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ABSTRACT 
 
Kahoot! is a game-based learning platform used to review students’ knowledge, for formative 

assessment and provides an opportunity not only to assess students' conceptual understanding but also to build 
new knowledge through further clarification during or after the game. The objective of this study is to assess 
the acceptability of culinary students in the use of Kahoot! application for mastery the culinary terminology. 
This study aimed to identify students' acceptance of learning applications, to identify students' acceptance of 
Kahoot! use in terms of memory as well as students' level of mastering Kahoot! in the learning process. This 
study is a descriptive study that used a five-point Likert scale questionnaire as an instrument. A total of 48 
second year students from the Catering program were used as the study sample. The collected data were 
analyzed using Statistical Package for Social Science Version 23.0 for Windows (SPSS). The results show that 
the aspect of students' level of mastering the culinary terminology using Kahoot! application is high with a 
mean score of 4.55. Whereas the students’ acceptance of Kahoot! as a learning application, was also high 
with a mean score of 4.44. Finally, the students’ acceptance of the culinary terminology tested using Kahoot! 
is high with a mean score of 4.45. 
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INTRODUCTION 
 

Rapid advances in global and local 
information and communications technology 
(ICT) have brought a stream of changes to a 
more informed and active way of interacting on 
social media through the medium of the 
internet. Technology helps people to improve 
their teaching and learning methods. In the 
education field also no exception to accepting 
the impact and positive benefits of the results 
from the explosion of this information and 
communication technology. The process of 
teaching and learning can also be further 
enhanced and diversified in terms of delivery 
and acceptance through techniques such as 
computer and software, network systems, 
software, and databases or internet systems. The 
use of this method of teaching is said to 
increase interest and stimulate the minds of 
students in this cyber age. Kahoot! also 

provides an opportunity not only to assess 
students' conceptual understanding but also to 
build new knowledge through further 
clarification during or after the game. 

Game-based learning is a technique that 
helps students increase the potential and quality. 
This is in line with a statement issued by Dellos 
[1] which states that game-based learning is a 
powerful tool for enabling students to learn to 
solve problems, build critical thinking, and 
enable assessment. Kahoot! is a tool of 
innovation in upgrading the teaching and 
learning method to students. Game-based 
learning can be considered as a teaching method 
that allows students to explore different parts of 
the game as a form of learning to help them 
improve their skills or achieve specific learning 
outcomes. Game-based learning is a student- 
centered learning approach that uses digital 
games to support educational goals in teaching 
and learning. 



2 Jurnal Pendidikan Teknologi dan Kejuruan, Vol. 27, No. 1, May 2021

The second-year students or novice 
students are less experienced students in the 
domain with less existing knowledge, often 
lacking in experience and effective schemas to 
solve problems. Teaching that consists of 
problem-solving elements is believed to be 
ineffective because novice students are 
constantly trying to solve problems using weak 
strategies, such as finite-intent strategies that 
involve interaction with large amounts of 
information that lead to high extraneous 
cognitive load. Because extraneous cognitive 
load can affect learning, it should be avoided 
during the learning process [2]. 

In addition, Kapp [3] states that to be 
successful in a game-based education, requires 
relevant context, proper cognitive activity, 
meaningful challenges, and feedback. Rieber 
[4], points out that there are four features of the 
game that are voluntary, involve instructional 
innovation and do not rely on external rewards, 
involve some active stages of physical activity, 
and their involvement with other activities in 
terms of the quality of their pretensions. 

This blended learning concept is mixing 
conventional learning patterns with online 
learning. Therefore, the application of blended 
learning should be implemented and applied in 
line with the current development of 
information and communication technologies. 
Hussin et al. [5] propose that there are three 
important learning methods which are (1) 
lecture, (2) classroom practice, and (3) using the 
Kahoot! game-based student response system. 
These studies have shown that Kahoot! can be 
used as a pedagogical tool to improve students’ 
learning performance. Game-based learning 
also involves a wide range of emotions, from 
curiosity, confusion, frustration to happiness 
when completing the game successfully. The 
game-based learning approach also enables 
students to constantly seek knowledge to satisfy 
their curiosity and to achieve self-fulfillment. 

There are many benefits to be gained 
based on game-based learning that can help to 
improve the effectiveness of the learning 
process for students at all academic levels [6]–

[10]. In particular, this game-based learning is 
intended to enable students to experience and 
overcome intellectual education challenges [11] 

Memory is measured using the explicit 
method (involving the explicit memory measure 
(visible) and the implicit method). The 
exploratory method has two memory measures 
namely recall and recognition. Recall requires 
that a person retrieve knowledge stored in long- 
term memory. Storage of memory information 
consists of sensory memory storage, short-term 
memory, and working memory (Long term 
memory). 

Through the observations, researchers 
have found that the second-year culinary 
students are particularly hard to remember 
terms of culinary fields that are mostly of 
French origin although they often use them 
during the teaching and learning process such as 
terms of ala-carte and trussing process. In 
addition, they do not understand the meaning 
behind the terms they use and cannot properly 
pronounce the term because they are not well 
exposed to it. 

