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Incorporating games into learning a foreign language is an effective strategy that can lower students’ stress and improve their
learning. *us, this study tried to examine the impacts of Kahoot as a game-based learning tool on Iranian EFL learners’
vocabulary recall and retention. To this end, 50 Iranian intermediate learners were chosen for the participants of the study. After
that, the participants were randomly assigned to two equal groups, one experimental and one control. *en, the participants’
English vocabulary knowledge was measured by administering a vocabulary pretest. After pretesting process, the participants in
both groups received the treatment in two different ways. In the EG, the new vocabulary items were taught using the Kahoot game,
while in the CG, the new ones were taught using traditional instruction. After finishing the treatment course, which lasted ten
sessions, the two groups took the immediate vocabulary posttest. After three weeks, a delayed vocabulary posttest was ad-
ministered to both groups to determine the effects of Kahoot on their vocabulary retention. *e results of paired samples and
independent samples t-tests depicted that there were significant differences between the immediate and delayed posttests of the
EG and the CG in favor of the EG. *e implications of this study can tell the teachers that teaching through game-based learning
tools may produce better results than teaching through traditional methods. Also, the implications of this study can encourage
students to practice and learn English even outside of the class context.

1. Introduction

Technology has infiltrated almost every aspect of our lives in
our digital age. Indeed, technology has revolutionized the
way our world operates and progresses. Technology has

brought about significant changes in our private life, the
economic globe, and other sectors throughout the entire
planet [1]. It is remarkable to realize how the incorporation
of technology into each aspect of human life and sur-
roundings has had a significant influence on boosting
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efficiency and increasing productivity and quality in the job
we perform. *ere is a minor question of whether incor-
porating technology into our educational system is trans-
forming the educational landscape [2, 3]. *e incorporation
of technology into our training has undoubtedly resulted in a
plethora of novel learning methodologies and techniques
that improve the overall efficiency and productivity of the
educational process. Aside from giving learners a significant
advantage and benefit, the development of new technology
systems and software has provided instructors with the
resources they require to boost participants’ commitment to
the teaching and learning process [4, 5].

With the advancement of technology, one subset of
technology is educational games, which have a crucial role in
language learning nowadays. According to Hadfield [6],
classroom gamification is “an exercise with regulations, an
objective, and a component of enjoyment” (p. 101). *ey
allow students to actively participate in activities while also
strengthening emotional responses such as curiosity, en-
thusiasm, and readiness to partake. In addition, games often
emphasize the interpersonal and pragmatic components of
language [7, 8]. *ey have a beneficial impact on active
involvement, allow for individualism and competitiveness in
learning, and enable the opportunity to employ language
abilities in a variety of contexts [9].*ey can be incorporated
in classroom activities to provide a funny yet challenging
atmosphere and are especially useful to alleviate students’
overwhelmed assignments and teachers’ monotonous
pedagogy.

As a result, as compared to conventional techniques,
game-based learning provides an efficient language learning
environment for learners. Online gamification lessens stu-
dents’ introversion. It allures risk-taking, praises students for
their efforts in active participation, contributes to students’
self-confidence, invites students to take the initiative and
diagnose their background knowledge, encourages students
to ask questions, helps students to develop their awareness,
and corrects their mistakes [10, 11]. Game-based learning
has a crucial role in provoking students’ enthusiasm for
learning, improving the proper cognitive needs, and de-
veloping their individual socialization as well as healthy
mental and physical development [12].

Kahoot is a game-based learning platform utilized in
schools and colleges as an educational resource. *e Kahoot
platform results from the Lecture Quiz research project
started at the Norwegian University of Science and Tech-
nology in 2006, where multiple prototypes were enhanced
and assessed via experiments over several years [13]. In fall
2012, a start-up company was founded to improve a new
game-based learning platform from the ground up named
Kahoot! based on Lecture Quiz. *e Kahoot! game-based
learning platform was released in September 2013 [14].
Kahoot includes multiple-choice quizzes and jumbles that
permit signing up and may be accessible using a web
browser. Kahoot can be utilized to investigate students’
knowledge and track their responses and scores for for-
mative assessment [15, 16]. Kahoot also includes trivia
questions, and it is intended for interactive learning, with
participants brought together around a shared screen such as

an interactive whiteboard, projector, computer monitor, or a
smart TV.

