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ABSTRACT

This study aims to examine the influence of Kahoot-based instructional media
on students' learning interest in Islamic Religious Education (PAI) at SMAN 1
Bunguran Timur, Natuna Regency, Riau Islands Province. A quantitative
correlational approach was employed, involving 51 students as respondents.
Data were collected through validated and reliable questionnaires and analyzed
using Spearman Rank correlation via SPSS 26. The findings reveal that both
Kahoot usage and students' learning interest fall within the moderate category,
with mean scores of 58.51 and 56.25 respectively. The correlation analysis
yielded a coefficient of rho = 0.508 with a significance value of 0.000,
confirming a statistically significant influence of Kahoot-based media on PAI
learning interest. The coefficient of determination further indicates that Kahoot
contributes 26% to students' learning interest, while the remaining 74% is
attributed to other variables. Although Kahoot demonstrably enhances learning
interest, its full pedagogical potential remains unrealized due to limitations in
digital infrastructure and implementation consistency inherent to this frontier
archipelagic school context. Strengthening teacher competency and increasing
the frequency of Kahoot utilization are recommended to elevate students'
learning interest to a higher level.

This is an open access article under the CC—BY-SA license.

INTRODUCTION

SMAN 1 Bunguran Timur, a public senior high school located in Ranai Kota, Bunguran Timur District, Natuna
Regency, Riau Islands Province, has been operational since its inauguration on October 22, 1982. As one of the
pioneering educational institutions in the region, the school has consistently demonstrated a commitment to fostering
academic excellence grounded in religious integrity and technological literacy, as reflected in its vision to cultivate
outstanding generations in the fields of faith, piety, and science based on Pancasila values. Among its programmatic
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commitments, the school has integrated smartphone-based learning into its teaching and learning process, positioning
digital media as an integral component of classroom instruction.

SMAN 1 Bunguran Timur, a public senior high school located in Ranai Kota, Bunguran Timur District, Natuna
Regency, Riau Islands Province, has been operational since its inauguration on October 22, 1982. As one of the
pioneering educational institutions in the region, the school has consistently demonstrated a commitment to fostering
academic excellence grounded in religious integrity and technological literacy, as reflected in its vision to cultivate
outstanding generations in the fields of faith, piety, and science based on Pancasila values. Among its programmatic
commitments, the school has integrated smartphone-based learning into its teaching and learning process, establishing
digital media as a core instructional tool.

In line with this digital-oriented framework, Kahoot-based instructional media has been implemented in the
Islamic Religious Education (PAI) subject at SMAN 1 Bunguran Timur. Empirical data collected from 51 student
respondents yielded a mean score of 58.51 for the Kahoot usage variable (X), reflecting an intermediate level of
implementation. The measurement instrument demonstrated strong internal consistency, with a Cronbach's Alpha of
0.851 and 15 out of 19 items confirmed valid. The learning interest variable (Y) recorded a mean score of 56.25, with
a Cronbach's Alpha of 0.824, indicating comparable mid-range performance on both variables.

Correlation analysis via Spearman Rank using SPSS 26 yielded rho = 0.508 with a significance value of 0.000,
leading to the rejection of Ho and acceptance of H.. The coefficient of determination indicated that Kahoot-based
media contributed 26% to students' PAI learning interest, with the remaining 74% attributable to other variables. While
statistically significant, this contribution suggests that Kahoot's pedagogical potential has not been fully realized
within the school's current contextual conditions.

Ideally, gamified platforms such as Kahoot should yield more than an intermediate level of influence on
learning interest. Chairunnisa et al. (2025) assert that Kahoot-based gamification produces a high-level influence on
learning interest when implemented optimally, while Handayani et al. (2025) emphasize its capacity to generate strong
improvements particularly in subjects perceived as less engaging. Rizki et al. (2024) affirm that consistent and
strategically applied Kahoot use should exert considerable influence on PAI learning interest, and Ulfa et al. (2025)
argue that optimal utilization should yield high-category student engagement. Shopia et al. (2025) further contend that
Kahoot integrated with supportive motivation should surpass a merely moderate impact. The gap between these
theoretical expectations and the mid-range empirical findings at SMAN 1 Bunguran Timur raises critical questions
about the instructional, environmental, and motivational factors constraining the platform's effectiveness.

