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Abstract: This study aims to analyze the development process, feasibility, and 

student responses to the development of Kahoot!-based gamification learning 

media. This research employed a Research and Development (R&D) design 

using the ADDIE model. The participants consisted of 20 students from Class X 

MPLB 1 at SMKN 2 Kediri. The research instruments included validation 

sheets for material and media experts as well as student response questionnaires. 

Data were analyzed using material and media expert validation analysis and 

student response analysis. The results showed that the material expert validation 

obtained a score of 91%, while the media expert validation reached 97%, both 

categorized as very good. The overall percentage of student responses to the 

Kahoot!-based gamification learning media was 97%, also classified as very 

good. Therefore, it can be concluded that the developed Kahoot!-based 

gamification learning media is highly suitable for use in the teaching and 

learning process for Class X MPLB students at SMKN 2 Kediri. 
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Introduction   

Education is an effort to create a learning environment and learning process that makes 

students more active in developing their potential in order to acquire religious knowledge, 

attitude, personality, intelligence, noble character, and skills that are necessary for themselves 

and society (Rahman et al, 2022). Innovatively packaged education will help develop 

progress in the world of teaching and learning. Education and learning are interrelated, 

education is a process used to expand a person's knowledge of various things. Meanwhile, 

learning itself is used as an efficient means to support the educational process. Learning can 

be described as a communication activity that occurs in the interaction of teachers with 

students, aimed at conveying messages clearly and influencing comprehension (Afroni & 

Triana, 2018). Independent learning can be defined as an instructional process that requires 

innovation to be applied in learning activities. This serves to create a more interesting 

atmosphere and avoid boredom among students. Educational innovation is innovation or 

renewal in the field of education that is carried out to solve educational problems. It is used to 

create an educational system that can achieve the established educational objectives  

(Hafizhah, 2021). Based on research conducted by  Rizal (2023), it is also explained that 

innovation in education can make the learning process better, more effective, more time-

efficient, and in line with advances in science and technology. As the era of development 

progresses, science and technology play a role in helping with all of today's needs. 

Advancements in science and technology contribute greatly to progress in multiple fields 
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(Tria et al, 2023). Scientific and technological advancements, with their increasing 

complexity, offer opportunities for innovation in teaching and learning activities (Rahmah et 

al, 2025).  

Using technology within the context of teaching and learning, it is possible to create 

new innovations, making it one of the developments that can improve learning effectiveness. 

Miasari et al (2022) explains that educational provides beneficial influence in educational 

activities, advancing them to a higher level at all levels, from elementary school to college. 

Innovations by using learning media, it is possible to implemented both offline and online. In 

the current era of development, science and technology play an important role in innovations 

in learning media. With science and technology, teachers can develop new online and offline 

learning media. Supported in the view of Haniko et al (2023)  that the use of online learning 

media can be used as a way to deliver learning effectively and attractively. Maulani et al 

(2020) also explains use online media contributes to increasing student participation and 

making learning more enjoyable. Technological developments have given rise to various 

websites and applications, one of which is Kahoot!, which can be accessed via the web or an 

app with the help of the internet. Kahoot! is a simple but fun game that can be easily used for 

learning, evaluation, assignments, and entertainment in the classroom (Hapsari & Isroyati, 

2021).  

Kahoot! offers several features such as quizzes, polls, surveys, and innovation games, 

as well as a presentation feature that can be used with the templates provided (Fazriyah et al, 

2020). Based on research conducted by Nuari et al (2025) said that learning media using 

Kahoot! can be considered very suitable for use in instructional activities, to enable its use as 

an alternative medium for student learning activities in understanding the material. Research 

conducted by Ayuningtiyas & Hajaroh (2024) also explains that Kahoot! help improving 

student learning result. Choosing Kahoot! as a learning medium is a strategic move that is 

highly appropriate to the characteristics of today’s learners, because Kahoot! can provide 

students with a new experience. Technology is recognized as an innovation in the 

development of teaching and learning tools, one of which is gamification. Technology 

continues to evolve in line with modern developments and plays a role in keeping the 

learning process interesting and increasing student enthusiasm (Latief et al, 2024). Martdana 

& Atno (2025) in practice, gamification utilizes game mechanics, attractive visual design, 

and a game like mindset to create a more attractive and meaningful educational experience. 

