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1. Introduction

Vocabulary learning is crucial for English learners. According to Schmitt (2010), vocabulary
knowledge affects various aspects of second language (L2) ability, including reading, listening,
speaking, writing, grammatical accuracy, sociolinguistic appropriateness, and language fluency. Thus,
regardless of their English learning goals, learners must memorize a large number of English words
and expressions.

However, many English learners do not have high vocabulary learning motivation (Yamamoto,
2022). Memorizing vocabulary tends to be a tedious and monotonous task; therefore, it is often
difficult to find enjoyment in it. Rather, vocabulary learning may be a significant demotivating factor.
According to Sakai and Kikuchi (2009) who investigated Japanese high school students’ demotivators
of English learning, difficulty in memorizing words and phrases was the strongest demotivating factor
among 35 possible demotivators in their survey.

Another finding about vocabulary learning motivation is that intrinsic motivation for vocabulary
learning and that for general English learning are independent (i.e., the correlation between the two is
not very strong), and the former predicts learners’ motivated vocabulary learning behavior more
strongly (Yamamoto, 2022). In addition, Zhang et al. (2016) indicated that learners with strong
intrinsic vocabulary learning motivation tend to use more learning strategies and have larger
vocabulary. They also suggested that extrinsic motivation, as well as intrinsic motivation, may play a
role in vocabulary learning. Therefore, enhancing learners’ vocabulary learning motivation is an
important mission for English teachers.

Hiromori (2023) introduced motivating vocabulary learning activities based on the three basic
psychological needs (autonomy, competence, and relatedness), which according to self-determination
theory (Ryan & Deci, 2017) significantly affects learners’ intrinsic motivation (Hiromori, 2005). For
instance, he suggested that competitive or cooperative vocabulary learning games could satisfy
learners’ need for relatedness, which could increase their motivation.

Yamamoto (2022) designed and conducted vocabulary learning strategy training programs that
focused on learners’ motivation. One feature of his strategy training was the promotion of collaborative

vocabulary learning. The participants were requested to think of effective and enjoyable collaborative
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vocabulary learning methods in groups, and actually implement them with group members outside of
class as preparation for a vocabulary test. The results of the post-surveys showed that participants
generally had positive perceptions of collaborative vocabulary learning. However, the results of the
delayed post-survey indicated that few participants voluntarily studied vocabulary with peers after the
training.

Considering the importance of motivation in vocabulary learning, the present study attempted to
create a motivating vocabulary test format, used it repeatedly in English classes, and examined its
effectiveness based on the vocabulary test scores and survey results. Although a number of vocabulary
tests have been developed by researchers and practitioners, only a few (e.g., Takefuta et al., 2019) have
focused on learners’ vocabulary motivation enhancement. However, some previous studies (e.g.,
Kitazawa et al., 2014) have indicated that test styles and methods affect learners’ motivation. Therefore,
increasing learners’ vocabulary learning motivation through motivating vocabulary tests may provide

productive learning outcomes, and researching how to create such tests seems meaningful.

2. The Practice
2.1 Participants and background of the practice

The participants of the study were 85 third-year students at a kosen®. The first author taught an
English class to 43 students in the second semester of 2022, and the second author taught an English
class to the remaining students in the first semester of 2023. The classes were usually conducted once
a week. Each class was 90-minute long.

In the school, students are required to memorize approximately 25 English words or expressions
from DataBase 4500 (5th ed.), a well-known vocabulary book published by Kirihara Shoten, and take
an in-class vocabulary test every week. Before the commencement of the classes, the first author was
told that many of the participants had struggled with vocabulary tests, which were common paper-
and-pencil vocabulary tests in which students wrote Japanese definitions of target English vocabulary
or semantically matched English words with their Japanese counterparts. Thus, he decided to develop

a motivating vocabulary test format for his class.

