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ABSTRACT 

Efforts to improve the quality of lectures with technology implementation are increasingly needed to overcome the problems of 

large-scale classes, one of them are Kahoot!. It aims measure and compare the improvement quality of lectures between the 

biomedical and clinical science groups on medical school of FMHS UMY after the implementation of Kahoot! This study used 

Non-control quasi-experimental pre-post-test method with total sampling. Quality of Lectures questioner had been declared and 

validated by Quality Assurance Unit School of Medicine FMHS UMY. The data analysis method uses a paired t-test followed 

by an unpaired t-test. The result of paired t-test showed an increase of 7.4% (p = 0.001), 7% (p = 0.005), 7.2% (p = 0.003) and 

6.97% (p = 0.085) on aspects of the quality of lecture material, delivery methods, communication & interactions, and class 

schedules & facilities, in sequence. The Results of unpaired t-test showed that there were insignificantly differences in quality 

improvement between the biomedical and clinical science groups (p> 0.05). There was a significant improvement in all four 

aspects of lecture quality after the implementation of Kahoot! Quality improvement in the biomedical science group was 

insignificantly better than clinical science. 
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1. INTRODUCTION 

The development of education has experienced major 

changes due to advances in information and communication 

technology. Along with these developments, the learning 

methods used in the teaching and learning process of 

medical student also develop. Severe challenges faced in the 

learning process of medical students have in common in 

various countries in Asia. Many medical education 

institutions that still use the single lecture method based on 

biomedical and clinical science disciplines are not 

integrated yet. The learning process is still problematic in 

large-scale classess and spends most of the time in 

traditional lectures. The problem that arises is the lack of 

students’ independence in learning.[1] 

Kahoot! application can be one of the media to support 

the learning process for large-scale classes. Now Kahoot! is 

develop  its use into an application that allows a teacher to 

make quizzes related to the material presented and display 

the result of student participation quickly and easily.[2] 

Kahoot! has an attractive user interface so that it can 

increase student interest in completing quizzes given by  

lecturer.[3] 

Some previous studies have shown that the using of 

Kahoot! increase students’ concentration, pleasure, 

acceptance of material, motivation and satisfaction than 

other application platforms. [4,10] The using of Kahoot! 

can lead to students’ participation in learning so that it is 

expected to improve the quality of the learning process, 

especially in large classes. There is a lack from some 

previous study which is comparing the quality of lectures 

between groups of lecturers based on biomedical and 

clinical science disciplines after the application of the 

Kahoot! quiz application. Based on that reason, the novelty 

of this research was examining comparison of the quality of 

lectures after using Kahoot! between biomedical science 

and clinical sciences group of lectures at the Medical Study 

Program FMHS Universitas Muhammadiyah Yogyakarta. 

2. RESEARCH METHOD 

This research is a quantitative study with a quasi-pre-test-

post-test experimental research design. The sampling 

technique used total sampling. The research instrument was 

in the form of a questionnaire developed by Quality 

Lectures from the Medical Study Program Quality Team of 

FKIK UMY, which had been tested for validity and 

reliability with a Cronbach's Alpha value of 0.822. The 

questionnaire contained ten questions regarding four 

aspects of the Quality of lectures, namely lecture material, 

delivery methods, communication & interaction, and class 

schedules & facilities which was filled by the students. 

Data was collected twice, namely before and after the 

application of Kahoot! from the same lecturer partners. Data 

before implementation was obtained from the quality 

assurance team of the School of medicine FKIK UMY. 

Lecturer partners were applying the application Kahoot! 

quiz during their lecture as a process of learning. Data 

collection after the application of Kahoot! was conducted 

by asking students to fill in the same questionnaire at the 

end of the lecture from October 2018 to April 2019. 
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The population of this research was students of school of 

medicine FMHS UMY batch 2015, 2016, 2017, and 2018 

who participated in partner lecturer lecture. Inclusion 

criteria in the research were students who are registered as 

active students and were willing to become research 

respondents. The exclusion criteria in this research were 

students who repeated blocks, did not attend lectures, and 

could not log in on the Kahoot! application. 

3. RESULTS AND DISCUSSION 

The data was obtained from 302 students from batch 

2015, 2016, 2017 and 2018. This research was compared 

four aspects of the quality of lectures from 18 lecturers 

which delivered a lectured on 7 topics of biomedical science 

and 9 topics of clinical science.  

In the aspect of Lesson Material increased by 0.36 (with 

a significance of 0.001), in the Delivering Method aspect 

increased by 0.35 (with a significance of 0.005), the 

Communication & Interaction aspect experienced an 

increase of 0.35 (with a significance of 0.003), and in the 

Lecture & Facilities Schedule aspect an increased of 0.24 

(with a significance of 0.085). 

