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Abstract

Memory retention, specifically low information retention 

has always been a major problem in academic of learners, 

which causes low academic performance. And gamification 

in education has been utilized in many classroom settings 

and gained popularity through its interactive game-like 

features. However, studies about "Kahoot!" in improving 

information retention of senior high school STEM students 

has remained undiscovered. And by that, implementing 

gamified applications— particularly "Kahoot!" for learning, 

utilizing its practical features— this study aims to analyze 

the effectiveness of the "Kahoot!" program as a game-based 

learning tool in improving information retention of Grade 12 

STEM students at Young Achievers' School of Caloocan, 

Inc. By utilizing quasi-experimental design, 30 students of 

the 3 sections of STEM strand were selected through 

stratified random sampling and were divided into two 

groups: one learned through traditional method and the other 

through Kahoot! Both groups completed pre-test and post-

test to measure their levels. This has been analyzed using 

and independent t-test to determine their significance of the 

difference based on their gain scores. The results revealed 

that students who used Kahoot! attained higher post-test 

scores (M = 9.67, Sd = 0.89) compared to those in the 

traditional group (M = 5.80, Sd = 1.79), with a p-value of 

<0.001 which indicates significant difference. The features 

of Kahoot! based on the conceptual framework such as 

instant feedback and time quizzes were identified as most 

effective in improving information recall as well as 

engagement. 
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Introduction 

The use of educational technology has seen a rapid growth in recent years, especially in senior high school settings. One of the 

most commonly used tools is Kahoot! A game-based learning platform designed to make lessons more interactive and 

engaging with the use of competitive and interactive learning experience. Many teachers use it during reviews and class 

discussions, especially in STEM classes where complex topics are standard. However, as its popularity rises — there is still 

limited verification whether its effect truly benefits students in retaining information beyond the activity itself in regards to 

STEM strand. Few studies have investigated into how Kahoot! Affected memory retention of learners. A global review 

conducted by Wang (2022) looked at over 40 studies and found that while many students had fun using Kahoot!, only those 

who regularly utilized it appeared to have better memory retention and capable to apply what they have learned more efficient. 

In Asia, Ismail (2021) studied Malaysian science students and discovered that students who used Kahoot! Scored higher in 

tests after two weeks and remembered lessons far greater compared to those employed with static learning. In the Philippines, 

Reyes and Bernardo (2025) discovered students who used Kahoot! For eight consecutive weeks remembered far more 

vocabulary words than those who only used textbooks. These studies have shown it clearly - Kahoot! Can genuinely help with 

recollection if applied consistently, but there is still remains a limited number of studies focused on STEM students here in the 

Philippines. - it aims to scrutinize possible outcomes that can assist both students and teachers in their educational endeavors In 

STEM, where the lessons are usually detailed and complex, it is insufficient for students to just enjoy the activity, it is more 
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crucial for them to understand while retaining the 

information properly. This study aims to assess the 

effectiveness of Kahoot! In enhancing information retention 

of the STEM students. It will prioritize identifying whether 

the use of Kahoot! Has a significant impact on how well 

students recall and apply what they have learned. The 

findings of this study may help educators decide if 

integrating Kahoot! Into their teaching strategies are truly 

beneficial for academic performance and not just classroom 

engagement. 

 

Materials and Methods 

The researchers will utilize the quantitative method and use 

quasi-experimental design to determine the level of memory 

retention of the STEM students. This design will use to 

gather scores of pre-test and post-test about STEM subjects 

to measure memory retention and gather the crucial data 

needed for thestudy. The method involves collecting and 

analyzing numerical data to test hypotheses and measure 

relationships (NusingPitt, n.d.). Also, the standard measures 

(Likertscale surveys) will employ to collect, analyze, and 

summarize the level of memory retention of the STEM 

students. Thus, the researchers will use quasi-experimental 

quantitative research design which is a quantitative research 

method to collect measurable information. This study was 

conducted at Young Achievers School of Caloocan, a 

private educational school located in Bagumbong Caloocan 

City, Philippines. The school Young Achievers' School of 

Caloocan, Inc. (YASCI) is located at 7 Ramos Compound, 

in Bagumbong, Caloocan City in Barangay 171. We chose 

this because it is connected to our title and it is about the 

students at our school which is in Young Achievers School 

of Caloocan. Our target participants here are Grade 12 

students in STEM strands who are enrolled at Young 

Achievers' in Caloocan, Inc. for the 2025-2026 school year. 

