quasi-experiment
study with 77 students at a private university in Thailand on gamified learning performance
in language learning was conducted with thirty-eight students which are in experimental
group and thirty-nine control group. Ten vocabulary quizzes and five grammar quizzes were
applied to these students. While the experimental group was assessed with Kahoot!, control
group was assessed by traditional paper based quizzes. At the end of the experiment, they
found that there was a significant difference between control group and experimental group.
Experimental group achieved success by means of fun and competitive environment
provided by Kahoot! (p. 79).

Another literature review conducted by Klimova and Kacetl (2018) about
effectiveness in vocabulary acquisition by using computer game-based learning showed that
Kahoot! has a positive impact on students’ motivation and concentration on vocabulary
acquisition. It also decreases students’ unwillingness and anxiety in the lesson. That’s why,

Kahoot! is a great game-based platform for foreign language learning classes (pp. 26-34).

Uzunboylu (2009) conducted a study to determine the effectiveness of Internet-based
education on English grammar teaching, while the experimental group used Kahoot! for
English grammar exercises, the control group did similar grammar exercises with the
traditional method. It was found that the success of the students in the experimental group
was higher than the success of the students in the control group. In summary, it is possible

to benefit from technology in teaching grammar (pp. 140-150)

According to the study of Erkensiz and Dusmez (2006), computer-assisted teaching
not only facilitates the teacher but also ensures active participation of the students in the
teaching process. In addition, computer-assisted English teaching is more effective than
traditional learning. For this reason, many studies are carried out in the field of computer-

assisted English learning. (pp. 12-24)
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In the study of Ates et al. (2006), it was observed that computer assisted language
teaching had a positive effect on the attitudes of high school preparatory class students
towards English and computers. After the experiment process started, the motivation of the
students for learning English with interactive applications and the observation of their

interest in computers may have affected their positive attitudes. (p. 13)

According to Bas (2011)’s study; Students who learned using computer-assisted
language learning (CALL) were found to be more successful than those who used traditional
language learning methods. Considering their attitudes towards the English lesson, it was
found that the students who received CALL had more positive attitudes. In addition, students
in the classroom using CALL were more willing to learn English and participate in the
lesson. Compared to traditional teaching methods, it has been emphasized that computer-
assisted language learning is beneficial for the student academically, socially and
emotionally. CALL also includes developing new teaching materials to meet the needs of
learners with different learning styles. CALL can be used effectively in English lessons in

classrooms (p. 53)

In the study of Tabar and Khodareza (2012) in which they examined the effect of
multimedia on vocabulary learning, 60 students were divided into four groups and the
experimental and control groups were randomly assigned. All four groups were applied the
same procedure, but the control groups did not carry out experimental process. The groups
were pre-tested before starting the application. In eight sessions, the words selected from the
students’ books were taught to the students in the experimental group using Kahoot!. The
students in the control group were taught using the teacher-based method. After the
application, a post-test was applied to the students. The results of the study showed that
students who received computer-assisted vocabulary instruction were more successful in the
post-test when compared to students who received teacher-based instruction. Therefore,
computer assisted vocabulary teaching has a significant effect on students’ vocabulary
learning (pp. 78-86).

Zarzycka-Piskorz (2016) stated in his study on Kahoot! that 68% of the students found
Kahoot! fun, but almost one out of three students thought the opposite. 90% of the students
stated that they learned the target grammar structures at the end of the game. Moreover, 80%
of the students said that they would recommend teaching in this way. Other findings are also

positive. About 70% of the students said that they were motivated for learning grammar, but
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26% were indifferent. Since the game is about losing and winning, the passion to win has
dominated the game. Almost half of the students were seriously interested in the game to
win the prize for being the first in the competition. The students were highly motivated by
the 15% probability of winning (pp. 18-36).

Chotimah and Rafi (2018) examined Kahoot! in reading teaching and stated that
students’ participation with Kahoot! increased and they gave their full attention to the game.
In other words, students showed better success in reading comprehension and were more
motivated. Because the students enjoyed the activity while playing via their phones and their

concentration increased to understand the questions about the reading passage. (pp. 168-170)

Turan and Meral (2017) conducted a quasi-experimental study with 46 students by
using the online student response system Socrative and the online game-based student
response system Kahoot! in control and experimental groups. According to the results of the
study, it was seen that game-based student response systems increased achievement and
participation, while reducing test anxiety when compared to non-game-based student

response indicated (p. 110).

In studies on student response systems, it is seen that students develop positive
attitudes towards SRS and this practice is beneficial. According to Celik’s (2015) study, the
effect of Student Response Systems on vocabulary learning of students in a foreign language
class was investigated and it was seen that vocabulary test results were better in classes
where the student response system was applied. It has been found that the student response
system increases students’ motivation and participation in classroom activities, and also

provides feedback to both teachers and students (p. 34).

Medina and Hurtado (2017) concluded that using interactive or student response
systems with university students increased students’ participation and interaction in the
course. They also found that using Kahoot! increased student motivation and improved
vocabulary acquisition. The results of the survey are the students’ Kahoot! showed that they
enjoyed playing it and found it easy to use. Medina and Hurtado (2017) emphasized that
Kahoot! can be used for informal assessment and gamification should be used in language
classes (pp. 443-445)
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2.10. Related Studies

Compared to previous generations, digital platforms have been used extensively in the
last 20 years. Thanks to the virtual world, people can easily participate actively in all kinds
of activities. (McGonigal, 2011). The development of technology has brought many
innovations to the field of education, as it has affected every field, and has enabled the
development of traditional teaching environments. The term "gamification”, which emerged
in this process, has become a teaching material that teachers frequently use in education and
training. Gamification is not a game, but a structured and target-oriented teaching material
(Kapp, 2012). The literature review showing the effects of gamification, which is used as a
teaching method, on students' academic achievement is as follows.