This gap gives rise to the central research problem: to what extent does Kahoot-based instructional media
influence students' PAI learning interest at SMAN 1 Bunguran Timur, and what is the magnitude of that influence?

Researchers have consistently documented Kahoot's positive role across various learning dimensions (Azmy
et al., 2024; Bunyamin et al., 2020; Hermawati & Solihin, 2023; Nisa et al., 2022). Studies in religious subject
instruction have revealed significant engagement gains when Kahoot was systematically integrated (Hadijah et al.,
2025; Handayani et al., 2025), and investigations specifically in the domain of learning interest confirm its positive
correlation with enthusiasm and active participation (Rizki et al., 2024; Ulfa et al., 2025; Chairunnisa et al., 2025).
Comparative studies with platforms such as Quizizz affirm Kahoot's advantages in accessibility and instructional ease
(Fauzi et al., 2025; Atmasani et al., 2025), while broader explorations document its effectiveness in improving
outcomes across multiple subject areas (Putra, 2025; Zendrato, 2025; Shopia et al., 2025).

Notwithstanding this body of literature, a critical lacuna remains. Most existing studies have focused on urban
or non-frontier settings, subjects other than PAI at the senior high school level, or motivation and participation
outcomes rather than learning interest as a distinct rigorously measured construct. No prior study has examined
Kahoot's influence on PAI learning interest at SMAN 1 Bunguran Timur, a school situated in a geographically
peripheral and archipelagic region where digital infrastructure and pedagogical innovation present unique challenges.
This research therefore occupies a non-redundant position in the literature, contributing new empirical evidence from
a systematically underrepresented context (Hartoni & Nasution, 2022; Ilham & Eka, 2024; Febby et al., 2023).

This study offers a novel contribution by providing the first quantitative empirical analysis of Kahoot's
influence on PAI learning interest within a frontier archipelagic school context in Natuna Regency. Learning interest
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is operationalized as a multidimensional construct encompassing student affect, attention, involvement, and
motivation, measured through validated instruments. The rigorous statistical methodology employed produces
findings that are theoretically significant and practically transferable to similar remote educational contexts across
Indonesia, directly supporting SDG 4 on inclusive and equitable quality education.

The urgency of this research is underscored by the persistent challenge of low learning engagement in PAI
among senior high school students, closely linked to the underutilization of innovative instructional media.
Understanding the actual rather than ideal impact of platforms such as Kahoot in geographically marginalized settings
is a matter of educational equity and policy relevance. The present study therefore provides evidence that can inform
teachers, administrators, curriculum designers, and policymakers in designing more effective, contextually responsive,
and SDG-aligned digital learning strategies for frontier regions of Indonesia.

Based on the background described above, this study formulates two central research problems. First, to what
extent does the use of Kahoot-based instructional media influence students' learning interest in PAI at SMAN 1
Bunguran Timur, given that its empirical contribution stands at only 26%, necessitating a deeper analysis of the factors
preventing this figure from reaching the high category as idealized by theory and prior research. Second, how is the
actual condition of Kahoot-based media use and students' learning interest descriptively portrayed at SMAN 1
Bunguran Timur, so as to establish a comprehensive and contextual foundation for developing more effective and
innovative PAI learning strategies in Indonesia's frontier archipelagic regions.

RESEARCH MOTHOD

This study employs a quantitative research approach, which according to Creswell (2022) is a method used to
test specific theories by examining the relationships among variables that are measured with instruments and analyzed
using statistical procedures. The type of research used is correlational research, which aims to determine the degree
and direction of the relationship between the use of Kahoot-based instructional media (X) and students' learning
interest in PAI (Y) at SMAN 1 Bunguran Timur. Data were collected through a questionnaire distributed to 51 students
selected as the research sample, with instruments that had been tested for validity and reliability prior to distribution
(Waruwu et al., 2025). The questionnaire for variable X consisted of 15 valid items and variable Y consisted of 15
valid items, resulting in a total of 30 items used in the study (Subhaktiyasa et al., 2025).