According to Rahmatika et al (2020) gamification is a concept applied in business and 

education to increase motivation, curiosity, and enthusiasm for participation. Game 

mechanics in gamification can create an enjoyable experience that enhances player 

engagement in targeted real-world activities (Zhang, 2023). Wirani et al  (2021) explaining 

statement indicates that gamification can be integrated into learning activities through 

multiple platforms such as Kahoot!. Therefore, it can be concluded that Kahoot! and 

gamification are interrelated. Kahoot! based on gamification can be utilized as a learning tool 

for students. Research that has been conducted by Hidayat et al (2023) explains that 

gamification based learning media can be utilized as a tool facilitating learning tool more 

interactive and supportive learning environment, enabling students to reach the desired 

educational objectives for students. 

SMKN 2 Kediri accredited with an A rating, it is known as the favorite vocational 

school in Kediri city. One of its areas of expertise is Office Management and Business 

Services (MPLB), which consists of grades X, XI, and XII. There are 327 students in this 

program, with 108 students in grade X, 108 students in grade XI, and 111 students in grade 
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XII. In grade X, the major is called office management and business services (MPLB), while 

in grades XI and XII it is called office management (MPK). At class X, one of the 

compulsory subjects is the basics of office management and business services, which covers 

various elements of learning. This material equips students with insight into the world of 

work, including an understanding of current and future professional profiles. Despite its A 

accreditation, the school still faces challenges in increasing student engagement and active 

participation in learning. The researcher conducted preliminary studies through unstructured 

interviews with teachers of the subject of the basics of office management and business 

services. In the element of insight into the world of work in the field of office management 

and business services, teachers use powerpoint and handouts in their teaching. The method 

used is lecturing, so students tend to be less active. The one-way nature of lecturing means 

that students do not have the opportunity to discuss with the teacher. In addition, the use of 

PowerPoint encourages students to only read the material passively. Many students do not 

read independently if not directed by the teacher. 

Interviews with X MPLB  students revealed that they often feel bored during lessons. This 

boredom is particularly evident in lessons on the world of work in the field of office 

management and business services. Another problem is evident in the students' unsatisfactory 

learning outcomes. Based on daily tests, 75% of  X MPLB 1 students received scores below 

the Minimum Passing Grade. 

Based on these conditions, there is a need for interactive and technology-based learning 

innovations, such as Kahoot! gamification-based learning media, which can increase student 

engagement and understanding. The development of Kahoot! gamification based learning 

media is expected to be an innovation in the use of learning media by teachers, especially in 

the subject of office management basics for X MPLB students specializing in office 

management and business services at SMKN 2 Kediri. In addition research on this 

development, there has been no development of Kahoot! gamification-based learning media 

for the subjects of Fundamentals of Office Management and Business Services in vocational 

schools, especially at SMKN 2 Kediri. The development of gamification based learning 

media aims to be a tool that can support students in understanding the material presented by 

teachers in the classroom learning process. Based on this description, the researcher was 

interested in conducting research entitled Development Of Learning Media Kahoot! Based 

On Gamification In Basic Management Subjects Office And Business Services At SMKN 2 

Kediri. The purpose of this research is (1) the process of developing Kahoot! gamification 

based learning media, (2) the feasibility of developing Kahoot! gamification based learning 

media, and (3) student responses to the development of Kahoot! gamification based learning 

media. 

