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Objective: This study aims to analyze student responses after using the Kahoot 
interactive quiz on the black principle material. Method: The study was conducted in 
class XI-2 of Dr. Soetomo Surabaya odd semester of the 2024/2025 academic year. 
This study uses qualitative descriptive research. Result: The results showed that 
students responded positively to the use of the Kahoot interactive quiz in learning the 
black basic materials. Most students felt more enthusiastic, engaged, and motivated 
during the learning process. They reported that the quiz format helped them better 
understand the concepts, and the immediate feedback feature allowed them to correct 
misconceptions quickly. In addition, the competitive yet fun atmosphere increased 
participation and focus during lessons. Novelty: The Kahoot application presents 
interesting animations, colors, and sounds, so that learning is not monotonous. 
Students can find out the ranking after all questions are answered. The development of 
technology is an opportunity to develop interactive learning media. Therefore, 
educators are required to provide learning media that make it easier for students to 
understand the material presented. 
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INTRODUCTION 

The curriculum is an essential element in the educational process at various levels of 

education in Indonesia. The Merdeka Curriculum promotes autonomy and places 

students, teachers, and schools in strategic positions to choose the most effective 

learning methods. It emphasizes creativity and free thinking as the core of the Merdeka 

Belajar initiative launched by the Ministry of Education and Culture, including the 

initiation of the Sekolah Penggerak program, which aims to support each school in 

creating a generation that can continuously adapt and possesses the identity of Pelajar 

Pancasila (Warsidah et al., 2022). 

Therefore, implementing a curriculum that focuses on character development is 

essential. Effective character education must cover three main aspects, namely moral 

knowledge, moral feeling, and moral action, as explained by Pratama and Widodo 

(2019). The Pelajar Pancasila profile aims to realize the vision of Indonesian education 

reform (Rahayu et al., 2022). Its existence encourages schools to implement more 

contextual and participatory curriculum development. The Merdeka Curriculum 

learning policy requires teachers to develop both the curriculum and teaching methods. 

In the current learning era, the role of teachers is not limited to being information 

providers but also as facilitators who must possess personal, social, professional, and 

pedagogical competencies, in accordance with Article 10 Paragraph (1) of Law Number 

14 of 2005 concerning Teachers and Lecturers. 

Physics plays an important role in providing students with an understanding of 

natural science. With the development of education and innovative approaches in 
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physics learning, it is expected that each student can develop their potential to adapt to 

various changes. This study is expected to provide a broader overview of how the 

internalization of physics learning and differentiation approaches are applied in 

classroom instruction. 

The development of science and technology is progressing rapidly, significantly 

impacting various aspects of daily life, including education. The integration of 

technology in education makes interactions between educators and students more 

communicative and engaging, thereby preventing monotonous learning and fostering 

two-way feedback (Puteri et al., 2023). Various forms of information can now be 

accessed easily and practically through the internet. Educators can use the internet to 

provide material explanations during teaching and learning activities. Its accessibility 

makes it a practical learning medium to support educational development. 

Interactive learning media serve as a motivational tool to enhance student 

comprehension. Although teachers and students may be physically present in the same 

classroom, students are often uninterested in the material being presented. This is often 

due to monotonous instruction and a lack of effective feedback between teachers and 

students. When material is delivered solely through verbal explanation, some students 

struggle to absorb the content, perceiving it as unengaging. Therefore, learning media 

that foster interaction and engagement are necessary to ensure effective and optimal 

learning. Optimal learning enables the achievement of learning objectives. 

Educators can utilize various online applications as learning media to help achieve 

these objectives. One such engaging and easily accessible application is Kahoot. Kahoot 

can be used as an interactive quiz platform supported by laptops or mobile phones 

connected to the internet (Idiawati et al., 2024). Its use in learning activities creates a 

more interactive environment and helps attract students’ interest in understanding the 

material being taught. 

 

RESEARCH METHOD 

The purpose of this study was to analyze student responses after using the interactive 

quiz learning media Kahoot on the basic black material. The data collection technique 

used was a questionnaire of student responses after using the interactive quiz learning 

media Kahoot. The results obtained were then analyzed using qualitative descriptive 

methods, which, later on, allowed for detailed descriptions that support the evidence of 

the findings. This study was conducted during the odd semester of 2024/2025 in class 

XI-2 SMA Dr. Soetomo Surabaya on November 18, 2024. The flow of this research is 

research planning, data collection by distributing questions in Kahoot! to students, 

distributing student response questionnaires after trying to use the interactive Kahoot 

quiz learning media on the basic black material, data interpretation, and reporting 

research results, in the context of the research presented in the form of a short narrative. 