2.2 Characteristics of the practice

The first characteristic of the practice was to conduct most vocabulary tests using the online
game-based learning platform Kahoot! (https://kahoot.com/). Using this platform, teachers can create
and administer multiple-choice quizzes for their students. Learners can answer these questions using
smartphones. As several studies (e.g., Licorish et al., 2018; Wang & Tahir, 2020) have shown, Kahoot!
can be a motivating, enjoyable, and effective learning tool. Moreover, conducting vocabulary tests
using Kahoot! is practical because it is time-efficient for teachers: the quizzes can easily be created

online, printing test papers is not required, and grading is performed automatically.
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The second characteristic was to answer the Kahoot! vocabulary tests in pairs and compete
against the other teams?. The participants were advised to study with their partners outside of class as
preparation for the vocabulary tests so that they could help each other during the tests. Yamamoto
(2022) had used Kahoot! in this way as part of his strategy training program, with significant positive
outcomes for out-of-class vocabulary learning motivation. It was also indicated that the Kahoot!
vocabulary learning contest itself was fun for most participants. Thus, this study adopted this method
for our vocabulary tests.

The third characteristic was to conduct a paper-and-pencil review test after three Kahoot!
vocabulary tests. This test was taken individually by the participants. It was assumed that the reviewing
opportunities would help the participants retain the learned vocabulary.

The fourth characteristic was the grading system used in the vocabulary tests. While the review
tests accounted for 25% of the final grades of the class, the Kahoot! test scores accounted for 5%2.
However, the three teams that achieved the best scores in the Kahoot! tests were rewarded with small
extra points (i.e., The grading for the Kahoot test! could be, for example, 11 out of 10.). The main
reason we made the review tests more significant in the grading is that Kahoot! test scores may be
affected by the team members the participants were paired with. If such a type of tests strongly
influenced their grades, some students might deem it unfair. On the other hand, if the Kahoot! test
scores did not affect their grades at all, their motivation might not be enhanced. In many schools, the
scores of assignments and tasks in which performance is affected by peers such as paired speaking
tests (e.g., Yamamoto et al., 2021) and group projects, are often used as part of students’ class grades.
Although this is one weakness of this test format, we assume that using Kahoot! test scores, as a small
proportion of grades should be acceptable.

3. Method
3.1 Procedure

The schedule of the practice is summarized in Table 1. The procedures of the vocabulary tests
and their grading method were explained in Week 1. Following this, a practice Kahoot! test was
conducted using the vocabulary that the participants had studied in the previous semester.

In the weeks prior to the Kahoot! tests, teams were formed. Each time, the participants were
requested to find a partner different from the previous one. Each team typically consisted of two
students, although a team of three students was formed if there was an odd number of attendees. The
participants were advised to study with their team members for the following week’s Kahoot! test
outside of class.
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Table 1. The procedure of the practice

In-class Out-of-class (Homework)
Week 1 Introduction, Practice of using Kahoot! Preparation for Kahoot! test (D
Week 2 Kahoot! test D Preparation for Kahoot! test 2
Week 3 Kahoot! test @ Preparation for Kahoot! test (3
Week 4 Kahoot! test 3 Preparation for Review test (D
Week 5  Review test D Preparation for Kahoot! test @)
Week 6  Kahoot! test @ Preparation for Kahoot! test &
Week 7 Kahoot! test ® Preparation for Kahoot! test ®
Week 8  Kahoot! test ©® Preparation for Review test @

Week 9  Review test @), Survey

The Kahoot! tests were conducted at the beginning of the classes?. They took approximately ten
minutes, including the time the participants took to connect to Kahoot!. One smartphone in each team
was used to answer the questions. Every Kahoot! test consisted of ten four-choice questions out of
about 25 target English words, or sometimes idioms, assigned during that week. Most of them were
either questions to choose the correct Japanese definitions of English words® or the correct English
words that semantically matched the Japanese words. Sometimes, questions involved choosing the
word with the most similar meaning (e.g., choosing a word that implies “conceal,” from options: a)
overlook, b) hide, c) vanish, and d) advertise). The options of this type of questions were usually from
vocabulary the participants had studied in the previous semester or earlier. After the answer to a
question was shown, the teachers sometimes provided additional information, such as the meanings
of the vocabulary used as incorrect choices and effective ways to memorize the words (e.g., explaining
the prefix and suffix of the words).

