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Abstract

The purpose of this article was to present an approach to applying the Kahoot!
platform to enhance participatory learning in cultural lectures. It emphasize shifting the role
of cultural facilitators from traditional one - way transmitters of knowledge to designers of
interactive learning processes suitable for learners in the digital era (2000 - present), whose

behaviors are rapidly evolving in terms of interests, technological engagement, and demand
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for interactivity. Kahoot! serves as a digital tool that promotes learner participation and can
be integrated before, during, and after lectures to stimulate interest, assess understanding,
and review content in an enjoyable, game-based format that motivates learners. Drawing
on relevant theories and practical insights, the author proposed the K - CIR Model,
comprising four components: Knowledge Activation, Cultural Content Design, Interactive
Engagement, and Reflective Assessment. This conceptual framework offered a systematic
method for fostering meaningful and engaging cultural learning experiences across diverse

contexts.

The findings suggested that applying Kahoot! in cultural education not only
increases learner engagement but also supports facilitators in adopting interactive methods
and strengthening their digital literacy. This article contributed to the development of
instructional strategies by integrating digital tools with cultural content, highlighting the
potential of Kahoot! to promote cultural awareness, learner motivation, and educational

innovation in the contemporary era.
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nstevenfausssuineglusUuuuressvendwiefisnssuluiiuiions gnisiFouduuiiy
ooulatiilnnte uarlinsuuen anudsuudasiliifousidmadoiiou uiddmalaonsede
unumaes Inensenuiausssy faaimihdddnlunnitausssianuiidsnuaivesdsnnly
sUnuuiddals deansle uazgslagifeuliiAnamnudnlaazniagilalusnmimisiamsseu
YIRU (AAUN WaNLel, 2557) Feusunmedanuiasunlasiy ImaLawwwqaﬂisumiﬁaufﬁuaq
felutlagtuiifinnuauladuas diilsdeyadiumunnanvanstemns uazduiutuinaluladnig
Ifneuuuusiuil vilsinnsusseredsiausssuludnwanidud wunsyeliiafosofen
(Lecture - Based Learning) L"%'ulm'aflmsaa%ﬁwizaumaais'mﬁﬁm%ﬂﬁﬁ’m@%‘smiéfasf'mﬁ
Uszansamansield Asiigiseugaluidesnsldleiiiosannud uifie nsidusiulunszuiunis
Boud fvilimnanidndudumioeaion uasamsoasioulszaunisaldusian umsd
Uffuitusavineins wasfiousiufonssy demenail msuszgndldineluladidsa luunum
Yorimensiuimusssudnaredudssniuesnamanidesllld wilduasesdlonlssuamnudelu
sesfuana e Kahoot! uwanwesunisiseuiuuuiinudugiu (Game - Based Learning) Faidn
Tondliineinsannsnosnuuudany warAanssuldmeutudiFouldiuiiuuudealn Tneiis
N5IATILY NEAUNTUIITY uazaTIIUTTEINMIARIIAINEYNAWIUAIUATUNSISEUS (Plump &
LaRosa, 2017) 4143 S881u2uu1nla g 19 1% U7 Kahoot! @a1u15aLW useduaNaula
Aunszioiedu waznisandniemvesdiFouldedaituddy lnaanelungudomii iy
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wnsTsuvseilen s euldAuBuinneu Wy Useifenans 2550350 MseARvwIng (Wang,
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valna welwladfidndedne 1wy Kahoot! Fsanansaldeusinuamnsainufsaiunumddalunis
ANYOIINNAITARAENISISEUS (Wichadee & Pattanapichet, 2018) duSuuNUmMIBIINGINT
Kahoot! fimihiiduaiesiiodsarnudrlevessGounuuibealng Geelifussensanunsn
viuidemliimnzantvauaulandedlugiuauivesfiseuluudaznguldogadangu
wonani gudalonaliinnszuiunisiseusiuuilaiugiu (Participatory Leaming) #3nens
Lilvifiosganonen uiduguaniudsu Boud uasiamnemmuidlesufufiSouneliusunms
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aa o =