According to the report of NMC-Horizon (2014), gamification in education is
becoming increasingly popular. According to this published report, it was found that the
addition of gamification software to LMS and web applications at Kaplan University
increased the grades of its students by 9%, and the students who failed the course decreased
by 16%. A study by Krause (2015) showed that in classrooms where gamification was
applied, students' retention and achievement tests increased by 25% and their average scores
increased by 23%. It was found that the performance of the students increased by 40% in
terms of memorability. Likewise, Dietz-Uhler, Fisher, and Han (2007) designed an online
course. They created an interactive learning environment for students by using gamification
elements. As a result of the statistics made at the end of the courses, it was found that the
success of the students was 95% above the average of the previous six semesters.

Gibson (2012) emphasized that badges, scores and scoreboards used in games are an
important technique for students to reach their goals and increase their success. In addition,
it has been found that the badges used have positive effects on students' motivation. Kapp
(2012) stated that gamification can increase students' participation in the learning process.
Game designs that include storytelling and feedback have been shown to enhance student
participation and have a positive impact on motivation. The balance between learning and
playing, according to Kapp (2012), is a crucial success factor for a gamified educational
project.

Few studies have been found investigating gamification in the Turkish context. In one
of these studies, Sahin and Samur (2017) conducted a literature review in the context of
Turkey. Most of the studies show the effect of gamification on motivation and the rewards
used in gamification on student achievement. Yildirim and Demir (2014) found that game

designs increase students' motivation and course participation. In a study conducted by Giiler
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and Guler (2015), it was stated that integrating game elements in educational design
positively affects students' motivation. Similarly, Kocadere and Caglar (2015), who
conducted a study in which they designed a gamified evaluation system, stated that the
gamified systems used had a positive effect on students' motivation, fun and success.

Ar (2016) wrote a master's thesis aiming to reveal the effect of learning using the
gamification technique on high school students. In his research, he designed a tool using
gamification, and by making pre-test and post-test applications, he concluded that the group
trained using gamification technique was more successful than the group trained using
traditional techniques. In another study conducted in Turkey, Turan et. al., (2016) compared
gamification with traditional methods and investigate the effects of gamification on students’
cognitive levels, achievements and perceptions. The findings they obtained indicate that
gamification increases both the cognitive and achievement levels of students, and students
have positive thoughts about their gamified learning experiences.

Polat (2014) investigated the effect of gamification method on students' general
language motivation and students' attitudes towards gamification. The study was conducted
with 32 university students. In the study carried out in the experimental design, it was stated
that there were 16 students in each of the experimental and control groups. In the six-week
study, a pre-test and a post-test were used to measure the motivation of the participants, and
a questionnaire consisting of multiple-choice and open-ended questions was used to gather
information. According to the results of the study, there was no statistically significant
difference between the results of the pre-test and post-test that the students in the
experimental group took from the motivation scale. However, the survey results showed that
the students had a positive attitude towards the gamification method.

In their study, Sar1 and Altun (2016) aimed to determine students' opinions about the
effects of including gamification elements in teaching activities on students' interest,
motivation and course participation. According to the results of the analysis, it was found
that the students' interest and motivation towards the lessons increased and their willingness
to participate in the lesson increased in the lessons in which gamification elements were
used. A study by Geng and Ersoy (2017) aimed to reveal the effect of vocabulary teaching
through gamification in Turkish lessons on the development of vocabulary and motivation
for vocabulary learning of primary school students. The results of the research showed that
there was a significant difference between the pre-test and post-test average scores of

vocabulary teaching through gamification and teacher-centered vocabulary teaching groups.
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Hebebci and Usta (2018) aimed to examine teachers' views on the use of digital badges
in educational environments. The research was carried out with 15 teachers from different
branches working in the same educational institution. According to the results of the
research, it was stated that teachers generally have positive views on the use of digital badges
in educational environments.

When the studies in the literature are examined, many studies have been carried out on
gamification in the form of in-class, computer laboratory and online learning at many levels
from primary education to graduate level. It is seen that the studies mainly focus on variables
such as success, student motivation and attitude towards the course, and gamification

generally has a positive effect on these variables.
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CHAPTER 111

METHODOLOGY

3.1. Research Model

This study is designed by using quasi-experimental unequalised control group pattern
with mixed method principles. Johnson (2004) defines mixed method as the integration of
qualitative and quantitative approaches, data collection tool and data analysis in order to
obtain in-depth research data or verify the collected data (p.118). Mixed method approach
provides more in-depth, more comprehensive data and result at high level research (Halkier,
2011, p.790). Embedded mixed pattern, which is one of the mixed methods, is used in this
study. Embedded mixed design adds a qualitative phase or a qualitative phase such as case
study into a quantitative phase such as experimental study (Creswell & Clark, 2018, p.24).
This supportive phase is added to support the general pattern (Creswell & Clark, 2018, p.28).
In this study, qualitative and quantitative data are gathered and jointly analysed by
implementing this approach. Classes and Kahoot! exposure time are controlled by the
experimental group. For the first research question and sub-research questions, pre-test and
post-test are applied to each group and quantitative data is gathered. For the second research
question, as suggested by various researchers using this method, qualitative data is gathered
by determining the interactions and reactions of the students to Digital Game Based Learning
(DGBL).
3.2. Collection of Data

3.2.1. Participants and Sampling

Research data are gathered from 6" grade students at a Private College Secondary
School. While determining the sample, a suitable sampling technique was used since it is
difficult to collect data using experimental technique (including quasi-experimental
technique) for Social Sciences. This sampling technique is a popular sampling technique
which is used at situations where it is extremely hard for a researcher to design a sample and
access the experimental subjects while applying the method that was used for experimental
technique. With this technique, the sample is chosen from easily accessible and practical
units due to time, money and job restrictions (Buyukoztirk, et. al., 2008, p.32). For these
reasons, 80 6™ grade students amongst approximately 500 school students who are chosen
using a suitable sampling technique , create the sample of this research.