The paper-and-pencil review tests consisted of 30 questions, which were selected from about 75
target words of the three previous Kahoot! tests. Of these, 20 involved writing the Japanese definitions
of English words. The other 10 entailed writing appropriate English words in the blanks in English

sentences, as shown below.

Any increase in fuel costs could have a bad (e ) on business.
EOREDOBEIE D LA TH, FEICERELRITT ZL03bH D,

The first letter of the word expected in the blank was given. The English sentences and their Japanese

translations were obtained from the prescribed vocabulary book.
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3.2 Data collection and analysis

Two types of data were collected and analyzed to examine the effectiveness of the practice.

The first dataset comprised the Kahoot! test scores. This set indicates how eagerly the
participants studied vocabulary for the tests. The average scores for each test and standard deviations
(SDs) were calculated. The extra points given to the winners were not included in this calculation.

The second set of data included the results of an anonymous survey administered after the
second review tests. A total of 73 participants answered the questionnaire. This survey aimed to
examine the participants’ perceptions of our practice. It consisted of ten five-point Likert scale
questions (5: | think so.; 1: | don’t think so0.), one multiple-choice question, and two open-ended
questions (see Appendix A for further details). The mean values, SDs, and the percentages of the
participants who chose the positive answers (i.e., “5” or “4”) were calculated. For the open-ended
guestions, each response was coded, similar responses were grouped, and category names of each
group were established in order to clarify what strong and weak points the participants perceived. This

analysis was performed by the authors together.

4. Results and Discussion
4.1 Kahoot! test scores

Table 2 presents the average scores for each Kahoot! test in the first and second authors’ classes
in 2022 and 2023. The average scores were often 9 or higher out of 10. This result implies that many

participants eagerly studied vocabulary for the Kahoot! tests.

Table 2. The mean scores and SDs of the Kahoot! tests

KT KT® KT® KT@ KT® KT® Total

9.90 8.94 9.06 9.39 9.21 9.61 9.35
2022 SD 0.30 0.91 0.85 0.89 0.77 0.59 0.33
8.41 8.83 7.83 9.11 9.24 8.80 8.70
2023 1.14 1.12 1.42 1.21 1.34 1.47 0.47

Notes. KT stands for “Kahoot! test.” The maximum possible score was 10.

4.2 Survey results

The results of the Likert scale survey are summarized in Appendix A, and those of the qualitative
data analysis are presented in Appendices B and C. Q1 inquired whether adopting a team-competition
method could encourage the participants to study hard for their team members. Of the participants,
70% chose positive answers to the question, indicating that team-competition style vocabulary tests
may enhance English learners’ vocabulary learning motivation. In Q4, nearly 80% of participants

answered that the Kahoot! test was more enjoyable than common vocabulary tests that students take
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individually. Some responses to Q11 also suggested that there were participants who found the test
format motivating (see Category 1). The tests appear to have motivated learners both intrinsically (e.g.,
“Vocabulary tests using Kahoot! was a lot of fun, like a game.”) and extrinsically (e.g., “I did not want
to bother my partner during the Kahoot! tests, which made me study hard.”). In addition, the low mean
value of Q2 (2.44) implies that most participants joined the team competition without experiencing
strong anxiety. One participant stated “using Kahoot! for vocabulary tests made me more relaxed than
doing paper-and-pencil tests every week.” Although a few participants wrote negative opinions
regarding their motivation and emotions in Q12 (see Category 10), it can be claimed that overall, the
Kahoot! tests were effective in motivating the participants.

On the other hand, considering the low mean value for Q3 (2.32), the Kahoot! test did not
encourage out-of-class paired vocabulary learning. As Yamamoto (2022) claimed, it is not easy to get
learners to study vocabulary with peers outside the classroom. Nevertheless, at least a few learners did
appear to study with their classmates (Category 4).

Q5 examined the participants’ perceptions of the test format in which a paper-and-pencil review
test was conducted after three Kahoot! tests. A high mean value (4.12) indicated that they generally
perceived it favorably. In fact, many participants wrote in Q11 that conducting review tests was
effective (see Category 2). However, a few participants felt that the review tests had points requiring
improvement (see Category 8). For example, one participant stated “The review tests should be given
more frequently, and the amount of vocabulary covered by each review test should be smaller.”

