
 

What happens to assignment submissions when a weekly quiz is introduced to the 
digital classroom? 
 
Amy McClements 

Group SEC N  
 
Rationale  
 
Digital technologies have become an integral part of learning and teaching in the classroom 
and in the past year have been pushed to the forefront of education. This has been a necessity 
for education to continue in the face of the pandemic. The importance of using digital 
technologies in the classroom has been highlighted by the Scottish Government in their 2016 
national improvement strategy which aims to enrich “education across all areas of 
Curriculum for Excellence” and if properly integrated it has the potential to “enhance 
learning and teaching, equip our children and young people with vital digital skills and 
crucially, it can lead to improved educational outcomes” (ibid). Digital technology has a firm 
place in Scottish Education and is a key focus of Curriculum for Excellence, Initial Teacher 
Education training programmes and the General Teaching Council for Scotland’s 
Professional Standards (Scottish Government, 2016, 3).  
 
During this phase of online learning, engagement has been a key concern for all educators to 
ensure continuity of learning during this disruptive period of education. Engagement is 
difficult to define and may focus on behavioural, emotional, and cognitive aspects (Fredricks, 
Blumenfeld and Paris, 2004). For the purpose of this enquiry, we will focus on behavioural 
engagement – the pupils’ participation in lessons (ibid). This will be measured via assignment 
submission rather than likes or comments on Teams’ posts. In a physical classroom there are 
various strategies that teachers employ to improve engagement and support pupils to focus on 
tasks. However, this has become more difficult in an online setting.  A drop in the number of 
pupils engaging with online lessons and assignments was seen across the group and 
addressing this was a key concern driving our chosen area of enquiry. 
  
Nieme et al (2018), highlighted that “students are more engaged when they are interested in 
their work, persisting in it despite challenges and obstacles, and taking visible delight in 
accomplishing work goals”. As we continue in our online setting, it is necessary that we do 
all we can to increase the likelihood of pupils engaging with their work and continuing their 
learning. This involves being aware of the difficulties pupils face in feeling motivated online 
and changing our learning and teaching methods in response to this.  
 
 
 
 
 
 



 

Aims  
 
The aim of this practitioner enquiry was to investigate what happens to assignment 
submissions when a weekly quiz is introduced to the digital classroom. The enquiry aimed to 
see whether adding a weekly quiz and leader board would increase engagement and in turn 
increase assignments submission numbers.   
 
Methodology  
 
The enquiry was carried out within an S1 class of 25 pupils on a weekly basis, over a four-
week period. Due to the nature of online learning and school wide issues with access and 
engagement, it was anticipated that not all pupils in the class would be involved in this 
enquiry.  
 
Over the course of four weeks, the researcher introduced a weekly quiz as part of the online 
lesson. It has been observed in other studies that pupils respond well to the use of Kahoot 
quizzes and get involved due to the competitive element (Icard, 2014; Barrio et al. 2016; 
Wang and Lieberoth 2016; Plump and LaRosa, 2017). Due to the nature of the online 
classroom, access to devices, pupils working at different paces or different times within the 
school week, it was decided that the Kahoot would be an asynchronous activity for 
inclusivity (Lemov, 2020, 16-17). A Kahoot quiz link was to the class 5-10 minutes before 
the end of each lesson. The quiz had a range of questions based on the learning from the 
lesson and some random fun questions.  The podium for each week’s quiz was shared with 
pupils every Friday (Appendix A) and pupils were informed that only those who submitted 
the assignment would be on the podium. Those who were on the podium but had not handed 
in the work were not counted.  
 
Data collection took place over a five-week period with one single period lesson each week: 
the first week gauged engagement levels before the introduction of the quiz; four weeks with 
the quiz and then the last week with an additional feedback survey on the quiz. A range of 
data was collected using the following methods: 
 

• Interactions on the page/joining live lessons 
• Teams assignment submission numbers (recorded weekly on the Friday) 
• Kahoot quiz entry numbers (recorded weekly on the Friday) 
• Qualitative data from a pupil feedback survey via MS Teams forms (Appendix B).  

 
 
 
 
 
 
 
 



 

Findings  
 
Assignment Submission and Kahoot Participants 

 
 
The data above displays the importance of how we define engagement. It shows that each 
week more pupils interacted with the Teams page, whether liking a post, joining a call, or 
opening a PowerPoint, but it is interesting to note that not every interaction leads to 
assignments being submitted. Engagement in this class had been particularly low before this 
enquiry started with less than a quarter of pupils handing in assignments.  
 
