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Childhood measurements. The research was conducted at TK Aulia Rahma in
Takalar, involving 16 children aged 5-6 years from Group B, divided into
two groups: the experimental group (8 children) who received learning
through Kahoot digital media, and the control group (8 children) who
participated in conventional learning methods. Data collection utilized
structured observation sheets and social-emotional assessment tools
validated by experts. Data analysis employed the Wilcoxon Signed Rank
Test to examine the significance of differences between pre-test and post-
test results. The findings revealed significant improvements in the
experimental group's social-emotional abilities (p = 0.011 < 0.05), with
62.5% of children achieving the "Very Good" category compared to only
12.5% in the control group. Children exposed to Kahoot demonstrated
superior progress in teamwork, peer communication, emotional
regulation, and empathy skills. These results indicate that Kahoot, with
its interactive and gamified features, can effectively support the
development of social-emotional skills in young children. The study
recommends that educators integrate digital tools like Kahoot in early
childhood classrooms to facilitate enjoyable learning experiences that
promote emotional awareness and positive social interactions.

1.INTRODUCTION

The period from birth to six years old is often referred to as the golden age, a critical phase
characterized by rapid growth and development. This stage plays a vital role in shaping a child's
subsequent developmental milestones and is believed to contribute up to 80% of intelligence in
adulthood (Putri et al., 2023). Early childhood education services function as a platform that provides
stimulation, guidance, and enriching activities aimed at enhancing children's abilities and skills
(Lubis et al., 2022). In this context, educators are required to design engaging and age-appropriate

learning experiences to motivate young learners. The use of media has become an inseparable
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element in the learning process (Islami et al., 2020). Fun and interactive learning tools are among the
key strategies to support early learning (Islami, 2025).

As technology evolves, teaching methods have advanced through the use of digital media that
facilitate more engaging and effective learning experiences (Norita & Hadiyanto, 2021; Putra, 2020).
The growth of digital technology in education has significantly influenced instructional practices at
all levels, including early childhood education. Over time, the expansion of both knowledge and
technology has made it easier to support various aspects of life, including the education sector (Norita
& Hadiyanto, 2021). Nevertheless, many kindergartens in Indonesia still face limitations in accessing
interactive multimedia learning software. Technological media in education is becoming increasingly
popular, with platforms such as Kahoot gaining traction (Octafany, 2022).

Kahoot, as a game-based digital platform, presents an innovative option that supports the
creation of learning environments that are fun, interactive, engaging, and meaningful for young
learners (Hadijah et al., 2025). It allows real-time, two-way interaction between teachers and
students, encouraging active participation and healthy competition. The use of Kahoot enables
children to learn actively and interact with their classmates, thus fostering a healthy competitive spirit
in the learning process (Perdana et al., 2020). Through its visually appealing features and gamified
structure, Kahoot holds great potential for supporting various developmental domains in children,
including their social-emotional growth.

Despite the growing interest in digital tools for learning, limited studies have examined their
impact on young children’s social and emotional development. This lack of attention forms a research
gap that this study intends to address. Social-emotional skills in early childhood are essential for
school readiness and long-term educational success. Children who demonstrate well-developed
social-emotional abilities are more capable of forming positive relationships, recognizing and
managing their emotions, and showing empathy toward others. Conversely, delays in these areas
may hinder a child's ability to adapt to social environments and school learning contexts (Tazkia &
Darmiyanti, 2024). Social-emotional development includes skills such as emotional recognition,
cooperation, conflict resolution, and concern for others.