Quasi-experimental technique is applied to the determined sample and the study was

realized with two groups in accordance with this technique . First group is the experimental
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group which comprises of 40 6™ grade students who attend a private college. The other group
is the control group which consists of 39 people. A book called “Power Up 6” which was
published by Cambridge University Press was used for both groups. Students’ level is
presumed B1 Preliminary.

3.2.2. Data Collection Tools

In this study, quantitative data was gathered from the participants using quasi-
experimental technique. As per this technique’s pattern, two groups were formed as
experimental and control groups, achievement tests which consisted of 20 questions were
administered as pre-test and post-test to each group, and quantitative data for this study were
gathered using these results. The questions used for these achievement tests were selected
from questions with high reliability, validity and distinctiveness. The entire test was
designed to be at a medium difficulty level. The accomplishment tests used in the study were
selected from the "Sinav College Assessment and Evaluation Unit Question Bank™ of
previously analysed questions. Table 3.1. and Table 3.2. provides statistical information on
these issues. Statistical information about the achievement test used for the pre-test is given
in Table 3.1.

Table 3.1. Statistical information about the achievement test used for pre-test

QUESTION DIFFICULTY INDEX OF
o LEVEL DIFFICULTY DISTINCTIVENESS VALIDITY
1 EASY 0.66 0.68 0.64
2 EASY 058 0.83 0.79
3 MEDIUM 0.55 0.58 0.61
4 HARD 0.38 071 0.68
5 MEDIUM 058 0.83 0.82
6 MEDIUM 0.61 0.68 0.69
7 EASY 058 0.72 0.69
8 HARD 0.50 0.78 0.80
9 EASY 0.58 0.83 0.81
10 MEDIUM 0.61 0.44 0.43
11 HARD 0.40 0.67 0.69
12 MEDIUM 0.61 0.78 0.69
13 MEDIUM 0.63 0.32 0.36
14 HARD 0.37 0.73 071
15 MEDIUM 0.67 0.44 0.39
16 MEDIUM 0.47 0.72 0.78
17 EASY 0.50 0.89 0.85
18 EASY 053 0.74 0.72
19 MEDIUM 0.50 0.78 0.75
20 MEDIUM 0.47 0.80 0.81
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Reliability Co-efficient:0,71

Statistical information about the achievement test used for the post-test is given in
Table 3.2.
Table 3.2. Statistical information about the achievement test used for the post-test

QUESTION  DIFFICULTY INDEX OF
NO LEVEL DIFFICULTY DISTINCTIVENESS VALIDITY
1 MEDIUM 0.65 0.42 0.40
2 EASY 0.57 0.84 0.80
3 EASY 0.59 0.71 0.67
4 MEDIUM 0.42 0.69 0.80
5 MEDIUM 0.51 0.80 0.74
6 MEDIUM 0.62 0.36 0.34
7 HARD 0.36 0.69 0.67
8 MEDIUM 0.59 0.76 0.70
9 EASY 0.52 0.75 0.73
10 MEDIUM 0.57 0.55 0.63
11 HARD 0.38 0.71 0.69
12 MEDIUM 0.55 0.85 0.81
13 HARD 0.42 0.68 0.70
14 MEDIUM 0.60 0.63 0.67
15 HARD 0.51 0.77 0.82
16 MEDIUM 0.46 0.81 0.82
17 EASY 0.60 0.70 0.66
18 MEDIUM 0.63 0.46 0.45
19 EASY 0.48 0.86 0.84
20 EASY 0.61 0.87 0.77

Reliability Co-efficient:0,70

An English book Power Up 6 by Cambridge Press, which is also used in many schools
in Turkey, was used for each group. For the experimental group, target grammar was taught
using Kahoot! for four weeks, for the control group, target grammar was taught using
traditional teaching methods in classroom and Kahoot! was not used for the control group.

Quialitative data of the research were obtained by semi-structured interview, which
investigated the students' opinions about the gamification tool Kahoot!. After four weeks of
teaching, only the experimental group participants participated in the semi-structured
interview. The control group students did not participate in this interview. After the
application was completed and the post-test was administered, 10 students from the

experimental group volunteered to interview. In order to explain the answer of sub-problem
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“What are the students' views on learning English grammar via Kahoot!?” interview
questions were used. The questions were also examined by a expert to ensure the validity of
the interview questions. At the same time, it was determined that the questions were
understandable by conducting a preliminary interview with five students who knew the
application before. The final version of the interview form was created by making necessary
adjustments to the questions. The following are the interview questions, which are mainly
composed of 5 items and are designed to test students' opinions on Kahoot! and English
grammar instruction:

1. What do you think about the game Kahoot! as an in-class activity that you have
participated in?
How did you feel while you were playing Kahoot!?
Should the game Kahoot! be used for English lessons?

What do you think about learning English grammar via Kahoot!?

AN SR S

Has Kahoot! changed your opinions towards learning grammar?

