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Application of online classroom game competition platform Kahoot in nursing teaching
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(Nursing School » Youjiang Medical University for Nationalities, Baise 533000, Guangxi, China)

Abstract: Objective To investigate students’ application experience and approval of Kahoot, an online
classroom game competition platform. Methods A total of 318 undergraduate students majoring in nursing
from grade 2017 in our school were selected as the research objects, and Kahoot was used to carry out the class
multiple choice game competition in the last 10 minutes of 6 experimental classes of basic nursing with the help
of the all-in-one laboratory teaching machine and students’ mobile phones. Kahoot rated and ranked students
according to their answers’ accuracy and speed, and the top three students were awarded extra points for their
usual scores. At the end of the semester, a questionnaire was created by using the Questionnaire Star Platform
to investigate students’ views on Kahoot. The contents of the survey included the advantages and disadvantages
of Kahoot, whether it was accepted and approved by students, promoting learning, and emotional participation
of students, etc. , and the results of the survey were calculated in terms of frequency and percentage. Results

64.47% of the students approved of continuing to use Kahoot, the main reasons were immediate feedback
(61.46%) and gameplay atmosphere (58.05%). Students thought that the use of Kahoot would prompt them
to preview (43.08%) and concentrate on lectures (56.29%). In terms of emotional participation, 41.19% of
the students were nervous when applying Kahoot, and 40. 25% were worried that they were the last. 57.55%
of the students thought that the slow opening speed of the web page was the main shortcoming of Kahoot, and
7.23% of the students experienced the stuck web and operation delay during operation.  Conclusion Most

students agreed with using Kahoot in the classroom, believing that it is not only fun but also conducive to
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learning. However, some students don’t approve of Kahoot because of the slow operation of mobile phones and

slow network and jammed operation.
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