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APPENDICES

APPENDIX A. INTERVIEW

No. Questions

1 Do you prefer Classic mode or Game mode?

2 Why you choose Classic mode?

3 Why you choose Game mode?

4 In Game mode, which game do you like the most?

5 What do you think are the strength of using Kahoot! in learning
English?

6 What do you think are the weakness of using Kahoot! in learning
English?

7 Do you want to continue using Kahoot! in learning English?
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