Data analysis in this study was conducted using Spearman Rank correlation analysis assisted by SPSS 26,
which is appropriate for examining the influence between two variables measured on an ordinal scale (Sugiyono,
2022). The magnitude of the contribution of variable X to variable Y was further determined through the coefficient
of determination (KD) calculation. To ensure the trustworthiness of the data, validity testing was conducted by
comparing r-count with r-table at a significance level of 5%, while reliability was assessed using Cronbach's Alpha
with a threshold of 0.6, both instruments met the required standards, with Cronbach's Alpha values of 0.851 for
variable X and 0.824 for variable Y, confirming that the instruments were reliable and suitable for use in this research
context (Rizki et al., 2026).
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1. RESEARCH APPROACH

This study employs a quantitative research approach, which according
to Creswell (2022) is a method used to test specific theories by
examining the relationships among variables that are measured with
instruments and analyzed using statistical procedures.

{

2. RESEARCH DESIGN
The type of research used is correlational research, which aims to
determine the degree and direction of the relationship between the

use of Kahoot-based instructional media (X) and students’ learning
interest in PAI (Y) at SMAN 1 Bunguran Timur.

13

3. POPULATION AND SAMPLE

Data were collected through a questionnaire distributed to 51 students
selected as the research sample.

{

4. RESEARCH INSTRUMENT

Instruments were tested for validity and reliability prior to distribution (Waruwu et al.,, 2025).

The questionnaire for variable X consisted of 15 valid items and variable Y consisted of
15 valid items, resulting in a total of 30 items used in the study (Subhaktiyasa et al., 2025).

J

N ¥
4A. VALIDITY TEST 4B. RELIABILITY TEST
Validity testing was conducted by Reliability was assessed using Cronbach's
comparing r-count with r-table at a Alpha with a threshold of 0.6. Both
significance level of 5%. Both instruments. instruments met the required standards.

met the required validity standards. « Cronbach’s Alpha (X) = 0.851
» Cronbach's Alpha (Y) = 0.824

[ ]
4

m 5. DATA ANALYSIS
Ll Data analysis in this study was using Rank

analysis assisted by SPSS 26, which is appropriate for examining the influence
between two variables measured on an ordinal scale (Sugiyono, 2022).

J

6. CONTRIBUTION ANALYSIS

The magnitude of the contribution of variable X to variable Y was further
ined through the ient of inati i

J

7. CONCLUSION

The instruments were valid and reliable, and the data analysis using Spearman
Rank correlation and KD provided empirical evidence regarding the relationship
and contribution of Kahoot-based i ional media (X) to students'learning
interest in PAI (Y) at SMAN 1 Bunguran Timur.

Figure 1. Research Methodology Framework

RESULT AND DISCUSSION
RESULT

Descriptive Overview of Kahoot-Based Instructional Media Use and Students' Learning Interest in PAI at
SMAN 1 Bunguran Timur

Descriptive analysis of data from 51 respondents revealed that variable X (Kahoot-based media use) yielded a
mean of 58.51 (SD = 10.633), with the majority of students (41.18%) falling within the intermediate performance
range. Variable Y (PAI learning interest) recorded a mean of 56.25 (SD = 10.268), with 39.22% of students similarly
situated at a comparable mid-range level. The distributional pattern of both variables is presented in Figure 2.
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DESCRIPTIVE OVERVIEW OF KAHOOT-BASED INSTRUCTIONAL MEDIA USE
AND STUDENTS' LEARNING INTEREST IN PAI AT SMAN 1 BUNGURAN TIMUR

Based on data collected from 51 student respondents at SMAN 1 Bunguran Timur.