Fatfu unumvesdinensiuiaussaulugaddva Selinasgndtnogudiaionen
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FedndusiosusvumumvesnuesdliaenndosiuuiunmaiFoudealmi Sskildsinogifiodluos
UssyuviSoniiduinndndely mnusvengoonluglaneeulay uwasvlesuniaiFeus uazAansud
wunsiidauswwesiieu lnemily “Inensiuiausssy” Aefdunumlunmsaionenssd
PuSiiEIRUANATsTussTL Wy Ysendl 35730 gidaawiosdiu wsenmatamsssy mas
lugnguitmneludnuaznislinnuiiiumsussens mseusy viedsndeu dufndudunisiag
miieaunAT WU ddnnuiausssudmin wnineide viessdnsienyuiiieates n1svin
sthiidsnanlaildfidmnefissnisdeneadoyawintu moumdunisadn “aunssvingna
Jaussan” (Cultural Awareness) wagdaadulifiSoudn “mumanilslusndnuaiiiosiu’
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fuuldunagldneulanddiseulugaiiva Faldnuvuznisseuindsunlaegatmau loun
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o ¥ ¢ = vy | & va ]
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“HopnuuuUszaun1sainsiseumeinusssu” (Learmning Experience Designer) Tuu3undsnan
ensauuusssulugafdviademsiivinvglmindndudeonsadanisseuiwuudidimsiy laud

1. ﬁnwzmﬂ%’mdu‘ﬂagLﬁ'amiﬁﬁlui (Digital Literacy for Education) NAweNI5LY
welulafifiensiFeuiteduaussouzddnluamsswi 21 Jsiaeliinensannsauiusuiuy
nsaeulvimunzauivyafdialaeg1eliused@nsaan nmadenldindesiionaa wu Kahootl,
Google Forms, YouTube vﬁaLLwaWWai‘mmiL‘§su§aau1aﬁ3u 5 AOINAITUIAITUANIZAURD
FoquszasdmaiSouiuasdnvarvesifou msliinaluladvisairedonisaouiivainvany 1wy
3ledu Sulriniin viouvunndevssulat aunsansgduanualawasnmsfidiusmvesdSou
o899 uenani awannsalunsiiaszideyaninunanieiuooulaissieliinens
U3uusanszurunsaeulifivszAnsuad slu n1sdinnuiiugiudiuainuuaon Sevneiia
N133AN13UeYaA wazn1slddengvasnsasse Wudiunilsves Digital Literacy fildianunsanesdy
nsysanmamaluladidrfunszuiunsSeunsasudiaenadostunuimansinungalvsifiiu
N1358UT93N (Active Learning) kazn15i38usnaenTin (Lifelong Learning) Yedsi3eu

2. inwen1s7iAs1zving uidamune (Audience Analysis) Wnwen1531AT129
nauithmnededuliadoddylunisesnuuumsBeuiidussansam Inensdesanansaussidiy
araula Anudiugu weruiummsdiemesidoulfesnseudiu tieahademiinssiuaia
ABINITUAZAIIUAIANTIVBIETEU NMTUTMIANULANAAUTRUTTTY WA 818 NTBvinYeNs
BoudtaelinseenuuuianssuardeaonadesfiuuiunvesiSeu n1sinseinguitmuneds
Preliineinsannsnadunnudenlsssrnitaiomiuiiausz v e Fou i Sewdn
wssgdlauazaudlafidndsbetu uenand msliteynidsaifvionuuaeunmuosulatannsn
advanunsiasizvinguidivanglvdanuudugt 115U MUIAARIUAITISBUTRUULANAY
(Differentiated Instruction) 1nUsegnaldsaufiu Audience Analysis svteiuUszandualunis
SeusvoisEuYNNGY

