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KAHOOT INVNIAT®OPMACBI APKbLJIBI MEJUIIUHA ®AKYJIBTETI
CTYAEHTTEPIHE JIEKCUKAHBI OKbITY

AHHOTAUMSA: OKYIIBUIAD YLIIH KOJAMIBI MEAarOTHKANBIK JKaFaail jkacay aFbUIIIBIH TiT
cabaFpIHIaFbl OKBITY MPOIIECIHIH HET13T1 MaKcaThl OOJBIN TaObLIaAbl. byl )KyMBbIC CTyIEHTTEPIIH
TEXHHUKAIBIK JICKCHKaHbl — ajgaM JCHECIHIH OopTypii Oeiikrepi arayiapblH YHpEHyre IercH
BIHTACBHIH apTTHIPY YIL1H aFbUIIIBIH Ti71H OKbITYAa Kahoot oiibIH TypiHeri OKpITY maT(opmachiH
EHT13y/IIH apTHIKIIBLUIBIKTAPBIH 3epTTeiiai. by 3eprrey “JKanmbsl MequimHa” MaMaHIbIFIHBIH 12
OipiHIII Kypc cCTyIeHTTepi apackiHma >kyprizinmi. Ocbl 3eprreynin  HoTmkenepi Kahoot
OWBIHJIAPBIH TMaiajaHy MIBIFApMAIIbUIBIK JKOHE Oocekere KaOijeTTi OpTaHbIH apKachlHAA OKY
YZI€pICIH KbI3BIKTHI, MHTEPAKTHBTI oHE THIMJII eTe alaThiHbIH KepceTTi. Kahoot miaTdopmack
OWBIH/IAPHI CTYACHTTEPAIH MOTHBAIMSICHIH, COH/Iaii-aK T YHpEHyTe JeTeH BIHTACHIH apTThIpyFa
KOMEKTEeCe/i.

Kiar ce3nep: arbumubiH Timi, Kahoot miardopmacsl ofbIHAApbl, HHTEPAKTUBTI OKBITY,
MOTHBAIIHSI, TIEKCUKAHBI OKBITY

Aliakbarova A. Doktora, Al-Farabi Kazak Ulusal
Universitesi kidemli dgretim iiyesi, Almati, Kazakistan
Baitleuova L. Al-Farabi Kazak Ulusal Universitesi
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KAHOOT PLATFORMU ARACILIGIYLA TIP FAKULTESI OGRENCILERININ
KELIME DAGARCIGINI OGRETMEK

Ozet. Ogrenciler i¢in uygun pedagojik kosullar yaratmak, yaratici Ingilizce smiflarinda
O0grenme siirecinin temel amacidir. Bu ¢alisma, 6grencilerin insan viicudunun ¢esitli boliimlerinin
isimleri olan teknik kelime dagarcigin1 6grenmeye yonelik motivasyonlarini arttirmak i¢in Kahoot
oyun Ogrenme platformunun ingilizce Ogrenme siirecine dahil edilmesinin faydalarini
arastirmaktadir. Bu calisma "Genel Tip" boliimiinde okuyan 12 birinci sinif 6grencisi tizerinde
gerceklestirilmistir. Bu aragtirmanin sonuglari, Kahoot oyunlarinin kullaniminin, yaratici ve
rekabet¢i ortamin varligi nedeniyle 68renme siirecini daha ilging, etkilesimli ve etkili hale
getirebilecegini gostermistir. Kahoot oyunlar1 6grencilerin motivasyonunu ve dil 6grenme
hevesini artirmaya yardimci olabilir.