FREQUENCY DISTRIBUTION AND CATEGORIZATION
Category | Interval Frequency (f) Percentage (%)

N\
VARIABLE X VARIABLE Y
Use of Kahoot-Based Instructional Media Students’ Learning Interest in PAI
Highest Lowest Mean Standard Deviation Highest Lowest Mean Standard Deviation
Score h Score > ™ Q (sD) {i Score Score > ™ 2 (sD)
-
75 30 58.51 10.633 72 31 56.25 10.268

FREQUENCY DISTRIBUTION AND CATEGORIZATION

| Category Interval \ Frequency (f) Percentage (%) |
Very Low 30 - 40 6 11.76 Very Low 3N-41 5 9.80
Low 41 - 50 7 13.73 Low 42 - 51 8 15.69
Moderate 51-60 21 41.18 Moderate 52 - 61 20 39.22
High 61-70 15 29.41 High 62-71 16 31.37
Very High n-75 2 3.92 Very High 72-72 2 3.92

™ The results indicate that the use of Kahoot-based instructional media = Overall, students’ learning interest in PAl at SMAN 1 Bunguran Timur
=] at SMAN 1 Timur is p ly in the category. = also falls within the moderate category, with a mean score of 56.25.
(. J (. J

v
SYNTHESIS OF FINDINGS
‘ ' Both variables are p i ized as mod indicating that neither the use of Kahoot-based instructional media
nor students’ leamning interest in PAl has been fully optimized under the current learning conditions at the research site.

SUPPORTING LITERATURE FOR VARIABLE X

o Fauzi et al. (2025): The effectiveness of interactive media platforms such as Kahoot
depends on digital infrastructure, teachers' technical competence, and the adequacy
of supporting facilities.

o Bunyamin et al. (2020): Kahoot functions most effectively when it is applied as
a deliberate and structured pedagogical variation rather than an incidental tool,
requiring systematic and purposeful integration

i

Figure 2. Descriptive Overview of Kahoot-Based Instructional Media Use and Students' Learning Interest

Consistent with Fauzi et al. (2025), the present findings indicate that Kahoot's implementation has not yet
reached its optimal potential, yet the mid-range scores highlight the mediating role of contextual constraints such as
limited digital infrastructure, inconsistent platform use, and varying levels of teacher technical competence. Beyond
these structural factors, Bunyamin et al. (2020) underscore that Kahoot yields its greatest educational impact when
deployed as a deliberate and structured pedagogical variation rather than an incidental classroom tool, a condition that
appears only partially met within the current school setting.

Consistent with ITham & Eka (2024), the present data on learning interest further indicate that mid-range PAI
engagement among senior high school students is shaped by students' perceptions of subject relevance and prevailing
instructional approaches, rather than by any single technological intervention. Hartoni & Nasution (2022) reinforce
this by asserting that PAI learning interest requires sustained and varied stimulation to develop meaningfully. The
convergence of both variables at a mid-range level collectively signals a shared pedagogical constraint: neither the
instructional medium nor the learning outcome has been fully optimized within the current conditions of this frontier
school context.

SUPPORTING LITERATURE FOR VARIABLE Y

o llham & Eka (2024): PAI learning interest among senior high school students
generally tends to remain at a moderate level, shaped by internal and external factors
including perceptions of relevance and teaching approaches.

CONCLUSION ]

« Hartoni & Nasution (2022): Learning interest in PAl requires sustained stimulation
through innovative, varied, and student-responsive instructional strategies.

The moderate categorization of both variables simultaneously points to a shared contextual constraint, suggesting
that neither the medium nor the outcome has been fully optimized within the current learning conditions at SMAN 1 Bunguran Timur.

The Influence of Kahoot-Based Instructional Media on Students' Learning Interest in PAI at SMAN 1
Bunguran Timur

Spearman Rank correlation analysis via SPSS 26 yielded rho = 0.508 with a significance value of 0.000, which
falls below the 0.05 threshold. As the r-count exceeds the r-table value (0.508 > 0.276), Ho is rejected and H, is
accepted, confirming a statistically significant influence of Kahoot-based media on PAI learning interest. Based on
Sugiyono's (2022) interpretation table, a tho of 0.508 places the relationship within the sufficient correlation range
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(0.40-0.599). The coefficient of determination was calculated as KD = (0.508)? x 100% = 26%, indicating that Kahoot
accounts for 26% of the variance in students' PAI learning interest, while the remaining 74% is attributable to variables
outside the scope of this study. The correlation output is presented in Figure 3.