3, ﬁ'ﬂigzmiﬁ’ﬂmiﬁ’mL?&UL%GUﬁﬁ'uﬁuﬁ (Interactive Classroom Facilitation)
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vinwgnsiansienseudajduiusiuanssauzdrdgiitieasisUszaunisainsieudiuud
drusa IngnsmsdsuunumangdenensrudifissedendufnssduligEeuinme
Aanu MsuaniasuAsAiu waznssiuiliovhAanssungy nsdaRanssuBsfauius 1wy
N135EANANNAR N1TDAUTIBLUUNGNEDY VTBLNUNITITEUS A1TANTEAUNTANIATIEALALNNT
a¥13P1%52 (Collaborative Learning) nisldimadanisasuiitiugSeudugudnans (Leamer-
Centered Approach) 918l i3 susdniduidveanisissuiuasiuuinvenadng n1s3nnis
oussudwiduiusdmivananudomheuwanfiuanuaulalunsiseu venand msdung
wazUsziiulfisevesisousdedeidesieliinensusuianssulivzauiuaiude s
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4. Ainwzn1saeasideddrausstunnala (Inspirational Communication) yinwen1s
doansdsadausstumaladuaussousitgligisowinusegslavasanunsznindenuailunis
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viedesoAiiie ieauaudladeinuazeumuiseidem nsfeaadaiusiunala
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AnuAvnadann usiluvasifiontu mavdsuamanalladuazanumaniwesiseugalmsif
fndarmeliine nsiesuunuimnesnadngs unurluidllaifieants “osuieTausssu” ud
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ale
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Tuusunvesnsfinwiluanissed 21 msseuslulaiiineguanissuaisaindasudn
aoly mnuadiseundsdunuimdu “dldausin” (Participant) ildldaudn wanseen au -
MOV WAzLIEUIHIUUTEAUNTTAITIU (Active Learning) 819uViase wuifnnsiseuskuuildusiu
(Participatory Learning) 3uduiiladrdgvesnisimuivdngas Aanssy wazmaianisdnnis
Seuslunnsedu sudensusserenuiausssundidmuneieugniliauan uazainudilaly
AN Tanevesdiny Kahoot! faluniduaiodiomunaluladidieaduauunsiseuiiuy
fidwulaegnduszdnsam lnaduunannesunisiseusludnuay “inuneudiain” (Game -

. A a Yy a Y a ' ¢ | ¢ a < =
Based Quiz) MUalETouausaidnTinfanssusugunsainnm 1wy aurialiunieuiuiie
lagldsia PIN v0duaaziny 91n1uszuuaglinzuuuInAIUs ILazAILYNABIVBINITADY
° =t v v Yo va 1 < a
Aoy BeaasegdlanazanuiimeliiudiSeuegradusssuwd (Wang, 2015)

w1l2984 Kahoot! A8N15a31¢ “Usse1n1AnIsISeus wuulaneu” (Interactive
Environment) ?faa'qmaiﬁtfgﬁsmﬁmmmnszﬁa'%a%’u (Engagement) wavilaunsfuiiomlamng
nsFeufuvuiouas Tnsmgluieadouiifl ounainvareTonionuiiugruunndiedu
Kahoot! Hael#inensannsatanauuuiiealniingFoudladenmiely Hadvansald
UFuUsansdoansléviudl (Licorish et al, 2018) $1u798904 Plump wag LaRosa (2017) 41
Kahoot! 1Hui3esilefvans fugaeunnsedy wiwkdiliBemaiumalulad faunsasenuuy
Aonssuiifianuayn waznsedudieulinuimldnelunalifund Tasamslunguiieuis
usegslas viedlufdustusiies Kahoot! anansavanliAnnisidiusiusinuguuuunisiaunud
wlamuy Tua1uYean15UsIENe Tmusssy Kahoot! Geanunsaldludnuvarvesfianssuasy
Wiouszifiuanudlalulssifiuiionadudeou 1wy asmanoidadydnuvallufidnssy afidymn
vipsdulamziu viseddwinuauiilidung degnatu msld Kahoot! lunsnu - neuiieaiy
AruanAssEIsyadnanduygdnUssduau vie srdutuneufisduTaguuudauls dael
FEeulsnumuanuiluguuuuiiayn liiude wazandrine
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wonanil Kahoot! Ssannsaléiiu ndesflevszifiunauuuliifumienis (Formative
Assessment) BsliinadsoriafiFounardaou Insinensanunsadaunalddgdoudladonly
seifule wazannsnUfusuuuumaiiausaenedasiuaudesnsvasdiFouldviuriaed Snvis
Fudunisiln “sinwzAndiasien” (Critical Thinking) H1uUNSIEBNAIMBY KATNITBTULLAANE
VRIIINIUARZAININTINAY NMTSeuwuiidIusiuniy Kahoot! Falildiiesianssunuayn o
ynusiduie eefleidanagnsiarunsaidenlosnannd Wfudszaunisal leegrenanndu
Tnslawzagrsdsludomiuuusssy wu faussan Sefesnsanudlatadananauasds
91518 Kahoot! PrerDafuiiliideuldGeudosnediaruan uandeuloafunuemisfmusssuld
pE9ANT