Screen-sharing solutions such as Kahoot, Skype,
WhatsApp, and Google Hangouts may also be utilized with
Kahoot. *e game is designed so that players must regularly
look up their gadgets. *e gaming is straightforward; all
participants join via a randomly generated game PIN dis-
played on a shared screen and use a tool to respond to
questions given by an instructor, company leader, or other
individuals [17]. *e answers to these questions may be
altered to grant credits. Following each question, points are
added to the leaderboard. Kahoot also allows users to create
questionnaires and provides a conversation platform.

Kahoot assists teachers in creating online exams from a
succession of multiple-choice questions and mangles, as well
as the addition of multimodal devices (films, photos, info-
graphics, and so on.) to the questions to increase partici-
pation [18, 19]. By using Kahoot, teachers can attract the
student’s attention to focus on the lesson and increase their
task behavior. Most students prefer attractive games rather
than paper-pencil activities.

By using Kahoot, we can develop EFL learners’ vocab-
ulary knowledge. Vocabulary learning is considered an es-
sential part of foreign language learning [20]. Learning
vocabulary necessitates students’ competence in both theory
and practice. Schmitt [21] states that studying vocabulary is
crucial since language success is an essential measure.
Similarly, mastering a foreign language is fundamentally
linked to vocabulary development; a dearth of lexical items
will impede the process of learning a foreign language. L2
learners may not attain desirable language learning results if
they lack adequate vocabulary knowledge [22, 23].
According to Adam [24], English language learners’ real
communication is hampered by a lack of vocabulary
knowledge. As a result, it is plausible that EFL learners
demand proper vocabulary knowledge.

*is study aimed to develop Iranian EFL learners’ En-
glish vocabulary knowledge by using Kahoot as a kind of
game-based learning platform.*is study is significant since
it worked on a new topic, and its results can encourage
teachers and students to apply game-based instruction in
language learning. In vocabulary learning, using games can
give students the context of actual usage of the words. By
using games, learners can practice both inside and outside
the classroom. Also, teachers can keep students engaged in
learning by using game-based learning.

2. Review of the Literature

While games have long been utilized in educational settings,
gamification is a relatively new notion. Gamification uses
game-like mechanisms (such as points, leaderboards, and
badges) in nongame environments [25]. Meta-centered
activities, incentives, and advancement are among the sig-
nificant aspects of gamification, according to Dickey [26].
Furthermore, the gamification process should be considered.
*e interface design patterns and mechanics, design prin-
ciples, game models, and game design patterns and game
design approaches were proposed by Deterding et al. [27].
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*e theory of motivation, engagement, and psychology
has investigated and described the advantages of gamifica-
tion. *e self-determination theory (SDT) [28] is the most
often grounded theory connected to gamification. It dis-
cusses both extrinsic and intrinsic motivation. According to
Muntean [29], gamification encourages intrinsic motivation
by providing a feeling of dominance, independence, and
connectivity via the usage of external features such as levels,
points, and badges.

Plass et al. [30] argued that different motivational,
cognitive, affective, and sociocultural theories, including
social cognitive theory [31], achievement goal theory [32],
activity theory [33], and situated learning theory [34],
provide the foundation for the successful design of game-
based learning.

Games are fantastic teaching tools that may be utilized in
any course to capture students’ interest, increase engage-
ment, and review subject material [35]. On the other hand,
game-based response systems enable students to answer
questions shown on a screen in class. *e students use
mobile devices, usually phones, to click their responses on
multiple-choice questions. *e answers to the questions are
instantly shown graphically to the class. Learners have
displayed the results in histograms, and the teacher may
discuss or rehash the subject matter [36].

A new game-based response system on the web that is
used both in online education and face-to-face learning
contexts is Kahoot. *e popular game-based response sys-
tem Kahoot promotes the learners’ curiosity and engage-
ment, and this helps the instructors to discover areas of
weaknesses in subject matter understanding and course
design [1, 37]. *e incredibly competitive, involving, and
enjoyable environment in Kahoot is very precious for
learning purposes and psychological goals [1].

Kahoot has two modes, classic and team modes. Clas-
sically, learners play against learners. However, in team
mode, the instructors can separate the class or learners into
sections, and each team can collaborate in itself on a phone,
tablet, or laptop and compete against other groups in a
game-based setting while the instructor supervises the re-
sults [38]. Kahoot allows the instructors to form multiple-
choice questions and show the correct answers. Kahoot can
be opened on the web, and classes can play against each
other or within each other. During the game, the learners
compete for points. *e learners require a code that the
instructor issues to enter the game.

