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STUDYING THE PROGRESS OF SCIENCE AND ITS SHORTCOMINGS

A COMPARATIVE STUDY OF DIGITAL TOOLS: WAYGROUND AND
KAHOOT

Ibragimova Madinabonu Karimovna
Bukhara State University
Interfaculty department of foreign languages

Abstract: This investigation critically examines the design, functionality, and
pedagogical efficacy of Wayground and Kahoot. Two prominent digital learning
platforms, to investigate their comparative advantages and disadvantages in fostering
student engagement and learning outcomes. Specifically, this study aims to assess how the
distinct interactive features and gamified elements inherent in each platform contribute to
varied levels of student motivation and knowledge acquisition, drawing upon existing
literature on game-based student response systems.

Key words: online platforms, student engagement, intrinsic motivation, comparative
analysis, methodology, cognitive engagement, higher-order thinking skills

AHHOTaUMSA: JlanHoe ucciedo8anue Kpumu4ecku paccmampusaem — Ou3dliH,
@DYHKYUOHAILHOCMb U heda2o2udecKyro dP@OeKmusHocms 08yX U3BECMHBIX YUPDPOBLIX
obpazosamenvHvlx naamgopm Wayground u Kahoot. C yenvlo 8viagrieHus ux
CPABHUMENbHBIX NPEUMYUECTNE U HEOOCAMKO8 8 NOBbIULEHUU 808TICHEHHOCMU YYaAUUXCS
U yrIyuuwienuu pe3yibmamos odOyueHus. B uacmumocmu, ucciedosanue HANpagieHo Ha
OYEHKY mMo20, KaKum 00pazoM paziuuHvle UHMEPAKmusHvle @QYHKYUU U jleMeHmbl
eetimMuurayuy, npucywue Kaxcoou niamgopme, cnocoocmayiom pasiuuHbiM YPOGHIM
MOmMugayuu CmyoeHmos u yceoenus 3Hanul. AHaiu3 0CHOB8bI8aemMcs HA Cyuwecmayoujell
HAY4HOU aumepamype, NOCEAUJeHHOU USPOBLIM CUCEMAM OMEEMOo8 YUaujuxcsl.

KiawoueBble ciaoBa: ounatin-niam@opmvl, 8061eYEHHOCMb CMYOEHMO8, GHYMPeHHss
MOmMuayus, CPAGHUMENbHLIU AHAU3, MeMOOO0N02Us, KOSHUMUBHAS BO081EYEeHHOCHb,
HABBIKU MbIULIEHUS 8bICOKO20 NOPAOKA

Annotatsiya: Ushbu tadgiqot Wayground va Kahoot kabi ikkita mashhur ragamli ta’lim
platformasining dizayni, funksionalligi hamda pedagogik samaradorligini tanqidiy tahlil
qiladi. Tadgiqot ushbu platformalarning o ‘quvchilar faolligi va o ‘qitish natijalarini
rivojlantirishdagi qiyosiy afzalliklari va kamchiliklarini aniqlashga qgaratilgan. Xususan,
mazkur ish har bir platformaga xos bo‘lgan interaktiv funksiyalar va gamifikatsiya
elementlari o ‘quvchilarning motivatsiyasi hamda bilimlarni o ‘zlashtirish darajasiga
qganday ta’sir ko ‘rsatishini baholashni magsad giladi. Bunda o ‘yin asosidagi talaba javob
tizimlariga oid mavjud ilmiy adabiyotlarga tayaniladi.

Kalit so‘zlar: onlayn platformalar, talabalar faolligi, ichki motivatsiya, qgiyosiy tahlil,
metodologiya, kognitiv faollik, yuqori darajadagi tafakkur ko ‘nikmalari
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Introduction. This comparative analysis will build upon previous research
demonstrating the positive impact of gamification tools like Kahoot and Wayground on
student engagement and academic performance [1]. This study hypothesizes that while
both platforms enhance engagement through gamification, Wayground’s distinct
pedagogical approach, potentially rooted in more adaptive and complex learning pathways,
may offer superior long-term retention and higher-order thinking skill development
compared to Kahoot’s more quiz-based methodology.

