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ABSTRACT

Exit Ticket is an effective technique to assess students’ understanding
and existing knowledge. In math class, exit tickets are frequently
used as solutions to problems that exemplify the day's learning
objectives. With the aid of technology, Kahoot! is the game-based
platform allowing teachers to create quizzes and surveys with data
organization to ease performance tracking, level of understanding
and time spent for each question. This resulting dataset is useful for
teachers to adjust their own teaching or to pinpoint areas of misconception.
This study has focused on how to use the application to create quizzes
as exit ticket questions and the analysis of the dataset provided by
Kahoot! system. It shows results of student comprehension that benefits
lesson planning.

BACKGROUND

Kahoot! https://kahoot.it/ is a real time game-based platform
where quizzes, discussions and surveys can be created with any
devices and a web browser. It can transform ordinary classroom
into a game show. It was designed as a cloud-based service providing
HTML5 web-interfaces, making it easier to integrate with social
media, and to maintenance and upgrade with support for most
digital devices.

In this study, Kahoot! was designed to be a multiplayer game
where students compete for being at the top of the scoreboard.
After the first trial of Kahoot! as ticket questions, we knew that it
engaged and motivated the students and implemented it to check
student’s understanding of the class materials, their prior knowledge
for the next class and raise the classroom energy and engagement.
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DESIGN & METHODS

Using Kahoot! as a formative assessment tool with objectives:
to check student’s understanding of today’s lesson (50% of exit questions)
to check student’s prior knowledge for the next lesson (30% of exit questions)
to improve classroom engagement and student’s attention (20% of exit questions)
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Inequality Grade 9
* Interpret the graph
5 4-3-2-10+1+2 +3+4+5

* Find the answer of —-3<n >2

+ Some months have 30 days; some have 31 days. How
many month having 28" day?

RESULTS & ANALYSIS

* Q3 Which expression is not

a linear inequality with one variable? dssipalalaiiu dialafudlsetun
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3 5x <4d4x+14
4 2x% +25 <50 2X2+25 0 50 Gl 3a+a>2a+10
2x2+2510 50 3a+245-a
» Q4 Which expression is a Sx < 4x+14 3a+245=a
linear inequality with one
variable? B = A +14 Ja+a=2a+10
1 3a+a >2a+10
2 3a+245=a Tx-14218 Ba+a=2a+10
3 3n+112 <6n?
4 6x3+3x2 <114 2x2+25 0 80 3a+245=a

Kahoot! was applied to the class of 25 students arranged into group of
4=5 students. The grouping was done according to students’ previous
test results. Each group shared one smartphone to eliminate or avoid
the problem of traffic network problem. Almost all students (>90%)
paid attention to the game.

The results of @3 and Q4, the questions to assess the comprehension
of today class, showed that half of the class got wrong answers. This
reflected the class material about the meaning of linear inequality
might be unclear. Consequently, the analysis was very helpful in designing
next class to begin with the revisit of the meaning of inequality.
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As for prior knowledge of the next class that was about the meaning
of verbal expression and graphical expression, the Kahoot!'s result
show that students (50%) were not so sure about the association of
‘less than’, ‘not over’, ‘at least’ and the inequality signs.

Kahoot! was used a tool for low-risk formative assessment. Students
felt comfortable to take educated guess without negative judgement.
80% of questions covered today class’s material and some next
class’'s material. Students got feedback from teacher’s explanation
right away. However, wear-out of the game can be studied further.
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