Q6-1 pertained to the grading method. Most participants (77%) provided positive responses to
this question. Q6-2 was for participants who chose neutral or negative answers (i.e., 1-3) to Q6-1 for
that reason. The choices for Q6-2 were as follows: a) The ratio of Kahoot! test score was too small; b)
it was unfair that my classmates affected my grade; and c) other (please write the reason). Nine
participants chose “a,” nine chose “b,” and five chose “c.” One participant who chose *“c” wrote
“Factors irrelevant for vocabulary knowledge such as clicking a wrong answer by mistake may affect
the scores.” This opinion is important because it is concerned with test validity. Careless mistakes can
also be made in ordinary vocabulary tests, but if they are more likely to occur in Kahoot! tests, this
can be one weakness of using Kahoot! for tests. This should be examined in future studies.

Q7 inquired whether extra points given to the winners in the Kahoot! tests increased the
participants” motivation for test preparation. The mean value was not high (3.15), indicating that it was
not a significant motivating factor. In Question 12, some negative opinions regarding the extra-point
system were found (see Category 7). For example, eight participants found it unfair that answering
quickly was needed for getting extra points because factors irrelevant to vocabulary knowledge, such
as internet connection and reflexes affect answer speed. As shown in Table 2, the average Kahoot! test
scores were generally high. Many teams gained perfect scores. Thus, quick answers were required to

achieve third place or higher. We did not expect this to be a serious problem because the school adopted
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an absolute grading system; even if extra points were given to classmates, their final grade would
never be lowered. However, if the participants found the extra-point system unfair, dealing with this
problem is necessary.

Q8 and Q9 asked whether participants regarded the test format as effective and motivating,
respectively. The results showed that more than 60% of the respondents chose favorable answers to
these questions. Moreover, in Q10, 66% of the participants answered that they hoped to take
vocabulary tests in the same format in the next semester as well.

One unexpected finding from Q12 was that some participants had split the vocabulary to
memorize with their partners in the Kahoot! tests (Category 11). In other words, they studied only half
of the target vocabulary, answered questions pertaining to it, and let their partners answer questions
about the other half. Although this strategy does not seem effective, considering that they would take
review tests individually and that those scores are much more important than those of Kahoot! tests,
some students may use this strategy to pursue short-term benefits. If out-of-class paired vocabulary

learning is encouraged, this problem would become less likely to occur.

5. Conclusion and Future Directions

Considering the results of the analyses, the test format used in this study appear to be effective
in enhancing learners’ vocabulary learning motivation. Overall, average Kahoot! test scores and the
mean values of the motivation-related survey questions were high. In addition, some participants’
responses in the open-ended question (Q11) showed that the test format could motivate learners both
intrinsically and extrinsically. Moreover, the combination of Kahoot! tests and paper-and-pencil
review tests was perceived positively by many participants. A grading ratio of the two tests, 1:5, was
generally supported.

However, some problems were identified. First, the test did not sufficiently encourage out-of-
class paired vocabulary learning. Training of it might be required to solve this problem. For instance,
teachers could suggest effective ways of studying vocabulary in pairs and allow students to practice
using them in class. Consequently, some students may find paired vocabulary learning effective and
may voluntarily do so. Although teachers do not have to force learners who prefer individual
vocabulary learning to engage in paired vocabulary learning, it is important to increase the options for
vocabulary learning methods, especially for learners struggling with vocabulary learning. Teaching
effective paired vocabulary learning methods in class as well as providing students with good reasons
to use them outside of class through team-competition style tests could be meaningful in supporting
unmotivated learners.

Another problem is the validity of the extra-point system, which requires answer speed. Some
participants felt that it was unfair because it was influenced by internet connection and reflexes.

Improving internet connections may be difficult for teachers to achieve. However, if students are
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convinced that the answer speed is related to the quality of vocabulary knowledge rather than reflexes,
they would find the rule less unfair. In fact, one participant wrote in Q11 “It was interesting that the
answer speed of students who memorized the vocabulary perfectly and those who just had faint
memories of it were differentiated.” If this is proven true in future research, using answer speed to
decide who receives the extra points can be justified because the access speed of vocabulary is
important in communication. This could encourage learners to gain easy-to-access vocabulary
knowledge.

