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Why Polling?

• 85% of college students own a smartphone and 52% of college 
students own a tablet ( Pearson 2015)
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Pearson Student Mobile Device Survey: College Students, 
2015
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• 85% of college students own a smartphone and 52% of college 
students own a tablet ( Pearson 2015)

• 40% of students would like to use mobile devices more often in class 
(Pearson 2015)

• 99% of 209 Introductory Crop Science students at Kansas State own a 
smartphone (Fall 2015/Spring 2016) (Hay et al. 2016)

• Many different applications allow for instant feedback 
• Smartphones decrease the cumbersome problems of clickers

• Creates the opportunity for peer discussion, enhancing student 
understanding (Smith et al. 2009)

• Incorporates technology into classroom providing additional strategy 
to allow for fundamental interaction by all students
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Objectives
• Compare the functionality, cost, and effectiveness of three 

polling tools used by the Department of Agronomy at 
Kansas State University
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Polling Software used in KSU Agronomy Department
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1. Top Hat
Soil Science (121 students)
Integrated Weed Management (36 students)
Crop Growth and Development (40 students)

2. Kahoot!
Integrated Weed Management (36 students) 
Crop Science (71 students)

3. Poll Everywhere
Crop Science (71 students)
Weed Science (80 students)
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Top Hat
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Receive unique join code for a given class
Submission via Web Browser, Top Hat App, 
SMS/Text message
Student Pricing
• One Term: $26
• Annual: $38
• Four Year: $75

Built in Gradebook/Export to Excel
• Can sync with Canvas

Question types: Multiple choice, Word 
answer, Numeric answer, Matching, Click on 
target, Sorting
Ability to upload all types of files
Attendance function
Requires WiFi and/or cellular reception
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User Interface
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Implementation

• Of these Best Management 
Practice's, which one are you 
least likely to implement on your 
farm or recommend to your 
clients?
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Polling Software used in KSU Agronomy Department
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3. Poll Everywhere
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Kahoot!

Free learning platform 
Users must download Kahoot! App on device 
Up to 4,000 players can join same PIN
Requires excellent bandwidth, WiFi, and/or cellular 
reception (1 Mbps/10 players)
Game types include: Quiz, Jumble, Discussion, 
Survey
Questions are limited to 95 characters
120 seconds for maximum time to answer
Results come in Excel file format with tabs for 
detailed breakdown for each question
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User Interface
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User Interface
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Implementation
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Polling Software used in KSU Agronomy Department
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Poll Everywhere

Free version limited to 40 responses per poll 
(400 for paid version)
Pricing (paid version only)
• $14/student or $349 Instructor payment

Easily integrated into PowerPoint, Keynote, and 
Google Slides
Submission via text message or through website
Question types: Multiple choice, Word cloud, 
Q&A, Clickable image, Survey, Open-ended
Results can be exported to Excel or printed as 
PDF (paid version only)
Requires WiFi and/or cellular reception
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User Interface

NACTA is a blast

INjoying being here
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Overview
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Top Hat Kahoot!

Worst Best

Poll Everywhere

Free Trial Upgraded
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Student Survey
Survey Question Student Response 

(n = 23)

Did the polling software increase your desire to interact in the classroom? 3.74 (0.68)

Is polling an effective way to create discussion/interaction? 4.45 (0.71)

Did polling create a more inclusive classroom environment for all students? 4.00 (0.85)

Polling was effective at facilitating critical thinking and promoting deeper understanding. 4.04 (0.82)

The question/activities incorporated with the polling activity increased desire to learn. 3.83 (0.98)
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Comments: What changes are needed to be more effective?

I thought it was very effective and allowed for group interaction and discussion.

Enjoyed writing in own answers and then explaining to the class. Easier then risking raising hand and being wrong.

I enjoyed the polling and seeing where other kids could apply what we were learning to real life.

I feel like the polling exercises got us involved more than just listening to a lecture. 

Needs to be used more often.

It’s not something that gets me excited.

Ratings based on 5-point scale from 1 (No Value) to 5 (Exceptional Value)
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Take-Home
• Positive feedback from students

• Polling is an effective way to create interaction
• Enjoyable activity
• “Apply to real life”

• Top Hat provides an overall complete polling package

• Kahoot! and free version of Poll Everywhere can be situationally 
effective with easier implementation 

• All three applications can be utilized to create more inclusive learning 
environments 

• Instructor must develop effective questions to meet learning 
outcomes 

• Peer and instructor discussion must follow polling activities to 
maximize student’s conceptual understanding and desire to learn
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Questions?
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ggundy@ksu.edu Garrison J. Gundy @precisionweeds