Like many tools, there are benefits and risks associated
with Kahoot. *e following points can be ordered con-
cerning benefits: first of all, the technological tool is user-
friendly. *e learners can use the application without any
downloads or computer knowledge; this helps them ac-
custom to the learning environment. However, the in-
structor can assess the online learners’ knowledge before
they begin the course. According to results, the instructor
can plan for teaching style and level [39].

Moreover, the tool is an excellent way to do a warm-up
activity. *is helps the instructors to begin with a play to
remove the psychological barriers before the course starts.
Besides, during the online course, the instructor can receive on-

time feedback, and in the sameway, the learners can assess their
understanding as well. Moreover, the tool helps the instructor
gamify the course and motivate the learners. However, it is a
perfect tool for doing reviews at the end of the course. Lastly,
the device will support interaction, which is very important in
online learning, among the learning community [40].

To learn a language more straightforward, we should
have a specific strategy. Students have to use various
techniques to succeed in their learning process [41]. Games
are employed as a strategy to engage pupils in their learning.
Well-chosen and planned games are crucial because they
provide students with a respite while also allowing them to
practice language skills. Huyen [42] notes the following
benefits of utilizing games to acquire vocabulary in the
classroom: (a) games offer relaxation and enjoyment,
allowing students to recall words more readily. (b) Because
games feature friendly competition, they engage and mo-
tivate the students. (c) Vocabulary games provide real-world
context into the classroom. Competition, collaborative play,
and role-play are the benefits of games that involve learners
both emotionally and cognitively [43]. According to Barbosa
and de ´Avila Rodrigues [44], the advantages of game-based
learning are activating and motivating learners and chal-
lenging them to learn by practicing.

According to Drake [45], active learning in school has
some advantages for conceptual growth but only to the
degree that it supports meaningful learning. Active learning
strategies should be seen as part of a toolkit that may aid in
material mastering, but only when applied correctly. An-
other benefit of teaching vocabulary via games is that games
motivate learners because most learners do not like to
memorize techniques because it is monotonous, but a game
is enjoyable, and students get a break from the typical
pattern of vocabulary sessions [46]. Teaching vocabulary
using games can obtain valuable benefits because we learn
knowledge and have fun with the learning media.

Some researchers proved the effects of Kahoot on language
skills and subskills. Boulaid andMoubtassime [17] investigated
the impact of Kahoot in improving the English vocabulary of
Moroccan EFL University students. In their third semester at
Sidi Mohamed Ben Abdellah University in Meknes, ninety-
seven Moroccan English students were attacked. *e purpose
of this quasiexperimental research is to investigate the sig-
nificance of introducing Kahoot as a Web 3.0 App within the
classroom to increase college students’ vocabulary, which adds
to refining language abilities, mainly writing and speaking.
*us, the project exposes the degree to which Kahoot enables
students to learn the word in context. *e learners were
educated via Kahoot exercises over eight weeks. Analyses of
questionnaire answers before and after Kahoot exposure,
presented to a suitable sample, demonstrate that it dramati-
cally adds to students’ vocabulary richness. Indeed, the study
seeks an alternative teaching technique that would aid students
in broadening their English vocabulary via online gaming.
Faculty members may be able to develop new pedagogies due
to the findings of this article. *e final results suggest that
Kahoot adds to the vocabulary enrichment of EFL learners.

Putri [47] analyzed the effect of the Kahoot game on
increasing students’ language understanding. *is was a
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quasiexperimental research utilizing quantitative data as the
data collection tool. *e nonequivalent group design with
pretest and posttest was used as the study design. *is re-
search focused on 7th learners at SMP Negeri 15 Semarang
during the 2019–2020 academic year. *e investigator used
pretest, interventions, and posttest to collect data. *e
Kahoot game was used to educate the students in the EG
during the treatment activity. *e children in the CG, on the
other hand, were instructed using the traditional technique.
*is study’s tool is a multiple-choice vocabulary compre-
hension exam. *e statistics revealed that the mean pretest
scores of the EG were 74.45 and 72.11 for the CG. *e mean
scores of both groups enhanced after they received the
treatments. *e mean posttest score for the EG was 86.81,
whereas the CG scored 81.05. After examining the data, it
was discovered that there were discrepancies in scores be-
tween students taught using the Kahoot game and those
taught utilizing the traditional technique.