n15Uszenald Kahoot! Tun1susseneiuinusssy

v ] a

nsussreduinussalueAninidunisaievenid emlagnssang 3g 15 ou
Tnewilomarulnafisadesiulsungiiesiu ilgay1vnvu M Aas WSeNENITY Fadu
Fesidaviumanziu maBeuiludnuazdnaniseraiiligidsmuangy Tnoemgeugulvsl
vty uarliannsndelsadomiuussaunisaivemuiasddlnonss nnieesiieddia
9819 Kahoot! 1¥mniadulunszuiunsussens Sefuifunumsiivasaiisaznudensening
23RN TRUsITNAUITNsREuTwade Inegraliuseananinnisussendly Kahoot! Tuns

UFSEIEMUTRAIUSITUANTawUIRan Y 3 ¥9udn laua
1. NAUNI5USSE8 (Pre - Test / Activation)

P23 ur0INIUTIBTE Inensanmsald Kahoot! edisanudilosiues]Fou
AeadudomilaniFou ety “qaidnfsguiyuuulatie ‘1 “ves” Tuarwivus
mnedserls” matsmniudie 9 uiruAamand lifiesinanudifuvesidou widiensedu
aruaulauazaiaeudenlsamsorsunifuiion (Licorish et al, 2018)

2. 5¥%919N15U55818 (Formative Interaction)

Tussriniiusseredesudeinusssy Wy maudsnisiiudos masiutuieuss i
vosUsENGl IMeNTaInTaunsn Kahoot! Wuts 9 wunn 15 - 20 wnit ilelgiFeutidiusam
gnsagnsfan Ly “Juygidlinsatudeulalulfiutunsed” nsmeumamunuuiieguuugae
nsgfunsustuegrauiing uwarSalalenaligaoussuisvensnnuifinfuvdanmsiasfnoy

3. %A9N15US5818 (Review / Post - Test)

9

W oduann1susseny Ineinsainisaby Kahoot! tdukuunageununiuaiug
WeUszlliuingUszasdanisiseuinineld wu “delaliliamurmdnvesisuieniduin” “luituy
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LUININITBINLUUNINGSU Kahoot! @1SUINYINTATUIRIUSTTY

adaa a g v 1

1. Woulganuln¥Ingge AranumdIsasvieuevfdlegaTeluyuvu 1wy vuniuiiuly
nuygy, asiutuinndauiosld

2. Tnwdntadne wasdannvsewdeausenau Kahoot!

3. IfmeSunenaaaay ielv Kahoot! lulldiissny wilunseuiunisseus Inens
A505UNYIBIUNRAUTIEY 9 nasAInOU

NSANE19NIT Y39

Tunsussenesiade “Aavgnmsuansiiudutuniy” Witunduenvuludmiagiuns
nensleii Kahoot! 14l 3 ¥amdn lneraenarstanssudnisanudiany wu “fussuldiades
aunsiiuturidalodundn” “d1in “Fundu” fanumuneluniwlnenaisinedasls” wanis
Uszidiu wudn lwnwundi 80% dinnudilalussduseneuteensuaniunniy wazdunsnosune
1ANIAAIMNEIAUTBINUATAUATUNEIINNTIINAINTTY

unumvasIngnslugiuzioaniuunanssy

Fnonslugaddialimewmdudlianug mnuddesduesnuuuianssuis
AMUMINY (Meaningful Engagement Designer) lnanisld Kahoot! fawduiadesiiondafidrevinle
nsBeuimeTausssuitingn wavidhfsnusulvsiogisuiase mIsenuuufauRduiusiuTin
939 Wenlsafuuiunluguvu wagldinadansldneurnuiny avaeiUasunsussenouuuAsly
nanewduniivesnisuanideu Bou warniagileluiausssuveny