A limitation regarding the research methodology is that this study did not include a control group.
If a control group that takes ordinary vocabulary tests is created and their vocabulary learning
outcomes and motivation levels are compared with those of the treatment group, the effectiveness of
this practice could be presented more persuasively.

As discussed previously, vocabulary learning is a notable demotivator for English learners. It is
valuable to conduct further research on motivating vocabulary test development and explore ways to

make vocabulary learning less demotivating.

Notes
1. Kosen are colleges of technology that provide five-year engineering education from the age of 15.
Thus, third-year students at Kosen are equivalent to third-year high school students (i.e., most
participants in this study were 17 or 18 years old.).
2. The Kahoot! scores are determined based on the accuracy and speed of the students’ answers. The
winning teams and their scores are displayed on the screen after each question, so a fun and
competitive atmosphere is created.
3. The remaining 70% of the final grades was determined based on scores on the mid-term, speaking,
and final tests.
4. Except for the time for the vocabulary tests, the classes basically focused on developing students’
English communication skills using various communicative activities.
5. Memorizing Japanese definitions of target English words is often criticized, mainly because such
knowledge may not be applicable during communication and literal translations are often inaccurate.
However, Nakata (2019) claims that it is valuable because memorizing Japanese definitions is often
sufficient for learning of English words, may help restore vocabulary, and can be the first step in

gaining knowledge available in communication.
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Appendix A: The question items and results of the survey

M

% of
4o0r5

Q1

FEET A NPT — PRI 57D T, A= =D
WIZHEHE > THEEZMM L L 9 & B 27, (Since the
vocabulary test was in a team-competition style, | felt | should

study the vocabulary hard for my partner.)

3.78

1.10

70%

Q2

FEET A MR TF— LRI RTE 272D T, REREE -
72, (Since the vocabulary test was in a team-competition style,

my anxiety was heightened.)

2.44

1.41

26%

Q3

FERT A MRTF— LR AE ST, ELY 7 TR
A— & —FEICHFEZ R T DS 038 2 7=, (Since the
vocabulary test was in a team-competition style, | studied

vocabulary with my classmates more than before.)

2.32

1.33

23%

Q4

F— LKL Kahoot! 7 A M iX, AN TIT 5 — XA 7R GEZET
ARED HHE LD -T2, (Team-competition style Kahoot! tests
were more fun than common vocabulary tests taken individually.)

4.18

0.98

79%

Q5

F— LKL Kahoot! 7 A k% 3 [T\, Z @ 3 [A]5y O
Zh ) —EEANTITY) 7T A M THERT 2 L0 ) UL &
772, (The format consisting of three team-competition style

Kahoot! tests and one individual review test was good.)

412

1.05

75%

Q6-1

F-— LKL Kahoot! 7 2k OFER & E AN TIT ) 5EEET A
k OFER % 1:5 OEIA CTHHE L7201 X 2> 7=, (It was good
that the ratio of grading between the Kahoot! tests and review

tests was 1:5.)

3.97

1.10

7%

Q6-2

[Q6-1 T1~3 L& &) TDHML L TRHETTE
HHD%BEATEEW, ( [For those who chose 1-3 in Q6-

1] Please choose the reason.)

see 4.2

Q7

F— 2%t Kahoot! 7 A R T3 E TIZASTZT— AL, 1
NTITOREET A FO/AIINET 5 & 0o FRix, F—
LxHpt Kahoot!7 A MMZ[AT T2 REHEFE ~ DR D 5 % =D
7=, (Since the three teams with the best scores on the Kahoot!
tests were given extra points, my motivation for the Kahoot! tests
was boosted.)

3.15

1.37

47%
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SFHOFERET A DA (F—Lxtht Kahoot! 7 2 K x3
& TEANDT A ~x1) (X, AEfEDFEFET) & @D D DI FT

Q8 72, (This semester’s vocabulary test format of three Kahoot! tests  3.66  0.97  64%
and one review test was effective in developing students’

vocabulary.)