This school provides a suitable environment for the 

implementation of both traditional and technology-assisted 

learning methods, such as using Kahoot! as an interactive 

learning tool. This study will be conducted on the Grade 12 

STEM students in Young Achievers' School of Caloocan 

during the School Year 2025-2026. The Grade 12 STEM 

students, which overallconsist of 132 students, resulted with 

the sample size of 30 participants for the overall number of 

STEM students (132). Each (3) sections of STEM will be 

divided into two groups, first assigned with Kahoot! while 

the other utilize the traditional teaching. The researchers will 

utilize the stratified random sampling on selecting 

respondent to validate the outcome of this study. stratified 

random sampling is a type of probability sampling where 

participants are chosen by dividing a large population to a 

smaller one known as strata or subgroups (Bisht, 2024). The 

researchers decided to employ stratified random sampling to 

ensure reliability of the data and avoid biases to collect data 

efficiently from the participants. In this study, the 

researchers aim to analyze the effects of utilizing Kahoot! in 

learning general chemistry topics. A survey questionnaire 

will also be useful for the researchers to know if Kahoot! 

really helps the students to learn and memorize general 

chemistry topics. To gather the information needed in this 

study, the researchers will use survey questionnaires that are 

used to survey the grade 12 STEM students at YASc to 

assess the students' enjoyment and motivation during the use 

of Kahoot! In the process of learning. The questionnaire 

consisted of ten (10) items. The respondents were asked to 

rate and answer the question using the following 5 Likert 

scale: strongly disagree, disagree, agree, strongly agree, and 

neutral. The like-rt scale was chosen for this study, to 

evaluate if this tool is effective for measuring the levels of 

motivation and engagement of the respondents. It allows 

simple and compatible capture of subjective experiences in 

quantitative data on students perceptions, it also helps 

respondents to express degree of agreement. This research 

instrument is easy to interpret, reliable and proven effective 

by gathering data on students' perceptions toward using 

Kahoot! in class. The researchers will also conduct pre-test 

and post-test to measure the effectiveness of Kahoot! in 

enhancing information retention in grade 12 STEM students 

from STEM 1 and STEM 2 before and after the utilization 

of game-based platforms. The researchers asked for help and 

assistance from their advisor to ensure accuracy and validity 

of the survey questionnaire. The said test was consulted by 

our teacher to review its relevance and alignment for the 

Department of Grade 12 STEM students. The pre-test was 

administered among the 30 Grade12 STEM students at 

Young Achievers School of Caloocan, inc. Before the quiz 

starts all respondents will be informed about research 

purposes, as well as their responses would remain 

confidential and their information will be kept. Kahoot quiz 

consists of 10 multiple choice questions and will use their 

gadgets to answer the following individually. Students' 

answers were recorded automatically by Kahoot! platform 

and data will proceed to statistical analysis and assistance 

from their advisor to ensure accuracy and validity of the 

survey questionnaire. The said test was consulted by our 

teacher to review its relevance and alignment for the 

Department of Grade 12 STEM students. The pre-test was 

administered among the 30 Grade12 STEM students at 

Young Achievers School of Caloocan, inc. Before the quiz 

starts all respondents will be informed about research 

purposes, as well as their responses would remain 

confidential and their information will be kept. Kahoot quiz 

consists of 10 multiple choice questions and will use their 

gadgets to answer the following individually. Students' 

answers were recorded automatically by Kahoot! platform 

and data will proceed to statistical analysis. 

 

Results and Discussion  

This chapter presents the results of the study titled 

“Assessing the Effectiveness of Kahoot in Enhancing 

Information Retention to Students at Young Achievers’ 

School of Caloocan.” The results are organized according to 

the pre-test and post-test performance of students in both the 

intervention group (Kahoot) and the traditional group, 

followed by the independent t-test analysis to determine if 

there is a significant difference in their performance. 

 

Conclusion 

The conclusions are based on the results of the data. The 

study concluded that the use of Kahoot! significantly 

improves STEM students information retention compared to 

those who used traditional methods. The results contradicts 

the null hypothesis which verified that game-based learning 

tools like Kahoot! are effective in learning outcomes. 

Therefore, Kahoot! is effectively an educational i0ol to 

assist STEM students, which highlights the importance of 

utilizing modem digital platforms in education to aid the 

essentials for 21st century learners. 
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