@ THE INFLUENCE OF KAHOOT-BASED INSTRUCTIONAL MEDIA

ON STUDENTS' LEARNING INTEREST IN PAI AT SMAN 1 BUNGURAN TIMUR

To address the second research question, Rank ion analysis was using SPSS 26
to determine whether the use of Kahoot-based instructional media (X) exerts a statistically significant
influence on students’ PAl learning interest (Y) at SMAN 1 Bunguran Timur.

l

2. CORRELATION INTERPRETATION

Based on the Spearman Rank correlation coefficient
interpretation table (Sugiyono, 2022):

|

1. SPEARMAN RANK CORRELATION RESULTS

l

3. COEFFICIENT OF DETERMINATION (KD)

To quantify the magnitude of this influence,
the coefficient of determination (KD) was calculated:

Correlation
Coefficiont | Sig. (2-talled)|  ("table Decision
rho) (a=0.05)

Correlation T TNEel
(o) Interpretation Strength KD = rho? x 100%

(0.508) x 100%

0.508 0000 | 0276 | MoRejected

0,00 - 0199 VoryWeak | Verylow =
H, A ed t 1 = ¥ = S
Lo 020-0399 Weak Low 25.81% = 26%
s S i 0.40 - 0.599 Moderate Moderate
Sincs the sy 3 Qs [ T T M 26% Contributed by Kahoot-based
r-table (0.276), the null hypothesis (H,) is rejected and the 060-0799 | Strong | High fnatructional medie use (0 40 PA}
alternative hypothesis (H,) is accepted. 0.80 - 1.000 Very Strong Very High learning interest (Y)

74% 74% Atributable to other variables
ot examined in this study

C‘J/ A tho value of 0,508 falls within the moderate
(sufficient) correlation range (0.40-0.599).

4. SUMMARY  The use of Kah based i media has a isti significant and moderate influence on students’ PAl learning interest
OFFINDING  at SMAN 1 Bunguran Timur, with a contribution of 26%. The remaining 74% is infiuenced by other factors beyond the scope of this study.

5. THEORETICAL SUPPORT I 1
[ |

Rizki et al. (2024) Chairunnisa et al. (2025) Handayani et al. (2025) Ulfa et al. (2025) Shopia et al. (2025)
Kahoot media has a positive Gamification through Kahoot Kahoot's infi e f Kahoot into Kahoot-based loarning
and significant i interest in religious subjects instruction produces significantly increases
students’ PAI learning learning interest, but its s significant yet contextually measurable gains in student students' learning interest
intarest, with its effect impact ceiling is moderated bounded, reinforcing that a engagement and interest, in religious subjects,
shaped by contextual by contextual variables such 26% contribution, though even 19 to impr
mediating factors such as a5 school location, resource modest, is genuine and and implementation engagement and

teacher facilitation quality, availabilit i ngful in it not yet fully participation in class.
student digital familiarity, consistancy. frontier school settings. optimal

and frequency of use.

’ @ 6. IMPLICATION Kahoot-based i i media it and statisti significant factor in shaping PAI learning interest at SMAN 1 Bunguran Timur.

Efforts to strengthen its implementation— by improving digital i ing teacher and increasing the frequency
of Kahoot use—hold meaningful potential for elevating students leaming interest from the current moderate level toward a higher and more
impactful category.

Figure 3. The Influence of Kahoot-Based Instructional Media on Students' Learning Interest

Consistent with Rizki et al. (2024), the present findings confirm that Kahoot carries a positive and significant
influence on PAI learning interest, yet the 26% effect size underscores the substantial mediating role of contextual
factors including teacher facilitation quality, student digital literacy, and the frequency of platform use. The 74%
variance unexplained by Kahoot alone points directly to these unexamined determinants: classroom climate, students'
intrinsic motivation, curriculum design, and the broader pedagogical environment likely constitute the more dominant
drivers of learning interest in this frontier school setting, and represent priority areas for future investigation and
practical intervention.