This will involve a detailed examination of user interface design, pedagogical
underpinnings, and the integration of varying gamified elements to determine their
differential impact on learning efficacy and sustained student motivation [2]. Such an
investigation necessitates a multi-faceted approach, encompassing quantitative analyses of
performance metrics and qualitative assessments of user experience and perceived learning
benefits [3]. Furthermore, this research will critically evaluate how the respective reward
systems whether tangible or intangible. Wayground and Kahoot influence intrinsic
motivation, behavioral engagement, and cognitive engagement, thereby contributing to the
ongoing discourse regarding the efficacy of various reward structures in gamified learning
environments [4].

Methodology and Literature Review. Gamification, broadly defined as the application
of game-design elements and game principles in non-game contexts, has garnered
significant attention in educational research for its potential to enhance learning
experiences and outcome [5]. This section details the empirical approach employed to
rigorously compare Wayground and Kahoot, outlining the research design, participant
selection, data collection instruments, and analytical procedures used to test the
aforementioned hypotheses.

The study utilized an experimental design to measure the impact of each application on
students’ computer memory expertise and gather their opinions on various features of the
platform [6].

Results and Discussion. This quantitative and qualitative data provided a
comprehensive understanding of the tools’ effectiveness and user experience, which is
critical for establishing pedagogical efficacy. The subsequent analysis focuses on
identifying statistically significant differences in learning gains between the groups
exposed to Wayground and Kahoot, while also examining qualitative feedback concerning
usability, engagement, and perceived learning value [7]. A mixed-methods approach
incorporating experimental design will allow for a robust evaluation of learning
performance, self-efficacy, autonomous motivation, and gaming experience [8].

This comprehensive methodology will enable a comparison of the two platforms,
moving beyond surface-level observations to identify the underlying mechanisms driving
their respective impacts on learning.
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This in-depth analysis will clarify which design principles and gamified mechanics are
most effective in promoting deeper cognitive processing and sustained engagement across
different educational settings [9].

Conclusion. Ultimately, this research seeks to provide actionable insights for educators
and platform developers alike, guiding the strategic integration of digital tools to optimize
pedagogical practices and foster more effective learning environments.

The findings will also address a critical gap in the literature by providing experimental
evidence on the implementation of gamification within higher education, particularly
concerning its relationship with student achievement and motivation.

REFERENCES

1. Tseng, S. S. (2021). The effects of gamified student response systems on learner
engagement in higher education. International Journal of Educational Technology in
Higher Education, 18(1), 1-15.

2. Rahman, A., Ahmad, S., & Hashim, U. (2018). The effectiveness of Kahoot in
improving students’ motivation and engagement in learning. Journal of Engineering
Science and Technology, Special Issue on SU18, 89-97.

3. Keadkraichaiwat, P., Tuntiwongwanich, S., & Jindasri, P. (2024). Gamified online
learning environments and student engagement: Evidence from higher education. IEEE
Access, 12, 17538-17550.

4. Xiao, Y., & Hew, K. F. (2023). The effects of gamification in education: A meta-
analysis. Educational Research Review, 38, 100491.

5. Zainuddin, Z., Shujahat, M., Haruna, H., & Chu, S. K. W. (2020). The role of
gamified student response systems in improving student engagement and learning
outcomes. Computers & Education, 145, 103729.

6. Asmolov, A., & Ledentsov, A. (2023). Digital transformation of education and
student engagement in technology-enhanced learning environments. Education and
Information Technologies, 28, 95-110.

7. Oliveira, W., Toda, A. M., Palomino, P., Rodrigues, L., Isotani, S., & Bittencourt,
I. (2022). How gamification affects students’ engagement and learning: A systematic
mapping study. Computers in Human Behavior, 126, 106989.

8. Ortiz-Rojas, M., Ramirez-Montoya, M. S., & Garcia-Pefialvo, F. J. (2025).
Gamification in digital learning environments: A systematic literature review of student
engagement outcomes. Education and Information Technologies, 30, 1-22.

9. Tsay, C. H. H., Kofinas, A., Luo, J., & Trivedi, S. K. (2018). Enhancing student
learning experience with technology-mediated gamification: An empirical study using
Kahoot. Computers & Education, 121, 1-17.

t
'
_I0
N

ERl
Lo S SR B

3

9
—

#

A
O
n = _i
1l i

ﬁ

alah |
E2d
| T
e

A

EN KR
(i

e