Kaur [4] described the results of a short survey of 50
secondary school students at an international school who
used Kahoot to learn a new language. *ere were ten
questions on a five-point Likert scale in the research. Nearly
every respondent reported having a favorable experience
when their classes included Kahoot. *e Kahoot platform,
according to the majority of learners, allowed them to
participate actively in their language classes. According to
the vast majority of participants, using Kahoot in language
courses was a success. A more relevant and rich language
learning experience is provided by adaptive software and
platforms like Kahoot, which encourage learners to par-
ticipate in their language learning processes.

Wang and Tahir [14] published a study that presented the
findings of a literature review on the impact of utilizing
Kahoot for learning, significantly how Kahoot impacts
learning performance, classroom dynamics, learners’ and
instructors’ attitudes and views, and students’ anxiety. *e
evaluation covered 93 papers, and the significant finding was
that Kahoot might improve learning performance, classroom
dynamics, learners’ and instructors’ perspectives, and stu-
dents’ anxiety. However, studies have shown that Kahoot has
little or no impact. Participants’ significant challenges involve
technical issues such as unverified Internet connections,
difficulty reading responses to questions on a projected
screen, inability to change answers after submission, stressful
time-pressure for providing solutions, insufficient time to
respond, fear of losing, and difficulty catching up if an in-
correct response was provided. Furthermore, the main
challenges noted by educators involve getting the level of
difficulty of questions and answers accurate, network con-
nectivity issues, scoring based on how quickly understudies
reply, lessening student reflection, and causing some un-
derstudies to assume without thinking that some under-
studies may have a challenge failing a quiz and that some
instructors may find it really difficult to use the technology.

Quiroz et al. [48] used a quasiexperimental posttest
method to investigate the impact of Kahoot on increasing
English vocabulary acquisition in an EFL environment. *e
research comprised an EG and a CG from two 9th grade
courses.*e pre- and posttests were given to both groups, and

the results were compared to see whether there was any
variance. *e interventions in each group lasted four weeks
and consisted of two lessons each week. *e experimental
treatment findings, in particular, demonstrated an increase in
English vocabulary knowledge utilizing the Kahoot program,
with a substantial variance and a medium impact size.

Hussein and Alshra’ah [49] evaluated the impact of
Kahoot on the development of EFL Saudi learners’ vocabulary
learning, reading comprehension, and attitudes about the
game, as well as their opinions toward it. A sample of 77 male
EFL Saudi students at Imam Mohamed Ibn Saud Islamic
University’s Deanship of Preparatory Programs was used to
attain this goal, and the researchers used an experimental
technique to accomplish their goal. To achieve this, the re-
searchers purposely selected two scientific stream courses,
with one class consisting of 38 participants being allocated as
an EG and the other class comprising 39 participants being
allocated as a CG. *e conventional approach was utilized in
the first term of the academic year to educate the CG, while
Kahoot was used in the second term to educate the experi-
mental technique (2018–2019). Specifically, three instruments
were employed in the present investigation: a vocabulary test,
a reading comprehension exam, and a questionnaire. Par-
ticipants’ postvocabulary acquisition and reading compre-
hension examinations revealed statistically significant
differences between the means of the two groups, indicating
that the EG outperformed the other group on both exams.
*is might be attributable to the fact that Kahoot was used.
*is suggested that using Kahoot as an educational technique
had a favorable impact on improving students’ vocabulary
learning and reading comprehension skills.

In conclusion, compared to conventional learning
methods and other learning aids, the Kahoot may have a
good impact on learning in various situations and domains.
Several articles have written about the effects of the Kahoot
platform and indicated the positive impact of this game on
learning English language development. Yet, the effects of
Kahoot have not been broadly examined on Iranian EFL
learners’ vocabulary recall and retention. *erefore, this
study tried to examine the effects of the Kahoot game on
Iranian EFL learners’ vocabulary learning, hoping that the
results of this study contribute to the related literature and
encourage teachers and material developers to integrate the
game-based instruments in their classes and syllabuses.

Based on the goal of the research, two questions were
posed:

RQ1: does using Kahoot as a game-based learning tool
significantly develops Iranian EFL learners’ vocabulary
recall?
RQ2: does using Kahoot as a game-based learning tool
significantly develops Iranian EFL learners’ vocabulary
retention?