The visual and narrative presentation of data facilitates understanding and helps plan 

the next research steps based on the obtained understanding. 
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Figure 1. The flow of data analysis 

Based on Figure 1, the data collected were then analyzed using qualitative descriptive 

methods. The findings were presented in narrative and visual formats to enhance 

understanding and guide future research directions. 

 
RESULTS AND DISCUSSION 

Result 

In learning the basic black material using the interactive quiz media Kahoot at SMA Dr. 

Soetomo Surabaya, students used the application effectively and enthusiastically. 

During the session, questions created by the teacher were displayed directly on 

students' devices, accompanied by sound effects and customizable profile features, 

enhancing engagement. Each question was timed (120 seconds), and students’ answers 

were compiled and displayed on the teacher's screen. The platform showcased class 

rankings based on correct and quick responses, creating a competitive and motivating 

atmosphere. 

Before working on the questions, students can choose what animation to use for their 

profile and can write a name on the profile. The questions created can be in the form of 

writing, numbers, and supporting images. 1 question has 4 answer options symbolized 

by a red triangle, an orange circle, a blue rhombus, and a green square. The teacher can 

set the time and answer key for each question as in Figure 2. 

 

Figure 2. Teacher view when creating questions. 
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After that, students could find out the results of the 3 best rankings in that 1 class as 

in Figure 3. 

 

Figure 3. Results of the top 3 rankings in 1 class. 

The results displayed in the ranking are the top three in the 1 class who get the 

highest points. Points are obtained more if students answer the questions correctly and 

quickly. The faster students answer the questions correctly, the more points they get. 

For students who answer questions correctly in a row, their points will increase 

drastically. By seeing the points that appear, students are more interested in working on 

them repeatedly. 

The interactive quiz media Kahoot, in learning the black principle, received an 

excellent response from students. This is proven by the results of the analysis of the 

response questionnaire distributed to students after trying to use the interactive quiz 

Kahoot. The response questionnaire distributed to students consisted of 10 statements, 

consisting of 5 positive statements and five negative statements, with the percentage 

results of each statement as in Figure 4. 

 

Figure 4. Percentage of student responses. 
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In Figure 4, the results of student responses to statement 1 were 89%, to statement 2 

is 85%, to statement 3 is 84%, to statement 4 is 79%, to statement 5 is 75%, to statement 6 

is 79%, to statement 7 is 84%, to statement 8 is 84%, to statement 9 is 81%, and to 

statement 10 is 81%. The statements that received responses with perfect criteria were 

statements 1, 2, 3, 7, 8, 9, and 10. Statement 1 is the opposite of the statement that 

learning with the Kahoot interactive quiz is boring. Many students responded that they 

strongly disagreed with the statement, so the result was that Kahoot learning was fun 

for them. Statement 2 is negative, as they were confused about whether the Black 

Principles quiz used Kahoot.  

Many students responded that they strongly disagreed with the statement, so the 

result was that Kahoot learning was not confusing for them. Statement 3 is positive, as 

the menu presented caught my attention and motivated me to learn the Black Principles 

material. Many students responded that they strongly agreed. Statement 4 is a positive 

statement that the learning process with the Kahoot interactive quiz makes it easier to 

solve problems. Many students responded that they agreed. Statement 5 is a negative 

statement about the Kahoot interactive quiz, which makes it challenging to answer 

problems on the Black Principles material. Many students responded that they 

disagreed with the statement, so the result was that Kahoot learning was not confusing 

for them. Make it easier to answer the fundamental black material problems for them. 

Statement 6 is positive, and the sound of the Kahoot interactive quiz helps in analyzing 

the problem. Many students agreed with the statement.  

Statement 7 is a positive statement that active learning increases when teachers use 

Kahoot interactive quizzes. Many students responded that they strongly agree with the 

statement. Statement 8 is negative, indicating that after this learning, they are unable to 

interpret the Black principle material. Many students responded that they strongly 

disagree with the statement, so the result is that after Kahoot learning, they can 

interpret the Black principle material. Statement 9 is negative, the statement that the use 

of Kahoot interactive quizzes does not help them become skilled in understanding the 

Black principle material.  