%4 v a 14 [
NaFZRaUANNASIY Kahoot! UBIINBINTATUIMUSTTH

1511 Kahoot! unldlun1susseneauinusssululaiiisedmasiesUuuuianssuuiay
Usvaunmsnivesdiouwhty widdmaludauinde unun iy uasitauei vasingnsdiu
Fausssuegraiulddn Tnsamzludueandosiu msdeas uarnsnsusumsianszuauns
SgusuuuldiuT

1. MINRVIUNVININGINT 3MNHeenan gioanuuunisiseuiideudunus

99519 Kahoot! TuRanssuausuausmusssunatsnss wuiningInssauauuinil
anadlalifeafuunumuesnuLes %@Lﬂﬁaumﬂﬂmﬂwﬂﬁmﬂmﬂmc’hmﬁm undugguae
ALY PunsvIuAn NsRUFuRUS wazn1sasienuaes Ui ukS oY (A wuusd,
2557) Kahoot! #el#inennsanansadanaandlavesiisoulsvufidnudneuiinouidun uas
anunsaldSamyifiowasundovensanul enmeimusssuegamngay vhlinisanenonesd
mnuilidudisainisidndes widunmsuenidsuSoud iiTindn Jeaenadostu (§91an s
1938y wara3as windad, 2018) AildAnwdes msuszdiunisld Kahoot Program lun1sdanis
SrunsaeurIuAIaYIen1saeunislna Telemedicine anan1sdne wusn nsusediunsld
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Kahoot Program lun133mn1si3eunisaaur1uAsedten saeunieing Telemedicine lngsiuey
Iuszﬁwmﬁqm (Mean = 4.44) uaziilofiansansieau taun d1utionves Kahoot Program,
ATUNITODNLUUTZUUNITIUUNITADY, AMUAITUERAINE Kahoot Program, sinunisuszidiunsll
Kahoot Program uaza1un1®1 wuia1n15Uszidunsld Kahoot Program Tun1sdnn1siseunis
aousgluszdusnniigannsnu

2. aAnuidnvasIngns ayn Inas uazdulawniu

nsigi3udidindon aeusinnu Bu Wi uasudstufuotsaunauu dawalnense
sordtle wareushilavesineins mszanansnfudkaneuiuuuuiFealnidainas liflusuuuy
USTENEMGiE) udTeTes Wane (2015) Flidiuin Q’aauﬁ'ﬂls{? Kahoot! 2z3lA1nunsghosasuun
Ju warddnaynlusunisaeu lidsangFouiifianuguiunisneudionu Tunisdafanssu
U358189M0AN5ITULAZITE5ITU INensndtinauiausssudwmingsuns tananin nsld
Kahoot! yilinnfiusesBuvesi3ousnnniinisussee iy wagidnuieulddoasanmis
lailduryaliiilsognaien Feazviouinmaluladannsanansfueiosloanmdsuinlsiuineins
JERERNIEEN

a

3. ASLESUAS19INWL AN AVRIINYINT

wilumrausninensunseuenadnlsisiulalunisléimalulad usannuszaunisallums
491 Kahoot! laifudou fszuusnlusii wazanunsaBousldmenuies Aaansodmwaliineins
ngusananansausuiuasininulnidumeluladnisfne deasduusslondsonns
vsseeluiadedu q fae 91uiTeves Wichadee wag Pattanapichet (2018) wuin msldiasesdle
Aavalumsdanisdeustaeiuanutulavesdaou uasvliiuunltusiauidonuardonis
aouluzuuudvauintulusunan

4. anuimeuazdelduauuzanUssaun1salass

= ¥

flausi3n Kahoot! az1duia3 eefleduszansain usnisldluviunvesmisusses
fwusssndadfarime wu mumienvesdumesidalunieiuiidsliaios ngugiFounisdau
(1Wu fgeene) enaliduiufumalulad mssenuuudmnmivsnzanfuuiuninusssudoddang
azldensounou ogelsinu Aneinsarulugiauauuzin Mninsmseunisalenin wu n15dn
naufiFou msiinlidesiu iensldsuamunudony fanusnanguassamanild wasgaeld

Kahoot! nanerluipsesiioassmnuvinieulunisiSoudmeiausssy
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