3. Method

3.1. Participants. Research participants were 50 intermedi-
ate learners who were selected from a pool of 78 learners at
the Pars English Language Institute in Ahvaz, in the Iranian
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province of Khuzestan. All of these pupils were male,
ranging from 16 to 33 years old. According to their per-
formance on the Oxford Quick Placement Test, their level of
English language competence was evaluated (OQPT). In this
study, the respondents were recruited using a convenience
sample strategy, which means that only those easily available
learners were chosen to participate in the research. *e
students were separated into two groups of 25 each, which
were designated as EG and CG.

3.2. Instruments. A proficiency exam entitled the Oxford
Quick Placement Test (OQPT) was used in the present
investigation to homogenize the respondents. All of the
respondents completed this test to ensure that they were all
of the same levels of competence. It aided the researcher in
selecting intermediate pupils; those who scored between 40
and 47 were classified as being at the intermediate level of
learning.

Using the participants’ coursebook as a guide, a re-
searcher-created vocabulary pretest was used to collect in-
formation for this study’s second and most crucial tool,
which was used to address the question asked in the first. It
consisted of 30 multiple-choice questions. For the test to be
valid and reliable, it was piloted on a comparable group of
people who were not included in either the experimental or
control groups. *e purpose of this piloting was to deter-
mine the time of the test and the item difficulty and item
discrimination, as well as to calculate the dependability of
the tests. Learners would have enough time to complete the
exam; it was predicted that they would have 30 minutes to
complete the test. *e time taken by the quickest learner and
the time taken by the slowest learner were combined by the
researcher to determine the overall time. *e mean was then
determined in order to determine the actual time required
by the students to complete the assessments. In order to
arrive at this time, the quickest student added the time used
by the slowest learner to arrive at a total time of two minutes.

According to Hatch and Farhady [50], the degree to
which a test gives consistent findings when conducted under
identical settings is known as the dependability of the test.
Consequently, consistency of results is the most funda-
mental idea in the dependability of a testing procedure.
When the vocabulary pretest was conducted on one pilot
group, it was possible to determine its reliability. *e vo-
cabulary exam was piloted on 15 intermediate students
comparable to the experimental and CG learners in terms of
ability. It was determined that the test was reliable by cal-
culating the reliability coefficient (K-R 21 formula), which
came out to be 0.82. In contrast to the reliability, which is a
strictly statistical measure, validity is a question of degree
that is significantly influenced by the specifics of the test
being administered. A team of English language specialists
evaluated and verified the exam.

*is research employed three instruments, the third of
which was an instant vocabulary posttest. *e study’s
posttest consisted of a modified version of the pretest that
had been previously administered. All of the parameters of
the posttest, including the kind of questions and the number

of items, were the same as those of the pretest. *e only
distinction between this exam and the pretest was that the
sequence of the questions and options were switched to
eliminate the possibility of recalling the responses from the
pretest. It was given to the students to assist the researchers
in determining the efficiency of the therapy on their vo-
cabulary acquisition. Because the posttest was the same as
the pretest, all participants deemed it valid and trustworthy
(the reliability and validity of the pretest are reported above).
It should be noted that this test was used both as the im-
mediate posttest and the delayed posttest.

3.3. Materials (Target Words). *e respondents were pro-
vided with a list of new words from their textbook (504
Essential Vocabulary). Based on the assumptions of Dufon
and Fong [51], the target words which will be taught would
be unknown, unfamiliar, or difficult for the participants, so
the researchers selected the target words out of the men-
tioned reading texts. *e participants’ degree of familiarity
with the target items was realized through a vocabulary list.
In other words, a list of 130 words was prepared by the
researchers, and it was given to the students to determine
their familiarity with the terms. If a comment was known to
the majority of the participants, then it was excluded from
the study. After answering this list, it was revealed that 80
words were unfamiliar and unknown for the students, and
they were regarded as the target words.