Anahtar kelimeler: Ingilizce, Kahoot oyunlari, interaktif dgretim, motivasyon, kelime
Ogretimi
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OBYYEHMUE JJEKCHUKE CTYAEHTOB MEIUIIUHCKOI'O ®AKYJIBTETA
YEPE3 IIVIAT®OPMY KAHOOT

AnHoranusi. Co3znaHue OJaronpUsITHBIX IE€JAarOTMYECKUX YCJIOBUM Ul CTYJIEHTOB
SBJISICTCS OCHOBHOM LIEJIbIO0 YUE€OHOT0 Mpoliecca B TBOPUECKOM 00y4EeHUH aHIVIMHCKOrO sA3bIKa. B
3TON PabOTe UCCIETYIOTCS MPEUMYIIECTBA BHEAPEHUS UTPOBOI oOyuarorieit matdopmer Kahoot
B IIpolecc 00y4eHMsI aHIIMHCKOMY SA3BIKY Ul OBBIIEHUS MOTHBALIMU CTYJEHTOB K U3Y4YEHUIO
TEXHUYECKOM JIEKCUKU — Ha3BaHUM Pa3JIMYHBIX 4acTeW Tesa 4enoBeKa. JJaHHoe uccienoBaHue
ObUI0 IIPOBEAEHO cpear 12 cTyeHTOB EPBOro Kypca o0yJaromuxcs 1o crnenuanbHocTH «O01mas
MeIUIMHAY. Pe3ynbTaThl HCCIIeA0BaHUs TOKA3aJIM, YTO HCIOJb30BaHue urp miatdopmsr Kahoot
MOXET clienarh Inpouecc oOydeHHsl Oojiee MHTEpECHbIM, MHTEPAKTHBHBIM U 3((EKTUBHBIM
Onarojapsi HATMYUIO TBOPUECKOHW U cOpeBHOBATENbHOM cpenbl. Urper mnardopmer Kahoot Moryt
IIOMOYb TIOBBICUTh MOTHUBAIIMIO CTYJIEHTOB, a TAK)KE SHTY3Ma3M B U3YUECHUH SI3bIKA.

KiawueBble cjI0Ba: aHTIMICKHWIA s3bIK, Wrphl 1ardopmer Kahoot, WHTEpakTHBHOE
o0yuyeHue, MOTHBAlMs, 00yUEeHUE JIEKCUKE

Aliakbarova A., Baitleuova L.
PhD, senior lecturer of Al-Farabi Kazakh National University, Almaty, Kazakhstan
PhD student of Al-Farabi Kazakh National University, Almaty, Kazakhstan

TEACHING VOCABULARY TO STUDENTS OF THE FACULTY OF MEDICINE
THROUGH THE KAHOOT PLATFORM

Summary. Creating favorable pedagogical conditions for students is the main aim of the
learning process in the creative English language classroom. This study investigates the benefits
of introducing the Kahoot game based learning platform into the English language learning process
to increase the motivation of students to learn technical vocabulary — the terms for different parts
of the human body. This study was carried out among 12 first year students majoring in “General
Medicine”. The results of this research showed that the use of Kahoot games can make the learning
process more interesting, interactive and effective due to the presence of creative and competitive
environment. Kahoot games can help to increase students’ motivation as well as the enthusiasm in
learning the language.

Key words: English language, games of Kahoot platform, interactive teaching, motivation,
vocabulary teaching

