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ABSTRACT

This study aims to study the level of acceptance to use Kahoot in quiz, and to compare the factors’
influences of student’'s perceptions on their Kahoot acceptances. The research studied perceived factors based
on the Technology Acceptance Model or TAM which is well-known among international IT researchers and
academics. The study used survey questionnaire to collect data from sample groups. There are two sample
groups in this study. First, Group A is the group of students who has student-id beginning with 56 and studied
Software Engineering in 2/2558. Second, Group B is the group of students who has student-id beginning with 57
and studied Software Engineering in 2/2559. The study analyzed the collected data using SmartPLS and SPSS.
The results show the acceptance level of Group A is very much, while the level of Group B is only very

acceptance. The possible reason is the differences of Kahoot experiences between Group A and Group B.
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Furthermore, the results show the differences of factors’ influence on Kahoot acceptance between Group A and

Group B in terms of perceived usefulness, perceived ease-of-use and perceived enjoyment.

Keywords: Examination, Quiz, Technology, Technology Acceptance Model
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