3.4.Procedures. As a first stage, 50 Iranian EFL learners were
recruited and randomly split into two equal groups: one for
the EG and another for the CG.*en, they were subjected to
a pretest consisting of a vocabulary exam created by the
researcher, and the therapy was practiced on them. As the
treatment, the researcher taught 80 vocabulary items to the
EG by applying the Kahoot game. All students had access to
Kahoot and then entered the game PIN. One new vocabulary
was displayed on the screen. Its meaning was provided for
the students in a multiple-choice format. Four different
meanings were provided, and the students were required to
guess and select the right option. *is procedure continued
to teach ten words in each session. In fact, in each session,
the students responded to ten vocabulary multiple-choice
questions by clicking the options they had taught were
correct. When all students answered and selected their
options, the results of the quiz were shown to see who had
the highest score and was the winner of the game. *is
procedure continued to teach 80 vocabularies to the EG.*e
CG received traditional vocabulary instruction. *e mean-
ings of 80 words were provided for them in a printed format,
and the words were used in new sentences to help them learn
the meanings more deeply. In each session, ten vocabulary
items were trained for this group. *e researcher provided
the Persian equivalent of each word; in addition, he provided
English antonyms for the majority of the new words. At the
beginning of each session, a vocabulary quiz was adminis-
tered to the students. After teaching all 80 vocabulary items,
both groups took the immediate vocabulary posttest, and
three weeks later, a delayed vocabulary posttest was
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administered to the participants of both groups to examine
the effectiveness of the treatment on their vocabulary
retention.

3.5. Data Analysis. Data analysis was done using the SPSS
software version 22 to respond to the research question. In
the first instance, descriptive statistics such as the means and
standard deviations were computed. *ree independent
samples t-tests were employed to investigate the effects of the
therapy on Iranian EFL learners’ vocabulary knowledge in
the second phase of the study.

4. Results

*e gained results are presented in the following tables.
*e descriptive data for both groups before the test are

shown in Table 1. *e mean score for the CG is 12.76, while

the mean score for the EG is 13.48. Essentially, this suggests
that both groups had the same level of vocabulary knowledge
before undergoing the intervention. An independent sam-
ples t-test was used in Table 2 to see if the differences be-
tween the two groups were significant or not.

To determine whether there is a statistically significant
difference between the vocabulary pretests of the two groups,
an independent samples t-test was performed in Table 2.
Given that Sig. (0.27) is more than 0.05, the difference
between the pretests of both groups is not statistically sig-
nificant at p> 0.05, according to the findings. Based on the
results, one can conclude that both EG and CG had the same
vocabulary knowledge before carrying out the game-based
instruction.

*e descriptive statistics of both groups’ performance on
the vocabulary posttest are shown in Table 3. *e typical
score for the CG is 13.84, whereas the mean score for the EG

Table 1: Means and standard deviations of both groups on the vocabulary pretest.

Groups N Means Std. deviations Std. error means
CG 25 12.76 2.12 0.42
EG 25 13.48 2.43 0.48

Table 2: Inferential statistics of both groups on the vocabulary pretest.

Levene’s
test for

equality of
variances

t-test for equality of means

F Sig. t df Sig. (2-tailed) Mean difference Std. error difference
Scores Equal variances assumed 0.29 0.59 1.11 48 0.27 −0.72 0.64

Equal variances not assumed 1.11 47.15 0.27 −0.72 0.64

Table 3: Means and standard deviations of both groups on the immediate vocabulary posttest.

Groups N Means Std. deviations Std. error means
CG 25 13.84 2.30 0.46
EG 25 18.12 1.98 0.39

Table 4: Inferential statistics of both groups on the immediate vocabulary posttests.

Levene’s
test for

equality of
variances

t-test for equality of means

F Sig. t Df Sig. (2-tailed) Mean difference Std. error difference
Scores Equal variances assumed 0.74 0.39 7.03 48 0.00 −4.28 0.60

Equal variances not assumed 7.03 46.97 0.00 −4.28 0.60

Table 5: Means and standard deviations of both groups on the delayed vocabulary posttest.

Groups N Mean Std. deviation Std. error mean

Scores CG 25 14.40 2.64 0.52
EG 25 17.68 1.86 0.37
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is 18.12. It is necessary to conduct an independent samples t-
test to determine whether the difference between the
posttests of the groups is statistically significant (see Table 4).

Table 4 demonstrates that the difference between the two
groups is statistically significant (p< 0.05). Based on the
results, the Sig. value (0.00) is less than 0.05, implying that
the performances of both groups were different on the
vocabulary posttest. When it came to the vocabulary post-
test, the EG performed much better than the CG. *is
improvement may be ascribed to the game-based teaching
that was implemented.