The learning process requires interactive and engaging media to stimulate students' 

interest, one of which is through the use of Kahoot!. Kahoot! is an application that provides 

game-based features in the form of online quizzes, which encourage competition among 

students during participation (Ayuningtiyas & Hajaroh, 2024). According to Bunyamin et al 

(2020) also explains that Kahoot! Media can be a learning variation in the classroom that 

makes students more enthusiastic. Permana (2021) also believes that Kahoot is a learning 

medium that serves to focus attention by ensuring that students concentrate on the teaching 

and learning process. Technological developments have given rise to innovations in learning 

media, one of which is gamification, which utilizes game elements to make learning more 

interesting and motivating. According to Rahmatika et al (2020) gamification is a concept 

applied in business and education to increase motivation, curiosity, and enthusiasm for 
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participation. Research from Fauziyah et al (2025) shows that the use of gamification can 

change students' learning styles from passive to more active and increase inclusivity in 

learning. 

Rahmania et al (2023) stating that, in more detail, the concept of gamification utilizes 

game mechanics, aesthetics, and thinking patterns to attract, motivate, support learning, and 

solve problems. After understanding the role of Kahoot! and gamification as interactive 

learning media, it is also important to see how students respond in the context of their 

integration into the teaching learning process. Student responses are behaviors exhibited by 

students during instructional sessions that arise when the five senses are involved in 

observing and paying attention to an object, resulting in a reflex or response from the student 

(Arini & Lovisia, 2019). Supported by the opinion of Aisyah et al (2015) explained that 

student response is the acceptance, response, and activities undertaken by students through 

the use of particular teaching methods. This study contributes to the development of 

innovative learning media in vocational education. It applies gamification principles through 

the use of Kahoot! as an interactive platform. The implementation aims to enhance the 

effectiveness of learning media that can be utilized in the teaching and learning process. 

 

Research Method  

     Research on the development of Kahoot! gamification based learning media uses a  

Research and Development (R&D) method with the ADDIE model (Analysis, Design, 

Development, Implementation, Evaluation). According to Sugiyono (2023) research and 

development is a process or method used to validate and develop products. Cahyadi (2019) 

explains the ADDIE research development model, which consists of five stages: analysis, 

design, development, implementation, and evaluation.  However, this research only reached 

the implementation stage. The evaluation stage was not carried out because it did not measure 

the effectiveness of the product. Permana et al (2023) explains that this model is structured 

and easy to use, with stages including analysis to determine student needs, design as a 

preliminary draft of the media, development to produce products in accordance with the 

material, implementation through classroom trials, and evaluation as the final stage to assess 

the success of the learning media. In accordance with the ADDIE model, learning media 

should be consulted with subject matter experts and media experts to obtain advice and input 

(Dewi & Puspitasari, 2018). This research involved 20 students from class X MPLB 1 of 

SMKN 2 Kediri, who were selected as the sample of the study. According to Sadiman (2014) 

the research was conducted with a limited sample of 10-20 students. Research instruments 

included expert validation sheets for materials and media, along with student response 

questionnaires. Expert validation criteria for materials and media in the development of 

Kahoot! gamification based learning media were assessed using a likert scale as follows: 
Table 1. Assessment Categories 

Description Score 

Very suitable 5 

Conform 4 

Quite 3 

Inappropriate  2 

Entirely unacceptable 1 

Source: (Riduwan, 2018) 
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Criteria for assessing student responses for research on the development of Kahoot! 

gamification based learning media using the guttman scale are as follows:     
Table 2. Student Assessment Criteria 

Description Score 

Yes 1 

No 0 

Source: Riduwan (2018) 

         The data analysis techniques used were expert material and media validation analysis 

and student response questionnaire analysis. The calculations for analyzing expert material 

and media validation is as follows: 

 
Source: Riduwan (2018) 

Analysis of student response questionnaires using the following calculations: 

 
Source: Riduwan (2018) 

 Based on the results of the data analysis, the percentage of Kahoot! gamification based 

learning media with interpretation criteria can be seen in Table 3 below: 
Table 3. Expert Validation Criteria 

Value/score Criteria 

0%-20% Very Less 

21%-40% Less 

41%-60% Enough 

61%-80% Good 

81%-100% Very Good 

Source: Riduwan (2018) 

The learning media developed in this study is considered feasible if the percentage 

obtained is ≥ 61% with strong or very strong interpretation criteria. 