3.2.3. Data Analysis

In the analysis of the data, in order to test the quantitative data acquired from the study,
Mann Whitney-U test was applied for unrelated samples, Wilcoxon signed rank test was
applied for related samples. SPSS Statistics 22 was used in analysing the data. Data related
to the semi-structured interview was reached by content analysis.

Before analysing, data accuracy was checked, and data were organized. Afterwards,
lost data were examined to check whether there is an extreme value and a person from whom
a post-test measurement was not taken was excluded from data set. During normality
analysis, coefficients of kurtosis and skewness were examined, and it was seen that the data
were not distributed normally. Therefore, it is decided to continue analysis with non-
parametric tests since the data were not distributed normally and the sample group was small
(Buyukozturk, 2011). From research questions, Wilcoxon signed rank test was conducted
for related samples in order to examine the difference between the pre-test- post-test points
of the experimental group who took grammar lessons via “Kahoot! and the difference
between the pre-test-post-test points of the control group who received course-book based
language education. Mann Whitney-U test was used in order to examine the difference
between post-test grades of the experimental group who took grammar lessons via Kahoot!
and the control group who took grammar lessons by course-book based language education.

Analysis results were reported.
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In this research, “What are the EFL learners' attitudes and opinions about the use of
Kahoot! for grammar instruction?”” Qualitative data was analyzed using content analysis at
the end of the interviews to seek answers to the question and to obtain the ideas of the
students. According to Yildirim and Simsek (2016), the process used in content analysis for
the analysis of semi-structured interviews with students is to collect similar data within the
framework of certain themes and concepts, organize and interpret these statements in a way
that the reader can understand. The first step in data analysis in qualitative research is to
prepare and organize the collected data for analysis. For this, the interviews are written on a
piece of paper and arranged according to their types. The researcher separates the data into
relevant wholes, assigns codes to these meaningful sections, and ensures that the data in
these sections are grouped with comparable codes during the coding process. According to
Yildirim and Simsek (2016), The generated codes are brought together and evaluated in the
first step, and themes that can explain and categorize the data are discovered. This is referred
to as thematic coding. In this study, the answers of 10 students who voluntarily participated
in the interview for the analysis of qualitative data to open-ended questions prepared in
advance were analyzed as mentioned above. First, the data was written down, arranged for
analysis, carefully read and coded, the themes were determined, the themes were associated
with each other, and the meanings of the themes were interpreted, as in Creswell's (2014)
Data Analysis Chart in Qualitative Research. Finally, an experienced analyst analyzed the
data to ensure the accuracy of the information acquired.

After the application was completed and the post-test was administered, 10 students
from the experimental group volunteered to interview. In order to explain the answer of sub-
problem “What are the students' views on learning English grammar via Kahoot!?” interview
questions were used. The questions were also examined by three consultants to ensure the
validity of the interview questions. At the same time, it was determined that the questions
were understandable by conducting a preliminary interview with five students who knew the
application before. The final version of the interview form was created by making necessary
adjustments to the questions. According to Stewart and Cash (1985), interviewing is defined
as a reciprocal and interactive process by asking and answering questions in line with a
predetermined purpose. Stewart and Cash (1985) divided the interview types into two as
structured and unstructured. Interviews with predetermined questions and answers are
structured and open-ended interviews are unstructured interviews (Yildirnrm & Simsek,
2016).
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Karasar (2013), on the other hand, described the interview as a data collection
technique through oral communication. Karasar (2013) divided the interview types into three
as structured, semi-structured and unstructured. In this interview, both pre-prepared
questions, which are the requirements of the structured interview, were used, and new
questions were asked when deemed necessary according to the rule that new questions can
be asked according to the developments in unstructured interviews. Therefore, this interview
can be qualified as a semi-structured interview. Karasar (2013) stated that personal
information can be obtained more easily in individual interviews. For this reason, individual
interviews were conducted to make the students feel comfortable. Each student was asked
an interview question, and after the student answered, the next question was passed. After
one student answered all the questions, the second student was interviewed. The 6 interview
questions prepared after the application examine the students' views on Kahoot! and on
learning English grammar.

3.3. Limitations

This study aims to determine the impact of Kahoot! application on secondary school
students’ academic success in English grammar on a specific grammar topic (Past Simple
and Present Perfect Tense). There were two groups. One of them was experimental group
which consisted of 20 students who were in 6th grade in Sinav College. The other group was
control group. This group also consisted of 20 students who were in 6th grade in Sinav
College. For both groups the book called “Power Up 6” by Cambridge University Press was

used. The students' English proficiency is ranked as B1 Preliminary.
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CHAPTER IV

FINDINGS AND DISCUSSION

4.1. Findings

4.1.1. Findings related to the first question of the research “Does Kahoot! have
any significant impacts on 6" grade EFL learners’ achievements with respect to

grammar knowledge?”

Table 4.1. Wilcoxon signed rank test results of pre-test points of the students who
received grammar lesson via Kahoot! pre-test and post-test.
Table 4.1. Wilcoxon signed rank test results of pre-test points of the students who

received grammar lesson via Kahoot! pre-test and post-test

Post-test-Pre-test N Rank Average  Rank Total 4 p
Negative Rank 2 23.50 47.00 470  .000*
Positive Rank 36 19.28 694.00

Equal 1

Wilcoxon signed rank test results regarding pre-test and post-test results of the students
who are amongst the experimental group and received grammar lessons via Kahoot! are
given in Table 4.1. The analysis results show that there is a significant difference between
pre-test and post-test points of the students who are amongst the experimental group (z=4.70,
p<.05). When the rank total of the difference points is considered, this observed difference
is in favour of positive ranks meaning post-test points. As per the analysis results, application
of grammar lessons via Kahoot! programme is effective in increasing the success points of
the students.