Introduction

Nowadays, there are a lot of digital tools and interactive technologies that can help teachers
to make the learning process more interactive and improve the students’ motivation for learning.
Kahoot games are one of those many tools that can booster students’ engagement in the English
language classroom. The relevance of this research is determined by the necessity to introduce
interactive technologies into the educational process. The object of the research is the process of
teaching foreign language at the university level. The subject of the research is the process of
teaching vocabulary to medical students. The goal of the research is to analyze the benefits of
introducing Kahoot games into the English language classroom. To achieve this goal, the
following research objectives were defined: (a) to study the experience of foreign language
teachers in using Kahoot games when teaching English to university students; (b) to determine the
main benefits of using Kahoot games in teaching vocabulary.
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Literature review. A lot of authors have investigated the peculiarities of applying Kahoot
games in the learning context. A group of authors from Indonesia studied the influence of Kahoot
games on the students’ exam scores in vocabulary, their engagement and motivation. According
to their research results, the incorporation of interactive quizzes into the process of teaching
vocabulary “...effectively allows learners to expand a deeper understanding of vocabulary and
course concepts indicated by exam scores improvement” [1, 1]. “Interesting-inducing activities”
provided by Kahoot platform are the main source of the learners’ motivation as stated by Aidoune
Y., Nordin, N.R.M., Kaur, M., & Singh, P.S. [2, 16]. Even though the research of Al Ghawail,
Entisar and Ben Yahia, Sadok focuses on teaching chemistry, they support Kahoot games for their
possibility to create a cooperative fast-paced learning environment which helps to improve
students’ motivation [3, 9]. In the research of Arimuliani Ahmad, Mukhaiyar, & Atmazaki, online
Kahoot quizzes are used for enhancing students’ understanding of grammar in fun and competitive
way [4, 201-202]. One of the main advantages of Kahoot games is the possibility of observing the
immediate feedback after playing which can serve as a parameter for predicting the final
performance of the learners [5, 107]. The Kahoot platform provides the opportunity to build
assignments in the form of multiple-choice, short answer, true or false questions or even in the
form of a puzzle [6, 46]. Kahoot games can also be effective in creating “a comfortable and
victorious learning” environment for providing creative evaluation process for students [7, 68].
According to Nurhadianti, & Pratolo, B.W., the application of Kahoot games can have a big impact
on the classroom atmosphere and influence the curiosity level of students [8, 2153-2154]. One
more advantage of this type of interactive games, according to Nurcihan YURUK, is that Kahoot
games help to improve students’ rapid-thinking abilities [9, 98]. It is important for foreign
language teachers to create a supportive learning environment for students in order to make
students feel interested in the learning process [10, 233].

Research methods. In order to achieve the goal of this study, the following research
methods were used: review of the available research articles from the Scopus and Mendeley
databases and observation of the lesson with the application of Kahoot game conducted among
first year bachelor students majoring in “General Medicine” on the following topic “Technical
words for body parts”.

The technical word for the tube in the body that takes food from the mouth to the
stomach:

©0®

A Sternum 4 abdomen

@ oesophagus H Clavicle
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Research results. The main attention in the reviewed research articles is paid to the search
of effective digital tools for improving students’ motivation in foreign language learning. The
whole learning process within the course “Foreign language” at the medical faculty of Al-Farabi
Kazakh National University is based on the textbook “English for Careers: Medicine 1”. In unit 1
“Presenting complaints”, there is an assignment concerned with the technical vocabulary for body
parts. First, students are supposed to brainstorm on non-technical vocabulary for the body parts
represented on the picture. After that, technical terms such as “clavicle, esophagus, sternum,
abdomen, umbilicus, intestines, carpus, patella, tibia, talus, calcaneus” are introduced to students.
For the consolidation stage of the lesson, we have developed a Kahoot game in the form of
multiple-choice questions based on the definitions provided by the Cambridge Online Dictionary
and the terms itself (Figure 1).

Figure 1: Sample question - Kahoot game “Human Body — technical words”

On Figure 2, we can observe the game results of the group GM 22-05 consisting of 5 first-
year students majoring in “General Medicine”. According to the definition provided by the British
Council, consolidation stage of the lesson is aimed at the reviewing and revision of the new
material which occurs at the end of the lesson [11]. During the observation process, we noticed the
presence of a competitive behavior among students while playing the Kahoot game. Students were
eager to play the quiz and very happy to see their names at the end of the game, when the podium
was displayed on the screen.