 

Result and Discussion 

1) The Development Process 

This research is a development study (R&D) that uses the ADDIE model. Its goal is to 

check if learning media for the basics of MPLB is practical and to look at how students react 

to using Kahoot! with gamification based Kahoot! through five stages of development, such 

as:  

1. Analysis 

The early phase of the research was carried out by identifying students' learning needs 

and problems in the classroom through interviews with teachers and students in the 

subject of Fundamentals of Office Management and Business Services. The results 

showed that teachers still used media such as powerpoint, handouts, and lectures, 

while students tended to be passive, lacked initiative in reading, and many of them 

scored below the minimum passing grade. Novela et al (2024) demonstrated that 

using digital learning tools makes students more excited and eager to learn new 

things.  Researchers collected references to improve the quality of gamification based 

Kahoot! media on job profile material with the support of lesson plans as a reference. 

Thus, the development of this interactive learning media is presented and then 
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students are not passive and are motivated in learning activities (Wardani & 

Puspasari, 2022). 

2. Design  

The design stage was carried out by compiling materials and quiz questions in 

accordance with the learning objectives, then entering them into Kahoot! to create an 

interactive and engaging learning experience. At this stage, the researchers also 

discussed with subject teachers to tailor the media customized for students' 

preferences of students so that the material would be easier to understand. Bunyamin 

et al (2020) found  that Kahoot! media can be used in different way. The steps for 

using Kahoot! are arranged systematically so that they are easy to understand and 

increase student enthusiasm. Thus, the design of learning media products depends on 

the selection of sounds, characters, and backgrounds that are tailored to needs and 

developed based on creativity in product creation (Rosanti & Puspasari, 2022). 

3. Development 

The development stage was carried out to develop learning media through 

consultation with the supervising lecturer and teacher in charge of the basic office 

management and business services subject. This stage involved development using 

platforms or applications that can be accessed via smartphones and laptops. 

Additionally, a guideline was developed that outlines the procedures for using 

Kahoot! so students can easily understand about the process and also access platform. 

The Kahoot! learning media, which is gamification based, is supported by animations, 

images, and sound. Below is an image about Kahoot! learning media based on 

gamification: 

                        
      Figure 1. Screen display in                       Figure 2. Screen display in 

      classic mode for students                                  classic mode for teacher 

        

                       
     Figure 3. Screen display in                           Figure 4. Screen display in 

   Innovation mode for students                              Innovation mode for teacher 
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Figure 5. How to use Kahoot! 

4. Implementation  

The implementation phase involved included two subject matter experts and two 

media experts to assess suitability of the content, design, and appearance, and was 

conducted through trials with 20 students in class X MPLB 1. During this 

implementation stage, the subject matter validators suggested adding material on 

business opportunities and digital jobs, while the media validators suggested using the 

application in a location with stable internet and assessed that this media was suitable 

for the subjects of basic office management and business services. Student responses 

were also positive; they suggested a longer completion time and liked the interesting 

features of this learning media. 

5. Evaluation 

The evaluation stage is used as a tool used to meansure student achievement related to 

learning media developed by research. The research did not carry out the evaluation stage 

because it did not include measuring the effectiveness of the product. 

2) The Feasibility 

This step aims to evaluate the quality of learning media by looking at how well the 

content is created, how well the media is designed, and how students respond to it. The 

results show that the experts who evaluated the material gave a score of 91%, while the 

experts who evaluated the media gave a score of 97%. Both scores are within a very good 

range. These high scores indicate that Kahoot! gamification-based learning media is not only 

well-made in terms of content and design, but also helps students stay engaged and 

motivated. This is achieved through the quiz format, competitive aspects, and instant 

feedback, all of which are part of gamification that makes the learning process more 

enjoyable and satisfying. Overall, this learning media is considered to be of high quality, as 

shown in Tables 4 and 5 below: 
Table 5 Material Expert Assessment 

Expert Validator Percentage Criteria 

Material Expert 1 92.5% Very Good 

Material Expert 2 90% Very Good 

Average 91% Very Good 

Source : Data processed by research (2025) 