Consistent with Chairunnisa et al. (2025), the present evidence further indicates that school location, resource
availability, and instructional consistency function as moderating variables that determine the ceiling of Kahoot's
impact. Consistent with Handayani et al. (2025), Kahoot's influence on religious subject learning interest is real yet
contextually bounded, reinforcing the conclusion that a 26% contribution, while modest, constitutes a genuine and
educationally meaningful effect under the infrastructural and pedagogical constraints of a frontier archipelagic school.
Ulfa et al. (2025) and Shopia et al. (2025) similarly affirm that measurable gains in student engagement are achievable
even under suboptimal implementation conditions. Taken together, these findings confirm that strengthening digital
infrastructure, enhancing teacher competency in platform integration, and increasing the frequency of structured
Kahoot use hold meaningful potential for elevating students' PAI learning interest toward a higher and more impactful
level of achievement.

CONCLUSION

This study concludes that Kahoot-based instructional media exerts a statistically significant influence on
students' PAI learning interest at SMAN 1 Bunguran Timur, confirmed by a Spearman Rank correlation coefficient
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of 0.508 (sig. = 0.000) and a coefficient of determination of 26%. Both variables register at an intermediate
performance level, with mean scores of 58.51 and 56.25 respectively, indicating that while Kahoot has been
meaningfully integrated into the learning environment, contextual mediating factors, including digital infrastructure,
teacher competency, and implementation consistency, continue to constrain its full pedagogical impact.

These findings carry direct policy implications. The 74% of variance unaccounted for by Kahoot alone signals
that technology adoption without accompanying investment in teacher professional development, classroom digital
literacy, and infrastructural equity will yield only marginal gains. For frontier and archipelagic schools such as SMAN
1 Bunguran Timur, this demands a shift from tool-centered to pedagogy-centered digital integration policies.
Policymakers and school administrators must therefore prioritize structured Kahoot training programs, allocate
adequate digital infrastructure funding, and embed game-based learning within a coherent and sustained instructional
framework, measures that constitute a concrete and accountable pathway toward SDG 4's commitment to inclusive,
equitable, and quality education for all learners, regardless of geographic location.

REFFERENCES

Atmasani, D., Suhaeb, S., & Munir, N. S. (2025). Information Technology Education The Effectiveness of Kahoot ! in Increasing
Student Participation and Learning Outcomes in Higher Education. 4(2), 255-262.
https://journal.unm.ac.id/index.php/INTEC/article/download/8393/5255/25986?utm_source=chatgpt.com

Azmy, Z., Raharjo, R., & Abdillah, F. (2024). Pengaruh Media Pembelajaran Interaktif Kahoot Terhadap Antusiasme Belajar.
DeCive: Jurnal Penelitian Pendidikan Pancasila Dan Kewarganegaraan, 4(12), 423-429. https://journal.actual-
insight.com/index.php/decive/article/view/2585

Azmy, Z., Raharjo, R., & Abdillah, F. (2024b). Pengaruh media pembelajaran interaktif Kahoot terhadap antusiasme dan
motivasi belajar siswa. Journal Actual Insight, 4(12), 423-429. https://journal.actual-
insight.com/index.php/decive/article/view/2585/2707

Bunyamin, A. C., Juita, D. R., & Syalsiah, N. (2020). Penggunaan Kahoot Sebagai Media Pembelajaran Berbasis Permaianan
Sebagai Bentuk Variasi Pembelajaran. Gunahumas, 3(1), 43-50. https://doi.org/10.17509/ghm.v3i1.28388

Chairunnisa, R. A., Mahmudah, R., Solihin, M., Sugiarti, D., & Hamzanwadi, U. (2025). Pengaruh Penerapan Gamifikasi
Melalui Aplikasi Kahoot Terhadap Minat Belajar. Jurnal Pemikiran Dan Kajian Pendidikan, 9(1), 3—6.
https://oaj.jurnalhst.com/index.php/jpkp/article/download/8647/9754