Table 4.2.Wilcoxon signed rank test results of pre-test and post-test points of the

students who received course book-based grammar lessons pre-test and post-test.

Post-test-Pre-test N Rank Average Rank Total Z p
Negative Rank 13 17.88 232.50 158 114
Positive Rank 23 18.85 433.50

Equal 3

Wilcoxon signed rank test results regarding pre-test and post-test results of the students

who are amongst the control group and received course book-based grammar lesson are
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givenin Table 4.2. The analysis results show that there is not a significant difference between
pre-test and post-test points of pre-test and post-test of the students who are in the control
group (z=1.58, p>.05). As per the analysis findings, there is not a meaningful difference
between the success results of the students who received course book-based grammar lessons
before and after the implementation.

Table 4.3. Mann Whitney U Test Results regarding post-test grades of the
experimental group who received grammar lesson via Kahoot! and the control group who

received grammar lessons through course book-based language education.

Group N RT RA U Z p
Experimental 40 45.28 1811.00
Control 39 34.59 1349.00 569.00 -2.08 .038*

Table 4.3. examines whether there is a change in the achievement test post-test points
of the experimental group students who received grammar lessons via Kahoot! and the
students who received course book-based language education. As per the applied Mann-
Whitney U test results, achievement test points of the students who received grammar
lessons via Kahoot! differs significantly compared to the students who received course book-
based language education (U=569.00, p<.05). When the rank average is considered, success
point averages of the experimental group students who received grammar lessons via
Kahoot! are higher compared to the control group students who received grammar lessons
through course book-based language education. As a result, it can be said that receiving
grammar lessons via Kahoot! has an effect on achievement test results in language learning.

Table 4.4. Mann Whitney U Test Results regarding pre-test grades of the
experimental group who received grammar lesson via Kahoot! and the control group who

received grammar lessons through course book-based language education.

Group N RT RA U Z p
Experimental 40 29.78 1191.00
Control 39 50.49 1969.00 371.00 -4.38 .000*

Table 4.4. examines whether there is a change in the achievement test. Pre-test points
of the experimental group students who received grammar lessons via Kahoot! and the
students who received course book-based language education. As per the applied Mann-
Whitney U test results, achievement test points of the students who received grammar
lessons via Kahoot! differs significantly compared to the students who received course book-

based language education (U=371.00, p<.05). When the rank average is considered, success
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point averages of the control group students who received grammar lessons through course
book based language education are higher compared to the experimental group students who
received grammar lessons via Kahoot!. Experimental group had lower points on
achievement test before the commencement of the experiment. As a result of the conducted
analysis, an additional Mann Whitney- U analysis regarding the difference between the post-
test and pre-test results is shown below in order to support the conducted analysis when the
meaningful difference of pre-test and post-test points are taken into consideration.

Table 4.5. Mann Whitney U Test Results regarding post-test pre-test difference of
the experimental group who received grammar lesson via Kahoot! and the control group who

received grammar lessons through course book-based language education.

Group N RT RA U Z p
Experimental 40 50.00 2000.00
Control 39 29.74 1160.00 380.00 -3.93 .000*

Mann Whitney U test results regarding the difference between the post-test points and
pre-test point of success points are given in Table 4.5. As a results of the conducted Mann-
Whitney U test, it is seen that the achievement test points of the students who receive
grammar lessons via Kahoot! differs in a meaningful way compared to the students who
received course book-based language education (U=380.00, p<.05). When the rank averages
considered, it is seen that the success point averages of the experimental group students who
received grammar lesson via Kahoot! are higher compared to the control group students
who received grammar lessons through book-based language education. As a result, taking
grammar lessons via Kahoot! has an effect on language learning.

4.1.2. Findings related to the second question of the research “What are the EFL
learners’ attitudes and opinions about the use of Kahoot! for grammar instruction?”

The answers received from the students as a result of the semi-structured interview are
as follows;

1. “What do you think about the game Kahoot! as an in-class activity that you have
participated in?” to this question S1 answered that; “I think that Kahoot! application is a
very useful tool.” S2 told that; “I can understand the subjects better with Kahoot!.” S3; “I
find this tool very enjoyable.” S4; “It is very useful.” S5; “It’s a very fun tool.” S6; “Kahoot!
is a very fun game.” S7; “I like competitive games like Kahoot!.” S8 told; “A game tool
which makes the lesson fun.” S9; “I think it’s a very fun game.” S10 said; “It was enjoyable

and educational.”
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2. “How did you feel while you were playing Kahoot!?” to this question S1 answered that;
“T liked it very much.” S2; “I got very stressful while playing.” S3 said that; “T got so
excited.” S4; “I got panicked because I don’t like losing.” S5; “I got bored.” S6 said;
“Kahoot! was so exciting!” S7; “I felt competitive.” S8; “It was very fun, I really enjoyed
while playing it.” S9; “I got panicked a little.” S10 said; “I felt happy while playing the
game.”
3. Should the game Kahoot! be used for English lessons? Why? to this question S1 answered,;
“Yes it should because it makes the lesson more fun.” S2; “Yes, because I understood the
target grammar better.” S3; “Yes, it made me happy.” S4; “No, actually it wasn’t fun that
much.” S5; “Yes, because I like competitions and winning. It’s a good way of practicing.”
S6; “Yes, I can understand better with Kahoot!.” S7; “Kahoot! is a very useful tool in English
lessons, so yes.” S8; “Yes, because it motivates me.” S9; “Yes, because it’s a fun game.”
S10; “Yes, I understood the topic very well.”
4. What do you think about learning English grammar via Kahoot!? to this question S1
answered; “Grammar learning is more fun with Kahoot!.” S2; “I understood the target
grammar better.” S3 said; “It’s a fun way to exercise so I think we should use this tool while
learning grammar.” S4; “It didn’t make any difference in learning the grammar.” S5 said;
“English grammar will be very fun with Kahoot!.” S6; “Learning grammar will be easier
with this tool.” S7; “Kahoot! is a very useful tool in learning English grammar.” S8§;
“Grammar is easier this way!” S9; “I can understand English grammar better with this tool.”
S10; “I think it was a very fun lesson and I understood the grammar better with this tool.”
5. “Has Kahoot! changed your opinions towards learning grammar?” to this question S1
answered; “Grammar wasn’t that hard I guess.” S2 said; “Yes, it changed my opinions
towards grammar.” S3; “I guess I learnt better with Kahoot!.” S4; “Yes, it has.” S5; “No, it
hasn’t grammar is still very hard for me to learn.” S6; “Yes, it has.” S7; “Grammar is fun
now.” S8; “It’s a fun way of practicing grammar so yes.” S9; “Yes, it has.” S10; “Grammar
learning is easier this way.”
4.2. Discussion