Many students responded that they strongly disagree with the statement, so the 

result is that the use of Kahoot interactive quizzes helps them develop a deeper 

understanding of the Black principle material. Statement 10 is a positive statement that 

learning with Kahoot interactive quizzes helps to connect problems with the Black 

principle physics concept. Many students responded that they strongly agree with the 

statement. The following is a recapitulation of the percentage and category of each 

student's response to the questionnaire statement in Table 1. 

Table 1. Recapitulation of percentages and categories of each statement of the student 

response questionnaire. 

Total Points for each Statement 
Maximum 

Points 
Percentage (%) Category 

107  89 Very good 
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Total Points for each Statement 
Maximum 

Points 
Percentage (%) Category 

103  
 
 
 

120 

85 

101 84 

95 79 

Good 90 75 

95 79 

101 84 

Very good 
101 84 

98 81 

98 81 

 

The analysis of student response questionnaires, consisting of 10 statements (5 positive 
and 5 negative), showed high levels of positive engagement. For example, 89% of 
students strongly disagreed with the negative statement that learning with Kahoot was 
boring, indicating they found it enjoyable. 
 
Discussion 

The data suggests that the use of Kahoot as an interactive quiz platform positively 
influenced students’ learning experiences, particularly in the context of the black 
principle material. The engaging format—featuring sound effects, animations, 
immediate feedback, and a gamified environment—helped increase student motivation 
and focus. Students reported that the platform was not only fun but also enhanced their 
understanding of physics concepts. The design of Kahoot supported differentiated 
instruction by allowing teachers to adapt the number, type, and timing of questions. It 
also provided instant feedback, enabling students to reflect on their learning in real 
time. 

The results indicate that digital tools like Kahoot can play a significant role in 
improving classroom dynamics and learning outcomes. This aligns with the goals of the 
Merdeka Curriculum, which emphasizes contextual, participatory, and engaging 
education models. Furthermore, the competitive element of the quiz contributed to 
increased student participation and collaboration. These findings highlight the potential 
of integrating digital platforms into science education to foster a more active and 
enjoyable learning environment. Future research could explore the long-term effects of 
such media on academic performance and critical thinking skills. 

The use of digital media in physics learning is crucial because it can bridge abstract 
concepts that are often difficult for students to grasp into something more concrete, 
interactive, and engaging. Digital media provides a contextual learning experience, in 
line with 21st-century demands that emphasize technological literacy, critical thinking, 
and collaboration. By utilizing visualizations, simulations, and interactive platforms, 
students can more easily understand physics phenomena, increase their motivation to 
learn, and actively engage in the learning process, in line with the spirit of the 
Independent Curriculum, which emphasizes participation and meaningful learning. 

Evaluations of the use of Kahoot indicate that this platform is effective in increasing 
student motivation, engagement, and understanding. However, it still has limitations, 
such as its focus on multiple-choice questions that do not support the development of 
higher-order thinking skills. Therefore, recommendations for further media 
development include integrating features that encourage exploration, discussion, and 
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open-ended problem-solving, such as simulation-based platforms, virtual experiments, 
or the integration of AI to provide adaptive feedback. Thus, digital media serves not 
only as a fun assessment tool but also as a means to develop critical, creative, and 
collaborative thinking skills in physics learning. 
 
 
CONCLUSION 

Fundamental Finding: The study found that students showed a strong positive 
response to the use of Kahoot interactive quizzes in learning the basic black material. 
They perceived the platform as engaging, fun, and motivating. It helped them better 
understand concepts, solve problems more easily, and connect physics concepts 
effectively. Additionally, the use of Kahoot contributed to improved academic 
performance in answering questions. Implications: These findings suggest that 
integrating interactive digital tools like Kahoot into classroom instruction can enhance 
student engagement and motivation. The ability to customize quizzes offers flexibility 
for teachers to adapt learning activities based on student needs, making it a practical 
tool for differentiated instruction in physics education. Limitation: This study was 
limited to a single classroom (class XI-2 at SMA Dr. Soetomo Surabaya) and focused on 
one topic (basic black material) within a single learning session. The short quiz (only 
five questions) and the limited duration of the intervention may not fully capture the 
long-term impact of Kahoot on learning outcomes or conceptual mastery. Future 

Research: Future studies could expand the scope by involving multiple classes or 
schools, increasing the variety and depth of quiz content, and assessing the long-term 
effects of Kahoot on student achievement, retention, and critical thinking. Additionally, 
future research could explore the effectiveness of Kahoot in other science subjects or 
compare it with other interactive learning tools. 
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