Table 6 Material Expert Assessment 

Expert Validator Percentage Criteria 

Media Expert 1 96% Very Good 

Media Expert 2 98% Very Good 

Average 97% Very Good 

Source : Data processed by research (2025) 

Similar to research conducted by Potutu et al (2024) explaining the media expert gave 

a validation score of 85%, the material expert scored 83%, the teacher rated 85%, and the 
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average student response was 97.81% shows that gamification-based learning media 

consistently receives positive acceptance from students. Other research results conducted by 

Sulistiawati et al (2023) explaining that the results of the media and material experts obtained 

an average of 95% in the excellent category, and the questionnaire results obtained an 

average score of 93% exert influence based on user response assessments. However, unlike 

previous studies Fahrurrozi & Rahmawati (2021) this study focused on developing an 

instrument model that uses Kahoot as an evaluation tool, which showed expert media 

validation results of 86% (very feasible), student assessment of 82% (very good), and an 

average student test score of 80%. With this research about Development Of Learning Media 

Kahoot! Based On Gamification In Basic Management Subjects Office And Business 

Services At SMKN 2 Kediri contributing to the development of learning media that can be 

used and applied in schools, because the results of expert validation of the material and 

media, as well as student responses, have a positive impact on the teaching and learning 

process. 

3) Student Response 

The limited trial conducted in this study involved 20 randomly selected students from 

class X MPLB 1. Student response questionnaires were distributed with several indicators of 

response, reaction, and confidence adapted from Faryanti (2016). Students were given a 

questionnaire consisting of 15 questions from the three aspects using a guttman scale with 

Yes or No answers (Riduwan, 2018). The percentage of student responses showed a score of 

97%  in the “very good” category. The positive response rate of 97% not only demonstrates 

the suitability of the media, but also the powerful impact of media Kahoot! based on 

gamification on students' attitudes and confidence in the subject. Learning about job profiles 

in the present and future using Kahoot! gamification based learning media received positive 

responses from students. This is consistent with the results of the study Putri & Puspasari 

(2023) which shows that the questionnaire responses obtained an average score of 96.17% 

with a very good interpretation criterion.  Research conducted by Sulistyawati et al,( 2021) 

also explains that the results of the student response questionnaire to the developed media 

reached an average of 87.6%, which is categorized as a good response if this media is applied 

in learning. Research conducted by Indianti et al (2023) it also shows the results of student 

response questionnaires during small group tests and field tests, obtaining scores of 91.4% 

and 93.8% with an average student score during field tests of 86, which is a very acceptable 

result. Therefore, the Development Of Learning Media Kahoot! Based On Gamification In 

Basic Management Subjects Office And Business Services At SMKN 2 Kediri is highly 

suitable for use as a learning media by students at SMKN 2 Kediri.  

 

Conclusion  

 The results showed that the percentage of the material expert validation results was 

91%, and the media expert validation results were 97% with very good. The overall 

percentage of student responses to the Kahoot gamification based learning media was 97%, 

meeting the criteria of very good. Therefore, the research findings conclude that the 

development of Kahoot! gamification based learning media is highly suitable for use in the 

teaching and learning process in the X MPLB class at SMKN 2 Kediri. 

 

Recommendation   

Learning media is recommended as a follow-up, teachers are encouraged to be more 

creative in combining technology-based learning media such as Kahoot! based on 
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gamification in order to increase student enthusiasm and activity during learning. Teachers 

must also regularly evaluate the performance of these media and adjust their use according to 

the nature of the students and the material being taught. In addition, the next researchers are 

encouraged to create and test gamification media in various subject areas and educational 

levels, and to examine in greater depth its impact on learning achievement, learning 

enthusiasm, and student engagement levels. 
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