Fauzi, A. A., Nugroho, F., Putra, W., & Pratama, Y. A. (2025). Analisis dan Perbandingan Media Interaktif Kahoot dan Quizizz
dalam Kemudahan Pembelajaran. Neptunus : Jurnal llmu Komputer Dan Teknologi Informasi, 3(1),256-262.
https://doi.org/10.61132/neptunus.v3il.726

Febby, Trisno, Bambang, R. (2023). Strategi Guru Dalam Meningkatkan Minat Belajar Peserta Didik Pada Mata Pelajaran PAI di
MTsN 15 Tanah Datar. IRJE: Jurnal llmu Pendidikan, 3(1), 723-731.

Hadjijah, Siti; Azis, Abdul; Afifah, N. (2025). Pemanfaatan Aplikasi Kahoot Sebagai Media Pembelajaran Pada Mata Pelajaran
SKI di MA Darul Ulum Palangka Raya. Inovasi : Jurnal Sosial Humaniora Dan Pendidikan, 4(20), 555-567.

Handayani, D., Lisnawati, S., & Abristadevi, A. (2025). Pengaruh penggunaan aplikasi Kahoot! terhadap minat belajar siswa
pada mata pelajaran Sejarah Kebudayaan Islam (SKI). MASALIQ, 5(3), 1143—-1154.

Handayani, R., Chalimi, I. R., Putri, A. E., Handayani, R., Chalimi, I. R., & Putri, A. E. (2024). Hubungan Penerapan Media
Kahoot Dengan Minat Belajar Peserta Didik Dalam Pembelajaran Sejarah Kelas X SMKN 3 Pontianak The Correlation
between Kahoot Media Implementation and Students Learning Interest in History Subject at X Class SMKN 3 Pontianak.
33(1), 453-462.

Hartoni, & Nasution, M. (2022). Analisis Minat Belajar Pendidikan Agama Islam Anak Di Smp Persatuan Amal Bakti 15 Medan.
Edumaniora : Jurnal Pendidikan Dan Humaniora, 1(2), 103-112.

Herlina, H., Astuti, M., Triyunita, H., Rahmawati, T., & Yana, N. (2024). PEMANFAATAN MEDIA DIGITAL DALAM
MENARIK MINAT SISWA SD / MI TERHADAP PEMBELAJARAN PAI Penggunaan media berbasis digital dalam
pembelajaran Pendidikan agama Islam di sekolah sebagai sarana dalam meningkatkan minat dan hasil belajar peserta
didik . hal ini. 5(6), 8265-8277. https://doi.org/10.54373/imeij.v516.2431

Hermawati, M., & Solihin, A. K. (2023). Pemanfaatan Media Kahoot Sebagai Media Pembelajaran Interaktif Siswa. Jurnal
PKM: Pengabdian Kepada Masyarakat, 06(02), 158—166.
https://journal. Ippmunindra.ac.id/index.php/pkm/article/view/10477/5725

Ilham, M., & Eka, F. (2024). Analisis Kesulitan Pembelajaran Pai Dan Upaya Guru PAI dalam Meningkatkan Minat Belajar
Siswa di SMAN 3 Sidoarjo. Journal on Education, 06(04), 21430-21437.

1517


https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index

Volume 15 No. 2. Juni 2026 https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index

Majid, N. K. (2020). Pengaruh Strategi Pembelajaran dan Minat Belajar Siswa Terhadap Hasil Belajar PAI Kelas X SMAN 1
Jenangan Ponorogo Tahun Pelajaran 2019/2020. Skripsi, 1-100. file:///C:/Users/SONY
VAIO/Documents/Skripsi/pengaruh mandiri dan minat trhdp hadil beljar/DAPUS/bab 2 teori/pengertian/noer.pdf

Melvin M. Simanjuntak, Aslina Tumangger, Cindi Manurung, Eryani Pakpahan, Veby Lorina Siboro, Ester Aprilia Veronika
Sinaga, M. J. S. (2025). Pengaruh Kesejahteraan Guru terhadap Kinerja Guru Sekolah Dasar Di SD Swasta YP HKBP 4
Dan SD Negeri 124401. Jurnal Ilmiah Pendidikan Dasar, 10(2), 04.
https://journal.unpas.ac.id/index.php/pendas/article/download/39940/21029

