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 A game-based classroom response system 
 This platform offers educators engaging way to test the 

learning and knowledge of their students.
 Can be done on any smart device or computer.



 Empowers educators and captivates learners. 
 By asking meaningful questions in real-time, creating a social,

fun and game-like environment.
 Flips the classroom 
 Encouraging a loop from ‘learner to leader’ by empowering

learners to lead.



Source: https://getkahoot.com/



Source: http://blog.getkahoot.com/post/49502843173/from-learners-to-leaders-with-the-
kahoot-pedagogy



 Typically, the loop happens with the following events:

Educator introduce a topic, - they will play their own Kahoot!
quiz with their class to assess their understanding
The educator then asks their learners to create their own
quizzes on specific topics
Learners research, build up knowledge and gather relevant
content
They then create their quizzes based on this content
And learners empowered to become leaders as they play their
quiz back to classmates
Teachers can assess their understanding based on the quality
of their content (including the wrong answers!)







 https://getkahoot.com/ - To 
create an account 

 – Creator view

 https://kahoot.it – To Play –
Learner view































 http://blog.getkahoot.com/
 https://getkahoot.com/
 https://www.youtube.com/watch?v=pFFv6_6was4