SFHOFERET A DA (F—Lxtht Kahoot! 7 2 K x3
& ANDT A Fx1) (X, AEOFEREFE ~ORL LK% @D

Q9 % DI FH 72, (This semester’s vocabulary test format of 3.70 1.06  63%
three Kahoot! tests and one review test was effective in increasing

students’ motivation.)

SBOIFEORIETHIERET A M EITO D ThHIUX, 4%
WOEFET A O (F— 2% Kahoot! 7 A Fx3 &

Q10 ADT A bx1) Zffsi L TIF LV, (Iwantmyteachertokeep 3.86 1.06 66%
using this semester’s vocabulary test format of three Kahoot! tests

and one review test in the next semester.)

ASFHOFEET A NORNPSTEREBZ TSV, (Q1~Q10 D'E M & B d
Qll  2Z2AARTHLAEVFEHA) (Please tell us good points about this semester’s vocabulary tests.
You can write something related to Q1~Q10.)

SFWOFERET A b OBERRLRKAEHZ T IZEN, (Q1~Q10 DE M & B
Q12 TAHHNETHHEVEHA) (Please tell us weak points or points needing improvement

about this semester’s vocabulary tests. You can write something related to Q1~Q10.)

Appendix B: The results of the qualitative analysis for Q11

1. The test had positive effects on learners’ motivation and emotions.

a  Kahoot! had positive effects on learners’ motivation and emotions. (7)

[HEET A RS 7 — MER OB — AR T TE L THHR LN TT
(Vocabulary tests using Kahoot! were a lot of fun, like a game.)

Mg ~_X— =7 2 N 21T 9 L U KFFHEYIZHERV A (Using Kahoot! for vocabulary
tests made me more relaxed than doing paper-and-pencil tests every week.)

b The team-competition style has positive effects on learners’ motivation. (6)

[RTNZERBINT RN K DI T DT DITHIR L7 & oW iF 2 & B 2% 2
L3S | (1 did not want to bother my partner during the Kahoot! tests, which made me
study hard.)

[SHRT 25 DREE LAy -72CTF | (The competition was fun.)
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¢  Other (8)
(R EETE O DR T2 (1 was motivated for vocabulary learning, which |
am usually not good at.)
[ 72HGET A b LD LD %038 £ - 72 ) (This style of vocabulary tests was more
motivating than ordinary vocabulary tests.)

2. Reviewing opportunities were given. (10)
MAAT A CTHEBNTET-O TR -7 (It was good that | was able to review the
vocabulary in the review tests.)
(B[R] CHEEOMIRA TE /272w, EA LT W EEK 72/ (Since | studied the
same words twice, my vocabulary knowledge was likely to be strengthened.)

3. The amount of target vocabulary for each test was appropriate. (3)

THFEO &N D L 9 EW ] (The number of target words for each test was appropriate.)

[ 23880 | (The amount of vocabulary covered by each test was appropriate.)

4. We could make opportunities to study with peers. (2)
[HHEE28 & K L T & 55 (1 can study vocabulary with my friends.)
[T A T2 3 —HEITR T & £ 97 1 ] (We can study together.)
5. It is possible to get some points without studying. (2)
[EhsR L7 < CH 5 A0 Edu% | (1 could get 5 points without studying.)
(BN Y TH/R—= b F—RNTECLEbEHATND L Z A (Evenif | could
not answer the questions, | still could get a fine score if my partner did well.)
6. Other (6)
lkahoot D7 A NMIHFEN 2 AR Z DN & FERER N ClRIZERFIZ AN S O TH A
WE SR E L7z (It was interesting that the answer speed of students who memorized the

vocabulary perfectly and those who just had faint memories of it were differentiated.)
Mg L CWiUE b A & S B S & 2 A (If you studied properly, you could get
a good score.)

Note. 1-6 are category names, and a-c are subcategory names. The sentencesin [ | are examples of the participants’

responses in the (sub)categories. The numbers in parentheses indicate the number of responses in the (sub)categories.

