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       This research is motivated by the not optimal learning in Economics in 

increasing the learning activity of students. This study aims to determine: (i) The 

effect of learning media based on kahoot education games by students of class XII - 

IPS SMA Pasundan 2 Bandung, (ii) active learning of class XII - IPS SMA Pasundan 

2 Bandung, (iii) The influence of students on the media Learning based on kahoot 

educational games on the active learning of class XII - IPS SMA Pasundan 2 

Bandung. The research method used was a survey using a quantitative approach 

involving 99 students as a sample consisting of 4 classes, namely students of class XII 

- IPS at SMA Pasundan 2 Bandung in the 2019-2020 Academic Year. The results 

showed a recapitulation of the average score of respondents' responses regarding (i) 

the effect of learning media based on kahoot education games 4.02 (44.31%) in the 

"very good" category. (ii) Student learning activeness class XII - IPS SMA Pasundan 

2 Bandung amounted to 4.09 (45.07%) with the category "very good". Based on the 

data analysis that has been carried out through the calculation of the coefficient of 

determination, the research results show that the effect of learning media based on 

the kahoot education game and its effect is 11.6% on student learning activeness.  
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