The main purpose of this study is to analyse the effect of Kahoot! on secondary school
children in the process of learning English grammar. So as to get this aim, data were
collected. In this chapter, the results are discussed;

The first research question is “Does Kahoot! have any significant impact on 6™ grade
EFL learners’ achievements with respect to grammar knowledge” the aim of this question is

to find the effect of Kahoot! on grammar success of students. According to the findings, the
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grammar lesson through Kahoot! is effective in increasing the scores of the students. This
result is in parallel with other studies in the literature. Students learn grammar topics better
and get higher scores on the applied achievement tests through Kahoot!. The most
remarkable study on this subject is a study conducted by Zarzycka-Piskorz (2016) on
university students. Accordingly, students have achieved a high success rate of 90% in
learning grammar with Kahoot! (p. 47). The other study conducted by Gen¢ & Ersoy (2017)
showed that there is a significant difference between the pre-test and post-test average
grammar scores of the students. Additionally, Kapp (2012) found that there is a positive
correlation between grammar learning and gamification tools that used in the classrooms.
Another experiment conducted by Wichadee & Pattanapichet (2018) showed that Kahoot!
has a great impact on students’ success. Another important study on this subject was done
by Turan & Meral (2017). The study is very similar to my study and again reveals that
Kahoot! is significantly effective in learning grammar topics (p. 46).

According to the findings, it was found that there is no meaningful difference between
pre-test and post-test scores of the students who took the applied content — based grammar
course. It can be concluded that the use of traditional approaches has an effect on student’s
grammar success but it may not create a significant difference. Turan et. al., (2016) compared
gamification and traditional methods and found that the findings they obtained indicate that
gamification increases both the cognitive and achievement levels of students. It can be
assumed that learning grammar via text book has a little effect on student’s grammar success

and this is an important factor that slows down learning.

Considering the findings, it is seen that the students in the experimental group who
took grammar lessons through Kahoot! had higher achievement test scores than the students
in the control group who took grammar lessons with content — based language education.
When learning environments are enriched with different methods that attract students'
attention instead of traditional methods, students’ academic success visibly increases. This
situation is in agreement with the literature. In a study conducted by Bas (2011), it was
determined that students' learning with computer-assisted learning materials is much higher
than students' learning with traditional methods. In the study of Tabar & Khodareza (2012)
showed that students who received computer-assisted instruction were more successful in
the post-test when compared to students who received teacher-based instruction. Therefore,
computer assisted teaching has a significant effect on students' achievement score (pp. 78-
86). Another study conducted by Chotimah & Rafi (2018) showed that with Kahoot! students
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showed better success in reading comprehension and were more motivated. Because the
students enjoyed the activity while playing via their phones and their concentration increased
to understand the questions about the reading passage. As a result, it can be said that lessons

through Kahoot! are effective on achievement test scores.

It is found that the results of the pre-test of the students belonging to the experimental
group who took grammar lessons through Kahoot! and the students who received content —
based grammar education are as follows. It is seen that the achievement test scores of the
students in the control group who took grammar lessons with content-based language
education were higher than the students in the experimental group who took grammar lessons
through Kahoot!. When the results of the analysis are examined, it is seen that the pre-test
scores of the students in the experimental group were lower than the students in the control
group before starting the experiment. Before starting the experiment, the experimental group
students got a lower score from the achievement test. As a result of the analysis, there is a
significant difference in the pre-test and post-test scores before the research. In order to fully
understand this situation, the analysis of the differences in post-test and pre-test scores
revealed that achievement test scores of students who attended a grammar lesson using
Kahoot! differed considerably from those who did a content-based language education
lesson. This finding is the most interesting and important result of the study. Thanks to the
Kahoot! application, the experimental group, which had been falling behind the control
group at the beginning, was able to narrow the gap and even get ahead of the control group.
Accordingly, it can be said that Kahoot! enriches the learning environment and is quite
successful in realizing learning. It has been proven that using Kahoot! for learning English
grammar increases students' interest and motivation in the lesson, as well as their academic
achievement. The students said that learning with this approach was a lot of fun, and that it
should be applied in other lessons. Stating that the new information they learned became
more permanent with Kahoot!, the students also found the application successful in terms of
social and emotional aspects. The results obtained in this study show parallelism with the
literature. In many studies in the literature, students stated that they found the Kahoot!
application extremely entertaining and instructive. In the study conducted by McLaughlin &
Yan (2017), it was determined that the cognitive skills of the students to whom this method
was applied, as well as their self-regulation, learning performance, motivation and attitudes
towards the lesson were positively affected. The method provides a significant increase in