Kahoot' {n} Home @ Discover ‘= Library oill Reports R8R Groups & Marketplace

Report Report options

Human Body - technical words ¢~

Summary Players (5) Questions (10) Feedback
GO fOI' gOld! 2 Players 5
92% Play again and let the same group improve their

. . uestions 10
score or see if new players can beat this result. 0 Q

correct

Figure 2: Results of the group GM 22-05 (5 students)
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The main advantage of the Kahoot platform is the feedback mechanism: after each question,
the correct and incorrect answers are both displayed on the screen. Due to this, students were able
to analyze the questions as well as their own right or wrong answers. As we can see from figure 2,
not all answers were right that is why the overall progress score is 80% out of 100%. After each
multiple-choice question students received feedback from the teacher regarding their choices.
Analyzing incorrect answers can help students memorize vocabulary better.

‘ Home Discover ‘= Library ol Reports Groups i Marketplace
ahoot)

Report Report options E

Human Body - technical words ¢

Summary Players (7) Questions (10) Feedback
We" playEd! 2 Players 7
80% Play again and let the same group improve their

\ . uestions 10
score or see if new players can beat this result. 9 Q

Play again © Time 7 min

Figure 3: Results of the group GM 22-06 (7 students)

correct

Conclusion. Nowadays there are a lot of different tools and platforms that can assist foreign
language teachers to improve the learning process of students and make it more interactive. The
purpose of this article was to systematize the research results of foreign teachers and
methodologists on the problem of teaching a foreign language with the use of game-based learning
platform Kahoot as well as summarize the results of the observation of medical students’ learning
process with the use of Kahoot platform game created for learning technical terms for body parts.
The main advantage of Kahoot games is their potential in increasing students’ motivation and
enthusiasm in learning the technical vocabulary. The presence of a competitive environment
boosts students’ interest in the game results represented in the form of a podium. The interactive
character of the game enhances students’ memorization skills and helps to consolidate the new
learning material.
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AFBUIIIBIH TIII CABAFBIHJIA CAHIBIK TEXHOJIOTASJIAP/IBI
MAVJATAHY ABIH MAHBI3IBLIBIFBI

AnHotanus. Ka3ipri onem 3amaHayd TEXHOJOTHSUTAPABIH BIKNAIBIMEH T€3 KapKbIHIAIl
e3repyne. CoHmaii- aKk Kazipri TUI YUpEeHYIIUIEPAiH JIe TaJanTaphbl 3aMaHFa cail e3repyie, SFHU
TEXHOJIOTHSl 3aMaHBIHJIAFbl Oananap[blH KYHIENIKTI KypalblHa aifHaIFaH Ta/pKeTTep MeEH
TEXHOJIOTHSUIAPBl TUT YHPEHY Kypaimapbl peTiHe KOJMAHYbIMBI3 KaKeT. OJIEYMETTIiK
JKENUIEPIIH KapKbIHAB JaMybl KOFaM/Ia aybI3eKi KOMMYHHKAITUSHBIH TaIIBUTBIFBIHA 2 OKEil
cokThIpabl. Con cebenTi *ac YpHaKThIH aFbUIMIBIH TUTIH YHPEHYre JAEreH KbI3bIFYIIbUIBIFBIH
KaJBIITACTBIPYFa BIKOAT €TETIH CaHJBIK TEXHOJOTUSIIAPIBIH ~MYMKIHAIKTEpIH THIMIL
naiananybiMbl3 Kepek. COHIBIKTaH aFbUINIBIH TUTIH OKBITY ayAWTOPHUSUIApbIHAA IH(PITBIK
TEXHOJIOTHSUIAPABI KIPIKTIPY apKbUIBI CTYACHTTEP/IH Til YHPEHyre JEereH KbI3BIFYIIbIIBIFbIH
JAMBITY OCBI 3€pTTEY KYMBICHIHBIH 0acTbl OAFbITHI OOJIBIN TaObLIAIbI.

KiaT ce3nep: caHAbIK TEXHOJOTHs, MOTHBAIMS, KapbIM- KaTbIHAC, OJIEYMETTIK >Keli,
KOCBIMILIAJIap
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