
Greater usage of Kahoot!’s poll-based game mode is associated higher
exam scores

Kahoot! contracted with LearnPlatform by Instructure, a
third-party edtech research company, to validate a study
published in a peer-reviewed academic journal (Koppitsch &
Meyer, 2022). The following document includes the study
abstract, citation, and alignment with ESSA Level III criteria.

Abstract1
Instructor use of online gamification techniques using platforms
such as Kahoot! has been increasing in recent years. Prior
research has found that the use of gamification can increase
student engagement in a class and improve student
performance on exams compared to traditional lectures and flipped classes. This paper
examines the specific effect of gamification using points versus polls through the use of two
different modes on Kahoot, which is an area that has been largely unexplored. The results of a
semester-long study show that the point-based gamification of quiz mode leads to higher levels
of reported student engagement when compared to traditional lecture, but no difference
between point-based gamification and gamification that is poll-based. However, point-based
gamification that rewards fast responses led to poorer learning outcomes in general when
compared to the poll-based gamification condition; this effect was ever larger when
measured one week after the use of the gamification technique (Koppitsch & Meyer, 2022, p.
45).
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ESSA Level III Alignment
The correlative study met 8 of 8 indicators related to ESSA’s Level III “Promising Evidence,” and
showed the use of Kahoot!’s poll-based game mode is positively associated with students’
academic outcomes (i.e., course exam scores) after controlling for GPA, year in school, and
major. This association is statistically significant (p = .001).

1 The abstract is quoted in its entirety from the published article (Koppitsch & Meyer, 2022).
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