learning performance by making the learning environment fun and enjoyable and by
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enabling students to participate more actively in the lesson (p. 54). A study by Krause (2015)
showed that in classrooms where gamification was applied, students' retention and
achievement tests increased by 25% and their average scores increased by 23%. It was found
that the performance of the students increased by 40% in terms of memorability. Likewise,
Dietz-Uhler, et. al. (2007) designed an online course. They created an interactive learning
environment for students by using gamification elements. As a result of the statistics made
at the end of the courses, it was found that the success of the students was 95% above the
average of the previous six terms. Few studies have been found investigating gamification
in the Turkish context. In one of these studies, Sahin & Samur (2017) conducted a literature
review in the context of Turkey. Most of the studies show the effect of gamification on
motivation and the rewards used in gamification on student achievement. Yildirirm & Demir
(2014) found that game designs increase students’ motivation and course participation. In a
study conducted by Guler & Giler (2015), it was stated that integrating game elements in
educational design positively affects students' motivation. Similarly, Kocadere & Caglar
(2015), who conducted a study in which they designed a gamified evaluation system, stated
that the gamified systems used had a positive effect on students' motivation, fun and success.
Namely, it is clearly seen as a gamification tool Kahoot! not only has a great impact on

students’ achievement but also it directly affects their motivation and interest.
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CHAPTER V
CONCLUSION AND RECOMMENDATIONS

5.1. Conclusion

The results of the achievement test analysis of the students in the experimental group
who took grammar lessons through Kahoot! showed that there was a positive significant
difference between the achievement test scores of the students in the experimental group
before and after the experiment. As a result, the Kahoot! test results suggest that the grammar
course program is effective at increasing students' scores.

This result was found to be in agreement with other studies in the literature. As a result,
the Kahoot test results suggest that the grammar course program is effective at increasing
students' scores. A study by Zarzycka-Piskorz (2016) on university students is quite
remarkable. In this study, students achieved a high success rate of 90% in learning grammar
with Kahoot!. Another important study on this subject is the study by Turan and Meral
(2017), which has great similarities with my study. This study, like my study, reveals that
Kahoot! is significantly effective in learning grammar subjects.

The achievement test results of the students in the control group who took the content-
based grammar lessons showed that there was no significant difference between the scores
of the students in the control group before and after the experiment. According to the analysis
findings, there was no significant difference between the achievement test scores of the
students who took the applied content-based grammar lessons, before and after the
application.

The findings showed that continuous application of traditional methods may lost its
effect because of developing technology and children perception towards lessons. With the
integration of technology, traditional methods and using content-based techniques may slow
the learning down. In my study, it was seen that the students in the experimental group who
took grammar lessons through Kahoot! had higher achievement test scores than the students
in the control group who took grammar lessons with content-based language education.

When learning environments are enriched with different methods that attract students'
attention instead of traditional methods, it has been observed that students' academic success
increases visibly. This situation is in agreement with the literature. In a study conducted by
Bas (2011), it was determined that students' learning with computer-based learning materials
is much higher than students’ learning with traditional methods. As a result, it can be said

that taking grammar lessons through Kahoot! has an effect on achievement test scores.
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Another important result of the study is the comparison of the pre-experiment scores
and the post-application scores of the students in the experimental group who took grammar
lessons through Kahoot! and the students who received content-based language education.
When this comparison was made, students in the control group were significantly more
successful at the beginning. As a result of the application, this significant difference was
closed and it was seen that the students belonging to the experimental group who took
grammar lessons through Kahoot! were significantly more successful. This is an important
study because it shows how successful language education can be when gamification is

combined with traditional approaches.

The following important results in learning English grammar through Kahoot! were
obtained as a result of content analysis of the responses collected from 10 volunteer students
with a semi-structured form created by taking expert opinion.

1. “What do you think about the game Kahoot! as an in-class activity that you have
participated in?” to this question students mostly answered that; they have learned the
subjects very well that they could not learn before, which is extremely useful in learning
English.

2. “How did you feel while you were playing Kahoot!?” to this question students mostly
answered that; they had so much fun that they could not track the time while they were in
the lesson, also their perspective on English has changed. They had a lot of fun while using
the app Kahoot!.

3. Should the game Kahoot! be used for English lessons? Why? to this question students
mostly answered that; Kahoot! is a tool that should be applied not only in English lessons,
but also in all lessons and thanks to this application the information they have learned is
more permanent.

4. What do you think about learning English grammar via Kahoot!? to this question students
mostly answered that; they have enjoyed participating in class and they were excited to talk
about the subject, but they felt a little insecure because they have problems in learning
grammar. Also, they have difficulties due to some structures in English that are not in
Turkish.

5. “Has Kahoot! changed your opinions towards learning grammar?” to this question
students mostly answered that; Kahoot! makes learning grammar easier and fun because

Kahoot! is a fun way to practice what you have learned.
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The application is extremely useful in learning English grammar and it provides the
opportunity for learning the subjects that were difficult to learn before,

The lessons are no longer boring, the students stated that their perspectives on English
have changed and they said that they had a lot of fun while using the Kahoot! application.

They stated that the Kahoot! application is a tool that should be applied not only in
English lessons, but also in all lessons, and they stated that the information they learned
through this application is more permanent.

The students said that they enjoyed participating in the lesson very much thanks to the
application, and that they did not experience any negative emotions with this application,
although they had an excited nature.

The students stated that Kahoot! application facilitates grammar learning because
Kahoot! is a fun way to practice what they have learned.