Various studies have shown that the use 
of Kahoot! can make the classroom energized, 
students feel comfortable and can motivate 
students to learn a topic [12]–[17]. The present 
study provides several benefits of Kahoot! in 
teaching and learning which is very easy to use, 
works on any devices such as computers and 
mobile phones with the internet, therefore 
players do not have to sign up for accounts, the 
players can play and connect with other players 
in other countries, besides promoting social 
learning and Kahoot! free services. As such, it 
helps the effectiveness of audio and visual 
usage in Kahoot! learning environments 
includes students’ focus, engagement, fun, and 
motivation [18].  The main objective of this 
paper is to find students' acceptance of learning 
applications. Even though many researchers 
were reported acceptance toward teaching and 
learning online, very few researchers were 
reported about the tool for mastering the 
terminology in culinary by using Kahoot!. A 
previous pilot study from Taylor & Reynolds 

[19] in South Korea with 51 university students 
found that Kahoot! improves vocabulary 
retention while exposing a positive learning 
environment and a meaningful learning 
experience towards students. Its mention by 
Hadijah et al. [20], Kahoot! is good at 
improving the students' vocabulary skills and 
motivate students to prepare themselves in 
facing the test by learning the materials given 
by the lecturer. The data in this is useful in 
variation techniques teaching and learning for 
lecturers. 

A few researchers focused on effective 
teaching and learning in the online platform but 
there have been limited studies concern 
platforms for application tools for the memory 
power of students. Therefore, this study intends 
to acknowledge lecturer the benefit of Kahoot! 
toward mastering terminology and the form of 
personal training, reviews, and online 
assignments that shown students are more 
motivated and excited to learn a topic. The 
objectives of this study are to identify the 
students’ acceptance of Kahoot! as a learning 
application and to identify students' acceptance 
of Kahoot! uses in terms of memory as well as 
students' level of mastering Kahoot! in the 
learning process. 

 
METHOD 

 
This study was conducted at University 

Tun Hussein Onn Malaysia. A total of 55 
culinary students was taking part in this study. 
Krejcie & Morgan [21] stated that determining 
a sample size of 48 students with a total 
population of 56 students is sufficient to collect 
the data. The instrumentation of this study used 
a five-point Likert scale. Other than that, the 
scale in the Likert scale value of 1 refers to 
(strongly disagree), 2 (disagree), 3 (neutral), 4 
(agree), and 5 (strongly agree) which is the 
most strongly attitude in the scale. The data was 
then coded and analyzed using the Statistical 
Package of Social Science (SPSS). The 
respondents    were    asked    to    answer    a 
few questions regarding the Kahoot! application 

before answered the questionnaire regarding 
this research. The question was based on the 
basic terminology in the culinary field which is 
the students already learned about it. 

 
RESULTS AND DISCUSSION 

 
This section discussed the research 

objectives and research questions. The research 
objectives are: (1) to know the students’ 
acceptance of Kahoot! as a learning application, 
(2) to identify the acceptance of students from 
the power aspects of remembering the term 
culinary in the use of Kahoot! during the 
learning process, and (3) to identify the level of 
students’ mastering in term of culinary 
terminology by using Kahoot! during the 
learning process. 

The first research objective is to know the 
students’ acceptance of Kahoot! as a learning 
application. The results of the respondents 
'responses regarding students' acceptance of the 
use of Kahoot! as a learning application are 
presented in Table 1. As previously mentioned, 
these studies were conducted to know the 
acceptance of Kahoot! as a learning application. 
Based on Table 1, the highest mean score is 
4.73 and the lowest mean score is 4.13. This 
showed that the students are happy when they 
get the correct answer during the activity using 
the Kahoot! application. Hence, the students 
accepted Kahoot! as the learning application. 
Whereas, for the lowest mean score, when the 
students unable or wrongly answered the 
questions through the games, they will try back 
the game by completing the revision to get the 
highest marks. This shows that students’ 
acceptance of Kahoot! as a learning application 
is high because the games increased their 
enthusiasm and excitement towards the learning 
process. This result supports Bicen & 
Kocakoyun [22] who reported that Kahoot! 
application has a positive impact on students’ 
interest, ambitions, and motivation in the class. 

The second research objective identifies 
the acceptance of students from the power 
aspects of remembering the term culinary in the 
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the acceptance of students from the power 
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use of Kahoot! during the learning process.  The 
following are the results of the respondents 
'feedback on the students' perception of culinary 
terms in the use of Kahoot! during the learning 
process. Table 2 shows the mean scores of 
power aspects of remembering the culinary 
term using Kahoot! application during the 
learning process. The results present the three 
highest mean scores were 4.58, 4.54, and 4.44.  

 
Table 1. Mean Scores of Students’ Acceptance of Kahoot! 

as A Learning Application 
No Item Mean Tendency 

Level 
1 I feel the use of Kahoot! 

in my lessons can improve 
my learning experience. 

