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 Learner Objectives:

1. The learner will be able to discuss how the game-
based student response system Kahoot! can be 
used with students in the classroom.

2. The learner will be able to develop a Kahoot! quiz 
for nursing students. 

There are no conflicts of interest with my employer Barry 
University. 
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Disclosure



 The millennials are between 20 and 35 years old and 
they haven’t lived a day of life without the internet. 

 Interacts frequently with technologies- computers, 
smart phones, tablets, video games, the Internet.

 Tech savvy.
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The “Millennial Generation” of 
College Students
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Students Learning and 
Engagement
 Technology plays a critical role in teaching and learning.

 Covering increased amounts of content in nursing 
curricula.

 Instructional strategies that are interactive and 
cooperative.

 Recognition of student engagement and immediate 
feedback. 
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Why Use Gaming Platforms in the 
Classroom?

 Review content not easily understood.

 Transform the conventional classroom into interactive 
learning environment.

 Stimulates learning

 Fun



 Games as pedagogical platforms are becoming more popular in 
nursing education. 

 Appeal to many, and support learning in the classroom (Plum & 
Rose, 2017). 

 Game-based student response systems have been found to foster 
students’ engagement, enhance classroom dynamics and improve 
overall students’ learning experience (Licorish, Owen, Daniel, 
George, 2018 ). 

 Kahoot! and similar web-based applications can help educators 
quickly gauge the class’s grasp of concepts and fluidly adjust to 
include a review of what is not understood (https://www.aku.edu).  
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Instructional Games

https://www.aku.edu/


 Student Response Systems - iClickers, Poll Everywhere, Turning 
Technologies

Contemporary Game-Based systems

 Kahoot

 Socrative

 Plickers

 Quizizz

 Quizlet Live

 Gimkit
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Instructional Gaming Strategies



 Kahoot! is a web-based technology that is free. 

 Can be played by the whole class in real time. 

 Educators design their own Kahoot! quizzes. 

 Pictures and videos can be added to the background.

 Display questions on a screen

 Students respond using any web-enabled device such as 
smartphones, tablets, and computers to connect to the 
game using a unique code. 
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Kahoot! 



 The purpose of the review was to reinforce 
information presented previously in the Pediatrics 
course in the nursing program. 
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Purpose of the Kahoot! Review
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Participants

 Students enrolled in the senior seminar nursing 
course. 

 87% less than 30 years of age.

 100% between 20 and 35years old.



 50 questions  

 10 questions per section

 Discuss each question

 Answers from one question used to transition to the 
next question.

 Prizes awarded

 a 5-item Likert scale questionnaire was given to the 
students to evaluate the Kahoot! review.
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Kahoot Review Session



 Log in to https://Kahoot.com create an account then 
click Quiz, Discussion or Survey to create a fun 
learning game in minutes, made from a series of 
multiple choice questions. 
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Creating a Kahoot!

https://kahoot.com/


Kahoot! Quizzes  
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 Students respond using any web-enabled device such 
as smartphones, tablets, and computers. 
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Are you ready to Play?



Immediate Feedback
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 End of semester 5-item Questionnaire. 

 The Kahoot! review format was helpful for students in Pediatrics.

 5 4 3 2 1

 The online Kahoot! format  was easy to use.

 5 4 3 2 1

 The Kahoot! review was fun.

 5 4 3 2 1

 The Kahoot! review kept me engaged in the classroom.

 5 4 3 2 1

 I would recommend using Kahoot! for review with  future nursing students .

 5 4 3 2 1
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Evaluation



Findings
 100 % of students reported that the 

Kahoot review format was extremely 
helpful.

 100% of the students found the online 
format easy to use.

 100%  of the students communicated 
that the Kahoot! review was fun, and 
interactive. 

 100% of the students reported that 
the Kahoot! review kept them 
engaged in the classroom. 

 100% of students would recommend 
the using Kahoot! for review with 
future students.
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100%

100%

100%

100%

100%



 Provided an alternative form of classroom learning 
engagement.

 All students were able to actively participate.

 Improved students learning experience. 
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Implications
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Conclusion

 Game-based student response systems have been 
found to foster students’ engagement, enhance 
classroom dynamics and improve overall students’ 
learning experiences. 
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