5.2. Recommendations

It is considered that the study is important in terms of revealing how learning methods
other than traditional learning methods contribute to students' learning. Depending on this
importance;

1. It is considered that studying the research with larger samples and at different schools
would be beneficial.

2. It is considered beneficial to conduct the study comparatively in terms of public and
private schools.

3. The study shows that new methods based on technology along with traditional methods
significantly support student learning. For this reason, taking this situation into account in
our schools, programs containing applications of new methods should be made and existing
programs should be enriched in this direction.

4. Applications like Kahoot!, which students find extremely entertaining and increase their
learning motivation, should be used in other lessons and their activities should be examined
similarly to this study.

5. Almost all of Kahoot! and similar applications are developed outside of foreign origin.
Applications that are appropriate for our own learning and student culture should be created

by using our country's knowledge.
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Appendix 1.1

Pre —

1.

Test Questions

He three gold medals so far.
a) has win

b) won

c) has won

d) did win

The game yet.
a) Didn’t finish

b) Wasn’t finish

c) Haven’t finished

d) Hasn’t finished

your brother go swimming last week?
a) Are
b) Is
c) Did
d) Does

I a new computer last week, but it
shop.

a) Buy/hasn’t worked

b) Bought / haven’t worked

c) Buys/worked

d) Bought/ didn’t work

She

a) Has been/ left
b) Was not / have left
c) Be/was

d) Was / has left

unemployed since she

I have known her since we
a) were

b) have been

c) are

d) was

you ever

- archery?
a) Have/tried
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so | took it back to the

school.

at school together.



10.

11.

12.

13.

14.

b) Did/ tried
c) Have/trying
d) Were/ tried

There a newspaper on the table in the kitchen but |

a) were/ wasn’t
b) did/didn’t
c) was/didn’t
d) was/wasn’t

I shopping two days ago.

a) go

b) went

c) has gone
d) was go

It ages since we
a) Have / hear

b) Have been/ heard

¢) Has been/ heard

d) Was /were

I volleyball since |

a) did play / was

b) have play / were

c) haven’t played / was
d) was/was

I haven’t finished my project
a) yet

b) never

c) ever

d) already

I my keys last week.
a) Have lost

b) Lost

c) Was lost

d) Were lost

He can’t come with us because he
a) did break
b) roken

from Dave

a teenager.

his leg.
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15.

16.

17.

18.

19.

20.

¢) has broken

d) has break

A friend of mine
a) did won

b) was win

€) win

d) won

She for two months.
a) have lived

b) has lived

c) lived

d) live

I to Europe once. It
a) have been / was

b) has been / were

c) was/was

d) been /was

They

a) have left
b) has just left
c) leave

d) left

He a lot of problems recently.

a) had
b) has had
c) has
d) have

| have cleaned the kitchen, but |

the lottery three years ago.

in 1995

a few minutes ago.

a) haven’t clean
b) haven’t cleaned
c) have cleaned
d) hasn’t cleaned
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Appendix 1.2

Post — Test Questions

1.

What time did you lunch?

a)
b)
c)
d)

haved
had
have
having

a)
b)
c)
d)

Goes
Went
Gone
Goed

Tom

a)
b)
c)
d)

have not
has not
not

did not

you

to the mall after school.

worked here for long.

your essay yet?

b)

c)
d)

Were / write
Did / wrote
Have / written
Has / wrote

a)
b)
c)
d)

|

a)
b)
c)
d)

She

a)

b) was put / was fell

Have / messaged
Did / messaged
Were / messaged
Are / message

you ever anyone?

early because | was cold.

leaved
left

was leave
leaves

two eggs on the table carelessly. One of them
the table and it was broken.

put / fell
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10.

11.

12.

13.

c) putted / fell
d) didn’t put/did fell

How much money you since last year?
a) are/saving

b) were / save

c) did/save

d) have / saved

My father the same car for ten years.
a) Have driven

b) Drove

c) Hasdriven

d) Was drive

A: Who Mona Lisa?

B: Leonardo da Vinci it.
a) paints / paint

b) paint/ has painted

c) paints/ have painted

d) painted / painted

I in Italy for five years. I work as soon as | arrived.
a) Work / began

b) Has worked / began

c) Have worked / began

d) Worked / began

When Jack was at school, he to play the saxophone. He
it ever since.

a) have learn / has played

b) learnt / has played

c) has learnt / played

d) learned / played

Peter to Paris last year. That means that he to Paris three
times.

a) went/was

b) has gone / was

c) gone/were

d) went/ has been
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14.

15.

16.

17.

18.

19.

20.

There a big football match in this stadium last night. |

iton TV.

a) are/see

b) be/saw

c) was/saw

d) were / was see

I football with my friends in the park yesterday. | a lot
of goals.

a) play/score

b) played / scored

c) playing /scored

d) playing / scoring

| would love to visit Prague sometime. Unfortunately, | there.
a) Have never been

b) Was never

c) Never been

d) Has been never

My father five kilometres in the park last week.
a) run

b) was run

c) runned

d) ran

Some farmers in Turkey old farming methods for over a thousand
years.

a) Have using

b) Has used

c) Had used

d) Have used

I in Ankara since | born.
a) has live / was

b) have lived / was

c) lived/was

d) have lived / have been

The police the thief yet.
a) Caught

b) Weren’t caught

c) hasn’t caught

d) have catch
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Appendix 1.3

SINAV OKULLARI ORTAOKUL INGILIZCE KOORDINATORLUGUNE

ANRARA

Okulumie ortnekul Ingilizce Sfretmenivim. Baghenm Unbversitesi, Efiving Bilimleni Enstitisi,
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