4.52 High  

2 I found that the use of 
Kahoot! in learning is 
very effective. 

4.35 High  

3 I feel fun when it is able 
to provide the right 
answer during the activity 
of Kahoot!. 

4.73 High  

4 Kahoot!'s activity 
contributed to the 
improvement of my 
memory in the culinary 
field term. 

4.52 High  

5 I am actively involved in 
learning if the Kahoot! 
activity is implemented 

4.46 High  

6 Learning through Kahoot! 
has made my interest in 
learning higher. 

4.48 High  

7 I'm going to revision the 
subjects to get the highest 
score in the Kahoot! 
activity among my class 
partners. 

4.13 High  

8 I communicate more with 
my friends to become 
more competitive through 
the Kahoot! method. 

4.30 High 

9 Winning a good position 
through the Kahoot! game 
method makes me feel 
appreciated 

4.38 High  

10 I want this game activity 
to be used in other lessons 
as well 

4.52 High  

 
The results show that Kahoot! improves 

the cognitive level of the students as the 
Kahoot! application allowed students to 
remember the lessons, stimulates the interest in 
learning, and improves the thinking ability. 
Whereas the lowest mean was 4.29 which by 
using the Kahoot! application, students can 

improve their performance and learning 
process. This result ties well with previous 
studies wherein Yürük [23] and Baszuk & 
Heath [24] conclude that Kahoot! application 
encourages students’ engagement and allows 
students to make connections between course 
topics and learning pathways while alerting 
teachers to learning gaps. 
 
Table 2. Mean Scores of Students’ Acceptance from the 

Power Aspects of Remembering the Culinary 
Term Using Kahoot! Application during the 
Learning Process 

No Item Mean Tendency 
Level 

1 Kahoot! improves my 
thinking ability 

4.44 High 

2 Using pictures in Kahoot! 
allows me to easily 
remember the content of 
the lesson 

4.58 High 

3 Using Kahoot! can 
improve my performance 
and my learning progress. 

4.29 High 

4 My memory improves 
when I learn to use 
Kahoot!. 

4.40 High 

5 The use of Kahoot! can 
stimulate my interest in 
learning 

4.54 High 

 
The third research objective is to identify 

the level of mastery of the students in the term 
of the culinary in the use of Kahoot! during the 
learning process. The results of the respondents' 
feedback on the level of students mastering the 
culinary terminology using Kahoot! application 
during the learning process are shown in Table 
3. The highest mean score for the third 
objective is 4.60 while the lowest mean score is 
4.52. Overall, the results show that students’ 
encouragement in the learning process is high 
when    used    the    latest    technology-based 
materials. The students also agreed that Kahoot! 
makes the learning process more effective, 
easier for the students to understand, and helps 
to strengthen the term understanding in the field 
of culinary. A similar result was obtained in 
Medina & Hurtado [25] who provide evidence 
that the use of Kahoot! improved acquisition of 
vocabulary and the students enjoyed playing 
Kahoot! and found it easy to use. 
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the level of mastery of the students in the term 
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culinary terminology using Kahoot! application 
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objective is 4.60 while the lowest mean score is 
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encouragement in the learning process is high 
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materials. The students also agreed that Kahoot! 
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Table 3. The Level of Student's Mastering in Terms of 
Culinary Terminology by Using Kahoot! 
Application during the Learning Process 

No Item Mean Tendency 
level 

1 The use of Kahoot! 
encourages students to use 
the latest technology-based 
materials in their learning 
process.  

4.60 High 

2 Using Kahoot! makes 
collaborative learning more 
effective. 

4.52 High 

3 Activities made using 
Kahoot! are more attractive 
and easier to master 

4.56 High 

4 The content of the lessons 
implemented in this 
Kahoot! game makes it 
easy for students to 
understand the essence of 
the lesson. 

4.52 High 

5 Kahoot! helps strengthen 
the term in the field of 
culinary. 

4.52 High 

 
CONCLUSION 
 

From this study, it was revealed that the 
students can accept the use of Kahoot! as a 
teaching and learning tool in the culinary field, 
especially in theory classes. The findings also 
showed that Kahoot! can be used before the 
lecturers ended the class for the students to 
review what they have learned in the class on 
that day. Kahoot! also was very suitable as 
game-based learning method, which provide a 
positive impact for students, faculty, and 
university. For the recommendation, researchers 
suggest that lecturers integrate student-centered 
and material-centered approaches when 
applying game-based learning in the classroom. 
Lecturers also need to change their teaching 
style from conventional teaching to interactive 
learning that is aided by today's technology. 
Next, for the future researcher, they can also 
conduct this study for students from different 
fields at UTHM so that their findings can be 
used in the future. The researcher also may use 
other instruments such as interview methods or 
by observing the students involved in the study 
to obtain more accurate data. Other than that, 
researchers are also encouraged in future 
research to consider large samples that involve 

other catering students. Hence, the aim is to 
enable the researcher to make a comparison 
between the number of students who taken 
'Basic Western' subjects with the use of Kahoot! 
in the learning process using game-based 
learning. 
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