Appendix C: The results of the qualitative analysis for Q12

7. The rules about extra points were not appropriate.

a It was not appropriate that the answer speed affected the score. (8)
(R FORBRICE > TRLBIZETELTERWVWAH DD TE ZIFRAT] (It was
unfair that Internet connection issues affected the answer speed.)
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lkahoot (X[EIZERFHEIC L - THAEMNEET 25D T, L ONANL TFEFET A MMIANAL
D & RUMRBEAIC 7 > T LE D OIFAFEFEIZEE U £97) (The Kahoot! score is
partially determined by the answer speed. This is unfair because students’ reflexes affect their

scores.)

b Only three teams were given extra points. (4)

M~3fLiF — RAEWE R T 72 (I felt taking third place or higher was difficult.)
(717 — KN TCEAL3DIZADDFHEE LV (Taking the third place or higher in the Kahoot!

tests was difficult.)

8. The review tests had problems.

a  The amount of target vocabulary in the review tests was too much. (3)

M XULFFHAN Z < > T LE 20 HKZEE 5721 (The amount of vocabulary
covered by one review test was too much, which was tough for me.)
3[Ry DHFEEZ R 2 5 DN KZ ] (Itwas tough to memorize the target vocabulary for the

three Kahoot! tests for the review test.)

b The review tests should be given more frequently. (2)

[2[B]C 1 [E]D_X—rX—_— Z 730\ | (The review tests should be given after two Kahoot!
tests.)

Ml # NTOR—r3=F 2 FER L, f@lHZHRD 5 L& 85 | (The review tests
should be given more frequently, and the amount of vocabulary covered by each review test

should be smaller.)

9. Getting a good score without studying may be possible. (4)

NRINEBETE B TY 72> TLE 9 (Inthe multiple-choice questions, we might choose
the correct answers by chance.)

[T CHTe DTN, [BIET 2 AERARY B 572 -7 (It was fine to make pairs,
but the number of questions each student answered was often uneven.)

10. The test had negative effects on motivation and emotion. (3)

[EEIZ— A= ADT A FDOFRRL DM D) (Ordinary tests that students take
individually are more motivating.)
(X7 TRBHONVL LT Ly vy —0db-7-Z & (Taking tests in pairs put me under

some pressure.)

11. It was possible to split the vocabulary to memorize with the partner in the Kahoot! tests. (2)

[(F—=LTRLDTLIANRLIN—=VH, $9 1 AN 2 —VHEVSTZL I ITHHE
LCITO EERNHAT-DOTEADT N LoD i TE 551895 (We took the
tests in teams, so sometimes my partner and | split the words to memorize. Taking tests

individually could make students study more seriously.)

330



YAMAMOTO KITAZAWA

[E o 7ed . NT Lo TTHFBROFTPEEZ L TOHETLIA N DD TIERWNE
72 (The test format was generally good, but some teams might split the vocabulary to

memorize.)

12. It was difficult to make pairs. (2)
MERIRT ZHAETONE &> ERKZ | (It was a little troublesome to make new pairs
every time.)
MEE| T 2B 2T L7 HI1E72 572 h-> 722 & | (We had to change pairs every
time.)

13. It was difficult to check the pages of the target vocabulary in each test. (2)
[P OREFR MM EIC TE 5 L 91T L TIE LV (I wish | could have checked the pages
of the target vocabulary in each test easily.)
(B DT A NOFHEZE LD TT v 7r—RLTWELETDHEH»0 £ (It

would be helpful if a document showing the pages of the target vocabulary in each test is

uploaded to our online class page.)
14. Other (5)
FRDT A FDOERE B> L FIFTHWWEE S ] (I think the ratio of grading of the
review tests should be smaller.)
[EI#R ORI RE T Kahoot! ~D 7 7 ¥ AN RLEET -7 2 & ] (Due to the Internet
connection problem, I sometimes could not access Kahoot! stably.)

Note. 7-14 are category names, and a and b are subcategory names. The sentences in [ | are examples of the
participants’ responses in the (sub)categories. The numbers in parentheses indicate the number of responses in the

(sub)categories.

(2023%E11H30A  =Zf1)
(20244 2H 190 =Z#)
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