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Abstrak

The objective of this research was to ascertain how students perceive the utilization of the
Kahoot! platform when engaging with narrative texts. The study employed a descriptive
quantitative approach, spanning over a month, during which data collection transpired
through surveys and interviews. Purposive sampling was employed as the method for
selecting participants. The outcomes gleaned from the questionnaires and interviews
revealed that a majority of students held favorable viewpoints regarding the efficacy of the
Kahoot! application in enhancing their narrative text comprehension. Students attested to
the advantages of employing Kahoot! for reading narrative texts, citing improvements in
reading proficiency and English vocabulary utilization. Additionally, participation in
Kahoot! activities fostered heightened motivation and enthusiasm among students to
practice English reading alongside their peers. Furthermore, the platform facilitated

knowledge sharing among students within the context of the reading class
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