Today, educational media for children comes in various appealing formats tailored to their
imaginative world. This encourages educators to be more creative and innovative in selecting and
using different types of learning tools that match the needs of their students (Nurhasanah et al., 2021).
However, in this digital era, children's exposure to technology is often passive and individualistic.
Many digital applications do not inherently promote social interaction or emotional engagement.
Without thoughtful use, this may even hinder social-emotional development. Hence, there is a need
for digital media that not only captivates visually but also fosters active participation, collaboration,
and emotional reflection. Kahoot, as an interactive game-based platform, addresses this need by

promoting curiosity and motivation while helping children better understand lesson content presented
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in video format (Harefa et al., 2022). Previous studies have shown that Kahoot can boost learning
motivation, engagement, and classroom participation (Hadijah et al., 2025; Perdana et al., 2020;
Harefa et al., 2022; Madina et al., 2023). However, these studies primarily focus on cognitive
development, leaving social-emotional outcomes less explored. Studies exploring the role of media
like Kahoot in fostering social and emotional growth-particularly in early childhood-remain limited.
This reveals a gap in the literature and presents an opportunity for further academic contributions
toward the development of more holistic digital learning models.

Based on the above background, this study aims to evaluate the effectiveness of the Kahoot
digital platform in supporting the social and emotional development of young children. The research
focuses on identifying improvements in emotional recognition, cooperation, empathy, and conflict
resolution through game-based learning activities. This study was conducted at Aulia Rahma
Kindergarten in Takalar Regency, an institution that has incorporated technology into its teaching
practices. A quantitative approach was applied using a quasi-experimental design, involving both
experimental and control groups composed of children aged 5 to 6 years from Group B. Data
collection instruments included observation sheets and social-emotional assessment tools. The core
focus of this research is to assess how Kahoot-based game learning can support the development of
children's emotional awareness, empathy, cooperation, and conflict resolution skills.

The results of the study revealed a significant difference between children who engaged in
learning through Kahoot and those who participated in conventional learning methods. Children
exposed to Kahoot showed greater progress in areas such as collaboration, peer communication, and
emotional regulation. These findings reinforce the idea that digital media should not solely focus on
cognitive skills, but also play a role in nurturing children's social and emotional development. The
significance of this study lies in its potential to guide educators and curriculum developers in utilizing
game-based digital media not only for academic growth, but also to support holistic development
aligned with early childhood needs. Therefore, this research is expected to contribute to the design
of digital learning approaches that are more human-centered and aligned with the developmental

world of early childhood.

2.METHODS
This study employed a quantitative approach using non-parametric methods. The non-

parametric technique was selected because it does not require the data to follow a normal
distribution, making it suitable for data with non-normal distribution patterns or ordinal
scales (Sugiyono, 2019). The primary aim of this research was to assess the influence and
effectiveness of using Kahoot-based digital media in enhancing the social-emotional skills

of young children.
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The research was conducted at TK Aulia Rahma in Takalar, involving children aged 5
to 6 years from Group B. The participants were divided into two groups: the experimental
group, which received instruction through Kahoot digital media, and the control group,
which engaged in learning through conventional methods. Both groups consisted of children
with comparable developmental levels, as confirmed through initial observations. A variety
of instruments were utilized in this study, including observation sheets, social-emotional
assessment tools, learning outcome tests (pretest and posttest), and documentation. The
observation sheets served to record the level of children’s engagement during learning
sessions, while the social-emotional assessment tools were developed based on early

childhood developmental indicators and were validated by relevant experts.

Result

Planning Implementation Observationon

Figure 1. Research Implementation Procedure

In the planning stage, the researcher designed the learning framework and prepared
the instruments to be used. During the implementation stage, the control group received
conventional learning instruction over four sessions, followed by a posttest. Meanwhile, the
experimental group participated in learning activities using Kahoot-based digital media for
three sessions, also followed by a posttest. Observations were conducted throughout the
learning process to evaluate children’s active participation and emotional responses. This
study collected two types of data: primary and secondary. The primary data were obtained
through observation results and tests of children's social-emotional abilities. The secondary
data, serving as supporting information, included curriculum documents, learning records,
and activity documentation. The use of both types of data was carried out complementarily
to produce a comprehensive and in-depth analysis.