Nisa, S. Z., Sabila, S. N., Puspita, W., & Ayu, A. (2022). Aplikasi Kahoot Untuk Meningkatkan Motivasi Belajar. JMI : Jurnal
Multidisiplin Ilmu, I, hlm.6. https://journal.al-aarif.com/index.php/jurnalmultidisiplin/article/view/2 1

Putra, L. E. (2025). Efektivitas Penggunaan Aplikasi Kahoot! Sebagai Media untuk Meningkatkan Kemampuan Pemahaman dan
Evaluasi Geografi Siswa. Jurnal Penelitian, Pendidikan Dan Pengajaran, 6(3), 192-202.
https://doi.org/10.30596/jppp.v6i3.27165

Rizki, A. A., Dafirsam, D., & Arifmiboy, A. (2024). Pengaruh media Kahoot terhadap minat belajar PAI siswa kelas I'V.
MASALIQ, 5(1), 60—68.

Rizki, M., Sugiarto, T., Fernandez, D., & Nanda, 1. (2026). Pengalaman Praktik Kerja Industri dan Minat Menjadi Mekanik
Otomotif : Studi Korelasional pada Siswa SMK Teknik Kendaraan Ringan Industrial Work-Practice Experience and
Interest in Becoming Automotive Mechanics : A Correlational Study of Light Vehicle Eng. Jurnal Teknologi Dan
Pendidikan Vokasi Indonesia, 04(November 2025), 83-92.
https://jtpvi.ppj.unp.ac.id/index.php/jtpvi/article/download/390/206

Shopia, N., Fatirul, A. N., & Prayitno, S. H. (2025). The effect of Kahoot media use and learning motivation on student learning
outcomes. Jurnal Teknologi Pendidikan: Jurnal Penelitian Dan Pengembangan Pembelajaran, 10(4), 874-884.

Subhaktiyasa, P. G., Ayu, S., Candrawati, K., Sumaryani, N. P., & Sunita, W. (2025). Penerapan Statistik Deskriptif: Perspektif
Kuantitatif dan Kualitatif Putu. Jurnal Statistik Deskriptif: Perspektif Kuantitatif Dan Kualitatif, 14(1), 96—104.
https://www.researchgate.net/profile/Putu-Gede-

Subhaktiyasa/publication/387871698 Penerapan_Statistik Deskriptif Perspektif Kuantitatif dan_Kualitatif/links/67edf7
b29523 1d5ba5ae442b/Penerapan-Statistik-Deskriptif-Perspektif-Kuantitatif-dan-Kualitatif.pdf

Ulfa, W. R., Amillina, L., Safaat, A. A., & Mulyani, D. K. (2025). Pemanfaatan Media Kahoot dalam Minat Belajar Siswa Kelas
X SMA Al-Jamiatu Daalatul Jannah Sungkai Barat. Jurnal limu Pendidikan, 2(1), 104-113.
https://doi.org/10.62383/hardik.v2i1.1009

Ummah, M. S. (2019). Pengaruh Minat Belajar Terhadap Prestasi Belajar Peserta Didik Pada Mata Pelajaran Pendidikan Agama
Islam Di Sma Negeri 5 Palu. Skripsi, 11(1), 1-14.

Waruwu, M., Pu'at, S. N., Utami, P. R., Yanti, E., & Rusydiana, M. (2025). Metode Penelitian Kuantitatif: Konsep, Jenis,
Tahapan dan Kelebihan. Jurnal llmiah Profesi Pendidikan, 10(1), 917-932. https://doi.org/10.29303/jipp.v10i1.3057

Zendrato, W. (2025). Penggunaan Media Game Edukasi Kahoot Dalam Meningkatkan Hasil Belajar Siswa Kelas X Mata
Pelajaran Ekonomi Sma Negeri 1. Jurnal Education and Development, 13(1), 755-761. 10.37081/ed.v13i1.6907

1518


https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index