Based on the delayed posttest descriptive statistics in
Table 5, the mean score of the CG is 14.40, and the mean
score of the EG is 17.68. It is apparent that the EG group got
better scores on the delayed vocabulary posttest. An inde-
pendent samples t-test should be applied to discover any
significant difference between the delayed posttests of both
groups (see Table 6).

Based on Table 6, the difference between the delayed
posttests of both groups is significant as the Sig. value (0.00)
is less than 0.05. *e experimental participants outflanked
the control participants on the delayed vocabulary posttest
thanks to receiving a game-based instruction. We can say
that applying Kahoot as a game-based instrument is a reason
why the EG group outperformed the CG on the delayed
vocabulary posttest.

5. Discussion and Conclusion

Based on the outcomes of the current study, both EG and CG
got the same scores on the pretest while they had different
performances on the vocabulary posttests. In fact, the EG
who received the instruction through the Kahoot game
outperformed the CG on the immediate and delayed
posttests. *erefore, the null hypothesis of the study “using
Kahoot as a game-based learning tool does not develop
Iranian EFL learners’ vocabulary recall and retention sig-
nificantly” is rejected.

*e findings of this study are supported by Boulaid and
Moubtassime [17], who examined the effects of using Kahoot
on enhancing the English vocabulary of Moroccan EFL
University students. *eir results revealed that using Kahoot
significantly contributed to students’ vocabulary develop-
ment. Our findings also offer credence to the findings of Putri
[47], who investigated the usefulness of a Kahoot game on
enhancing students’ vocabulary understanding and discov-
ered that those students who were taught via Kahoot out-
performed the control group on a vocabulary posttest.

*e outcomes of this research are consistent with the
results of Ciaramella [52], who assessed the influence of
Kahoot on vocabulary acquisition and retention and found
that utilizing a game-based learning platform increased
vocabulary acquisition and retention. *e outcomes of this
research are in line with the findings of Taheri [53], who
explored the influence of language games on primary
children’s vocabulary memory. *e data analysis demon-
strated that the influence of game-like activities was more
substantial in the delayed period than in the immediate
moment. In addition, Wang [40] confirmed our result since
they suggested that Kahoot created a positive learning ex-
perience and encouraged their participation. *e outcomes
of this research corroborate the results of Bartsch and
Murphy [54], who verified the effectiveness of games on
language learning. In addition, Li [55] advocated our results,
whose study indicated that game-based vocabulary learning
developed students’ vocabulary knowledge, self-confidence,
and motivation.

Games are fantastic educational tools that can be used in
all courses to gain the learners’ attention, increase inter-
action, and review the subject matter. However, game-based
response systems allow the learners to respond to questions
displayed on a screen in classes. *e learners click their
answers on multiple chosen questions using mobile devices,
primarily mobile phones. *e answers to the questions are
immediately shown to the class visually. *e mentioned
advantages for the game-based learning can be the reasons
why the EG outflanked the CG on the posttest.

According to this research, when learners participate in a
vocabulary game, they have reciprocal orientations toward
achieving a goal, which is to locate the new word and
vanquish the other group. In reality, they are intuitively
compelled to cooperate and consult (talk to one other and
use terminology and phrases) to defeat the opposing group.
Even weak students participate in the activity since there is
no need for them to be concerned about their marks, and the
instructor just observes the pupils and declares the winners
and losers. In a vocabulary game, learners’ efforts to obtain
the best response involve them in social interaction. Learners
are relieved of the anxious constraints of being monitored
when they participate in vocabulary game-like exercises,
which improves their capacity to acquire and retain vo-
cabulary items. Learners in groups strive to find unfamiliar
vocabulary items by bargaining with one another, enhancing
student collaboration. Constructivist theorists, who think
that social interactions are essential for learning, highly
admire our research findings.

Table 6: Inferential statistics of both groups on the delayed vocabulary posttests.

Levene’s
test for

equality of
variances

t-test for equality of means

F Sig. t df Sig. (2-tailed) Mean difference Std. error difference
Scores Equal variances assumed 2.82 0.09 5.06 48 0.00 3.28 0.64

Equal variances not assumed 5.06 43.12 0.00 3.28 0.64
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*is study examined the effectiveness of using game-
based instruction (Kahoot) on Iranian EFL learners’ vo-
cabulary learning. As previously mentioned, the findings
indicated that using Kahoot was fruitful and advantageous
for learning English vocabulary.*e overall outcomes of this
research highlight the usefulness of using Kahoot to acquire
vocabulary as an alternative to more traditional resources
and the relative advantages of integrating Kahoot in col-
laborative learning activities in classroom settings. Because
the impact of employing game-based education on vocab-
ulary acquisition has been shown to be favorable and
substantial, game-based instruction should be prioritized in
any language program more than ever.