The data shows an increase of between 66-150% in assignment submissions over the four-
week period when the weekly Kahoot was introduced. However, it is important to note that 
this data is not conclusive. There are many other factors at play which may affect engagement 
in the online classroom. Most notable is the new tracking and monitoring processing put in 
place during this enquiry with assignment submissions becoming a focus for Pupil Support 
teachers and calls home, which may have skewed the results of this enquiry.  
 
Therefore, it is important to look at feedback from the pupils themselves to determine the 
impact on their engagement and work.  
 
 
 
 
 
 
 
 
 
 
 

Week Interactions on the 
page/joining live 
lessons 

Assignment 
Submissions 

Kahoot 
Participants 

Pre quiz – 25th 
January 2021 

10/25 6/25 N/A 

Week 1 – 1st 
February 

16/25 15/25 13/25 

Week 2 – 19th 
February 

13/25 10/25 12/25 

Week 3 – 22nd 
February 

15/25 13/25 9/25 

Week 4 – 1st March  16/25 13/25 11/25 



 

Pupil Survey Feedback  
 

 
 
This survey was set as an assignment via Teams using Microsoft Forms and completed by 
14/25 pupils. The data shows assignment submission increased and there was an overall 
positive response to the use of the weekly Kahoot quiz with 10 pupils liking or loving it. The 
data also shows that although most pupils enjoyed the Kahoot quiz, it had little or no impact 
on their likelihood to hand in the assignment and one pupil thought that it made them less 
likely to participate.  
 
In question three of the survey, pupils were able to give further comments about the weekly 
Kahoot. Many answered ‘no’ ‘nope’ or ‘N/A’; one answered, ‘more teachers should do it’ 
and one answered, ‘I liked having the Kahoot quizzes it changes the day up instead of doing 
work all day’ (see appendix B). Due to using Microsoft Forms it has been more difficult to 
get substantial qualitative feedback as pupils just quickly completed the form. If a focus 
group had been set up and time set aside to discuss this and further questions, there would be 
a better understanding of the reasons why pupils engaged. 
 
Conclusions  
 
A limitation of this enquiry is the small scale of the enquiry as it was only carried out using 
one class over a four-week period. The data gathered on feedback survey on Teams is also 
limited.  However, from observations of data and focusing on specific groups of pupils, 
important conclusions can be drawn.  
 
Although the quiz link was given to all pupils, many chose not to complete the quiz. Pupils 
were aware the assignment was the main piece of work and the quiz was supplementary.  
 



 

It can be seen that the inclusion of the Kahoot did not impact the engagement of highly able 
pupils, they represented a significant percentage of those completing the work before the quiz 
was introduced and continued throughout. This group of pupils took part in the Kahoot every 
week and noted that they ‘liked it’, however also mentioned that it made no difference to 
their submission.  
 
Another key conclusion is that the Kahoot may act as a distraction for less able pupils as they 
gravitated towards the Kahoot and did not complete the assignment on more than one 
occasion. 
 
Finally, the use of a Kahoot quiz will not make a significant difference to engagement and 
continuity of learning in the digital classroom. Around 6 pupils in the class have not engaged 
or interacted in RME at all. There may be a variety of reasons or external factors for this 
which was out with the scope of this enquiry. However, it is significant as it highlights the 
need for further interventions to engage these pupils. A quiz will not make a difference to the 
pupils who do not log in.  
 
Overall, the inclusion of the weekly Kahoot quiz and leader board can make online learning 
more enjoyable for those engaging already but improving engagement in the digital 
classroom requires more than altered learning and teaching methods.  
 
Implications for Future Practice 
 
Due to the limited nature of the enquiry, further research is required to assess the impact of a 
weekly Kahoot quiz on engagement in the digital classroom over a larger timescale. Over the 
period of four weeks, assignment submissions did increase. However, the findings from the 
feedback survey suggests that the Kahoot quiz had little or no effect on this.  
 
In terms of my future practice in the classroom, the majority of pupils enjoyed the Kahoot 
quiz, therefore I have continued to include it in the digital classroom. This is also something I 
will carry through to the classroom when pupils are back in school.   
 
I would like to partake in further research in this area. Research on engagement in the digital 
classroom in a wider sense is necessary to gain a better understanding of what pupils respond 
well to and are more likely to engage with in the digital classroom. This type of research 
would benefit from more detailed gathering of data which could be done in person or on a 
Teams call, with mics, focus groups to gain more qualitative and substantial data. 
Additionally, it would be beneficial to investigate whether these results would vary between 
different classes and age groups.  
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