Table 1. Paired t-test results for filling out the lecture 

quality questionnaire before and after the Kahoot! 

 

Based on paired t-tests conducted, it was found that the 

quality aspects of Lesson Material, Delivering Method, and 

Communication & Interaction had a value of p <0.05 so that 

it can be concluded that there was a significant 

improvement between the three aspects of the quality of the 

lecture before and after the application of the Kahoot! quiz. 

In the aspect of schedule & facilities increased by 0.24 but 

not significant (with a significance of 0.085). 

To find out the differences in the quality improvement of 

lectures between the biomedical and clinical science 

groups, an unpaired t-test was conducted on the difference 

in each aspect of lecture quality before and after the 

application of Kahoot! application.  

 

 

 

 

 

Table 2. Results of unpaired t-tests for the quality of 

lectures in the biomedical and clinical sciences group. 

 

 

 

 

 

 

 

 

Based on the table, it was found that the quality of 

lecturers’ lectures after the application of the Kahoot! from 

the lecturer of the biomedical section is better than the 

lecturer from the clinical part. But the significance value is 

> 0.05, so the difference is not statistically significant. 

Based on the correlative test conducted in this study, it 

was found that there was a significant influence in 

improving the quality of lectures after the Kahoot! 

application. There are several things that affected the 

improvement of the quality of lectures in this study related 

to lecture material, delivery methods, and communication 

by lecturers. The first aspect of the quality of lectures is 

assessed from interesting lecture material and used good 

examples or illustrations. Kahoot!, in its application, can 

display images and videos making it easier for students to 

illustrate the material being studied. Use the Kahoot! app 

can create enthusiasm in the classroom, encourage students 

to recall lecture material, and create a pleasant classroom 

environment.[5] This is in accordance with this research 

where there was an increase in the subject matter aspects 

after the application of Kahoot! quiz application. 

The quality of lectures is also assessed from the aspect of 

the method of delivering the material by lecturers, including 

presentation media that are interesting and easy to 

understand. Kahoot! as a user-friendly medium that makes 

lectures more interactive and enjoyable; thus, sharper focus 

and active student participation are needed. The use of 

Kahoot! application can measure students' understanding of 

learning material so that it helps improve student academic 

achievement.[6] 

Kahoot! application in its application includein quiz 

game-based learning methods where the quiz is done in the 

classroom after the delivery of material by the llecturers. 

Such a method can involve active participation and 

competitiveness between students, thereby increasing 

interaction between teacher and students as well as students. 

Even the level of student satisfaction in general is very good 

with the application of the Kahoot! [7] The quiz game 

method compared to didactic lecture.  The quiz game 

method is preferred and accepted by students because it is 

more fun and helps students in the process of understanding 

and remembering material.[8] After the implementation of 

Quality Aspect 

Average score before 
and after Kahoot! 
Implementation Sig 

Biomedical Clinic 

Lesson material 0.519 0.237 0.102 

Delivering method 0.444 0.278 0.446 

Communication 
and Interaction 0.517 0.212 0.118 

Schedule and 

Facilities 
0.417 0.112 0261 

Quality aspect Sig 

Lesson material 0.001 

Delivering method 0.005 

Communication and Interaction 0.003 

Schedule and Facility 0.085 
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the Kahoot!  application can increase in the quality of 

lectures was found in the aspects of Communication & 

Interaction 

 

Timeliness and duration of lectures and facilities in the 

lecture also be included an assessment of the quality of 

lectures from the aspects of the Lecture Schedule & 

Facilities. Kahoot! effectively was used as an assessment 

before learning began, so the duration of learning becomes 

more effective because students have prepared material to 

be taught before learning begins.[9] Whereas in this study, 

with the Kahoot! at the end of the lecture, it may be related 

to the efficiency of the lecture. The lecturer will prepare a 

few minutes before the lecture ends to use the Kahoot! 

application so it will affect the timeliness of the lectures. 

4. CONCLUSION 

There are some things that can be concluded from this 

study. For the firstly, the implementation of The Kahoot! 

quiz application in the single class lecture process 

significantly increases the quality of lecture material, 

quality of the material delivery method, and quality of 

communication and interaction. It is different from these 

three aspects. The schedule and facilities aspect does not 

improve. Then when it seen from the quality of lectures 

between the groups, it can be concluded that the group of 

lecturers from the biomedical section is better than the 

group of lecturers from the clinical science department. But 

it is not significant. 

Further researchers need to prepare the quality of material 

from each lecturer before the implementation of the 

Kahoot! Quiz application, conduct better supervision in 

filling out the lecture quality questionnaire after the 

application of Kahoot! quiz application. Besides, the larger 

sample should be considered. 
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