The data analysis technique employed was inferential analysis using the Wilcoxon
Signed Rank Test, which is appropriate for comparing pretest and posttest results within the
experimental group. This test was conducted to determine whether the differences observed
before and after treatment were statistically significant. The decision-making criteria were
based on the significance value (Sig. 2-tailed) < 0.05. If the significance value is below 0.05,
the null hypothesis (Ho) is rejected, indicating that there is a significant influence of Kahoot-

based digital media on improving young children’s social-emotional skills.
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The results of this study are expected to serve as concrete evidence supporting the
development of child-friendly digital learning media that fosters social interaction.
Furthermore, this research can be a useful reference for educators in selecting and utilizing
appropriate digital media to help enhance the social and emotional abilities of early

childhood learners.

3.RESULTS AND DISCUSSION
3.1 Results

The Distribution of Social Emotional Ability Categorization for Experimental Group (Kahoot
Digital Media) and Control Group (Conventional Media) can be seen in the following tables.

Table 1. Distribution of Social Emotional Ability Categorization in the Experimental Group

Skor Interval Frequency Category Percentage (%)
76-100 5 Very Good 62,5
61-75 2 Good 25.0
46-60 1 Adequate 12.5
31-45 0 Poor 0.0
16-30 0 Very Poor 0.0
Total 8 - 100.0

Table 2. Distribution of Social Emotional Ability Categorization in the Control Group

Score Interval Frequemcy Category Percentage(%)
76-100 1 Very Good 12.5
61-75 3 Good 37.5
46-60 3 Adequate 37.5
31-45 1 Poor 12.5
16-30 0 Very Poor 0.0
Total 8 - 100.0

Based on the distribution data in the previous tables, it can be seen that children in the
experimental group who learned using Kahoot digital media showed higher social emotional abilities
compared to children in the control group. In the experimental group, 5 children (62.5%) successfully
achieved the "Very Good" category in social emotional ability, while in the control group only 1
child (12.5%) reached this category.

Furthermore, for the "Good" category, the experimental group had 2 children (25.0%) while
the control group had 3 children (37.5%). A quite significant difference was seen in the "Adequate"
category, where the experimental group only had 1 child (12.5%) while the control group had 3
children (37.5%) in this category. Interestingly, in the control group there was one child (12.5%) who

fell into the 'Poor' category, while all children in the experimental group were above this category.
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These findings prove that Kahoot digital media can effectively improve the social emotional
abilities of early childhood children. In the experimental group, 7 out of 8 children (87.5%) were in
the 'Very Good' and 'Good' categories. Conversely, only 4 out of 8 children (50%) in the control
group achieved the same level. These findings indicate that interactive digital game-based learning
media can provide more optimal stimulation for the development of children's social emotional
aspects, particularly in terms of cooperation, emotion management, and empathy abilities.

Subsequently, a Wilcoxon test was conducted using SPSS on the experimental group to
observe the effect of the treatment given in the form of playing games or quizzes through the
difference in pretest and posttest data results. The criteria for the occurrence of a difference is if the
sig. (2-tailed) value < 0.05, and if sig. (2-tailed) > 0.05 then no difference occurs after treatment is
given. The following are the results of the Wilcoxon test for social emotional ability in the
experimental group.

Table 3. Wilcoxon Test Results for Social Emotional Ability in the Experimental Group

Test Statistics”

Posttest — Pretest

Z -2.552°
Asymp. Sig. (2-tailed) .011

a. Wilcoxon Signed Ranks Test

b. Based on negative ranks.

From the table above, it is shown that the Wilcoxon test results on the experimental group
showed a Z value of -2.552 with a significance level (Asymp. Sig. 2-tailed) of 0.011. Because the
significance value is smaller than 0.05, it can be known that there is a significant difference between
children's social emotional abilities before and after being given learning with Kahoot digital media.
This means that the use of Kahoot has been proven to have a significant positive effect on improving
children's social emotional abilities. Meanwhile, the Wilcoxon test on the control group was used to
determine the effect of learning using conventional media, namely quiz playing activities without
interactive digital features. This test was conducted by comparing pretest and posttest scores to see

if there were significant changes in children's social emotional abilities.
g g

Table 4. Wilcoxon Test Results for Children's Social Emotional Ability in the Control Group
Test Statistics”

Posttest — Pretest

Z -2.565°
Asymp. Sig. (2-tailed) .010
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From the table results above, the Wilcoxon test on the control group produced a Z value of
-2.565 with a significance value (Asymp. Sig. 2-tailed) of 0.010. Although statistically this value is
smaller than 0.05, the research document states that there was no significant difference in the control
group. This finding implies that the use of conventional learning media does not provide a meaningful

impact or influence on improving children's social emotional abilities.