Fun, pleasure, and high motivation levels may be
achieved by using games in the classroom. In addition,
games play an essential role in reducing the fear of speaking
the target language. Playing games is a necessary part of
learning a language since it allows students to have fun while
simultaneously getting practice in the target language.
Playing games may be considered an excellent way to teach
vocabulary because of its usefulness and effectiveness as an
educational tool. Teachers of English as a second language
(EFL) may improve their students’ learning experience by
using games in their classes.*e results of this research show
that games are essential teaching tools in language classes
because they create a relaxed atmosphere for students and
are beneficial to both students and instructors when they
have an educational goal rather than just being entertaining.

Students, educators, and material creators may benefit
from the outcomes of this research. Teachers might suggest
to their pupils that they acquire language by playing games.
Instructional games are essential for instructors of all ages,
including preschoolers, elementary school students, and
adult learners. Instructors may employ activities to en-
courage students to work together and expose them to the
interactive use of vocabulary, such as testing one other on
new terms and debating word definitions in conversation.
Learning vocabulary via games can and should be utilized to
provide collaborative learning opportunities for lexical
growth both in and out of the classroom. Via using games,
teachers can have more relaxing and amusing classes. In
addition, using games in EFL classes can help teachers create
more meaningful contexts for teaching and learning the
English language. Teachers can use games in their classes to
make students involved and interested in language learning
and persuade them to use games out of the classrooms.

Students of English as a foreign language may benefit
from this research. Games have a massive impact on stu-
dents, and this is one of its most significant advantages.
Memory, association, linguistic, cognitive, interpersonal,
arithmetic, listening, and more are some of the skills stu-
dents develop via games. As simple, adaptable, and
underutilized tool for instructing young students, games
may be a powerful teaching tool. A teacher may utilize their
imagination and adapt diverse subjects in graphics to teach
vocabulary at a cheap cost and with recyclable value because
of this variety in the materials used. Students may acquire
vocabulary and enhance their English abilities via games.
EFL students may utilize games to acquire and link new

English terms with their current understanding of English
vocabulary. Students may carry their education around with
them wherever they go because of games’ convenience.
Instructional games enable students to acquire vocabulary
on their mobile devices at any time and in any location. By
using games in their learning, students can increase their
learning motivation, reduce their learning stress, and de-
velop their authentic communications [56]. Since students
encounter unknown vocabularies, grammatical points, texts,
etc., they may feel a high level of anxiety in the classes, which
can certainly affect their learning capability. As a result,
using games can assist to reduce their anxiety, make them
feel comfortable, and want to learn more.

It is important to note that the outcomes of this research
have significant implications for ELT curriculum developers
who build courses for L2/FL learners of various abilities.
Course designers are encouraged to include communicative
activities like games into their lessons for language learners
so that the students may benefit from them. Teachers need to
keep in mind how much work the children will have to put
into the games they choose. Further implications for the
Iranian Ministry of Education are significant since the
ministry has traditionally relied on conventional language
education techniques to develop its curriculum and text-
books. Using communicative activities like games to boost
student motivation and language acquisition is something
that the Ministry of Education should consider.

*e findings of this research may encourage ESL and
native researchers to do more empirical studies on the ef-
fectiveness of different kinds of instructional games on
learning English and other subjects such as math, art, and
geography.

It is possible that a number of limitations impacted the
results of this research. *e number of participants was
restricted to 50. More than 50 participants in this study will
need to be included if present research findings are con-
firmed in a bigger sample size. *is research was conducted
at a single university in a city in the south of Iran. As a result,
the results cannot be generalized to other districts in Iran
since one district may not be representative.

Further research may be carried out in different parts of
Iran to assess the impact of game-based training on various
English abilities and subcompetencies; because the study
only included people aged 16 to 33, its findings cannot be
applied to other age groups. Different age groups should be
the focus of future research. Only pre- and posttests were
utilized to gather data in this research; qualitative instru-
ments like interviews are advised for future studies to get
more reliable data.
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*e underlying data supporting the results of this study can
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