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USE OF DIGITAL DEVICES IN
TEACHING AND LEARNING

PRDLET & KAHOOT
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https://padlet.com/saobcc/owvewkf6z4vx
https://padlet.com/saobcc/owvewkf6z4vx

] Kahoot!

Create

Create a fun learning game in minutes (we call these

‘kahoots’), made from a series of multiple choice questions. ;
Add videos, images and diagrams to your questions to Chcussion Survsy £
amplify engagement!

Create a new kahoot
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Who used the argument
"I think, therefore | exist"?
Kahoots are best played in a group setting, like a classroom.
Players answer on their own devices, while games are
displayed on a shared screen to unite the lesson - creating a
‘campfire moment’ - encouraging players to look up.
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Social learning promotes discussion and pedagogical i §
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impact.. whether players are in the same room or on the _
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other side of the globe! After a game, encourage players to e Philosophy .
create and share their own kahoots to deepen . by St B 08 =50
understanding, mastery and purpose. E Besinings o Cvlizstion
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Join at kahoot q---
With game- p|n
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STUDENTS JOIN WITH A GAME-PIN - NO ACCOUNTS!

Join the game at KAhoot.it



https://getkahoot.com/
https://getkahoot.com/