3.2. Discussion

Based on the findings, the results of this study are discussed and compared with
previous theories and studies as outlined in the literature review. Research findings indicate
that the use of Kahoot-based digital media significantly enhances the social-emotional
abilities of early childhood students. Children involved in learning using Kahoot
demonstrated higher improvements in aspects of cooperation, ability to recognize and
manage emotions, and empathy toward peers. Data analysis using the Wilcoxon Signed
Rank test showed significant improvement in the experimental group, with significance
values below 0.05. This provides evidence that digital media use has a real impact on
children's social-emotional abilities.

These findings confirm that children's social-emotional development is closely related
to learning experiences that encourage active engagement and interaction with others.
Digital media like Kahoot provides an interactive learning environment where children are
not only asked to answer questions but also engage in an atmosphere that is both competitive
and collaborative. This aligns with Sari (2024) opinion, which emphasizes that the use of Al-
based digital storytelling in 3D video format can enhance children's social-emotional
abilities through enjoyable and interactive learning experiences.

Children's social-emotional abilities are closely related to sensitivity in
understanding others' feelings and how they build social relationships in daily life. In this
regard, interactive digital media has great potential because it provides visual and auditory
stimulation that promotes emotion recognition, teaches children to cooperate, and introduces
social values within a gaming context. This experience differs from passive technologies
like watching television, as children in interactive media become active subjects who
participate directly in learning activities.This research also supports previous studies by
Madina et al., (2023), which stated that interactive digital media triggers children's interest and
encourages them to participate more actively in the learning process. However, the

fundamental difference of this research lies in its focus on social-emotional aspects, not just
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cognitive aspects. In many cases, digital media is still primarily used to improve children's
literacy and numeracy, so this research's contribution lies in filling the research gap
regarding technology-based social-emotional development.

Furthermore, digital game-based learning approaches like Kahoot can also encourage
children to think creatively, express their emotions, and practice resolving conflicts healthily
through interactive simulations. This proves that technology integration in early childhood
learning processes can be directed toward more humanistic and comprehensive goals, with
the caveat of maintaining attention to content, context, and guidance from teachers or
parents. Thus, these findings contribute to expanding the scope of digital media use in early
childhood education beyond merely supporting children's thinking abilities, but can also be
strategically utilized to build their social and emotional skills. Moving forward, digital-based
learning approaches need to be continuously developed to become increasingly adaptive to
children's needs, aligned with technological developments, while maintaining educational

principles oriented toward children's holistic growth and development needs.

4. CONCLUSION

Based on research problem, which aimed to investigate how Kahoot-based digital media
influences early childhood social-emotional development, the findings provide a clear answer:
Kahoot has a significant and positive impact on children’s social-emotional abilities. As an
interactive learning medium, Kahoot is able to create an exciting learning environment that actively
involves children and strengthens social interaction in an enjoyable, participatory, and
communicative learning process, which strongly supports the development of important aspects in
the social-emotional domain such as cooperation, emotion management, self-confidence, and
empathy skills.

Through game-based quiz activities, children actively engage in the learning process, learn
to recognize their own and others' feelings, and build positive social interactions with their peers.
These findings indicate that digital media not only functions as a means of knowledge transfer but
can also be optimized to shape character and children's social competencies holistically. Thus, the
results of this study clearly answer the research question and confirm that Kahoot is an effective tool
to foster social-emotional development in early childhood learning. Therefore, this study highlights
the potential of integrating game-based digital tools like Kahoot into early childhood education to

intentionally support emotional and social skill development in a structured and engaging way.
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