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Rationale  
At a time where education is leaning more towards technology and digital learning, it is 
important to broaden the range of interactive activities that can be used at home to keep 
pupils engaged. Kahoot! Offers an online quiz platform which can be used as a way of 
retrieval learning, linking to the lesson ahead, or a starter lesson, with a rewards points focus. 
Guidance from Scottish Government in 2020 on ‘What’s working well in remote education’ 
state that providing various tasks that build in rewards or make learning more ‘game-like’ can 
improve pupils engagement. In addition to this, “Initial Stimulus Material (ISM)” (Fletcher-
Wood, 2017) can be said to support pupil engagement when linked to new learning. Studies 
reported by (Wang, 2020) state that classes using Kahoot! often saw “increased attendance, 
student participation, engagement, motivation, as well as interaction between students and 
teachers and students and peers.” The use of online resources is supported in St Aidan’s 
School Improvement Plan 2020-21, with aims to ‘Improve the effectiveness of digital 
learning for staff and pupils across the school’ by ‘developing skills in use of Collaborative 
Learning spaces within Digital Media’. This is reiterated by the Parent Council as a recent 
survey suggest parents feel it is important to include more interactive online lessons to 
engage and motivate young people. Professional dialogue with colleagues of varying 
departments and schools had shown the lack of online engagement to be one of their biggest 
concerns amongst home learning. This is echoed by the Scottish Government guidance 
document in 2020 on ‘What’s working well in remote education’ who state “It’s harder to 
engage and motivate pupils remotely than when they are in the classroom. There are more 
distractions, and as a teacher you’re not physically present to manage the situation.”  This 
enquiry will therefore focus on the online engagement of young people and track their 
progress in completion of tasks.   
Aims  
The aim of this enquiry is to determine if engagement levels rise for pupils online learning 
over the course of 4 weeks during a national lockdown with integration of online Kahoot 
quizzes.  
 
Methodology  
This research was conducted with a mixed ability Secondary 1 class of 19 students. The 
research was carried out on a weekly basis covering 1-3 periods in each block for 4 weeks, 
equating to 8 periods in total. In order to gain a comparative insight into the enquiry, this was 
also implemented into another S1 class of 18 pupils that were seen the same number of times 
during the 4-week block. To establish accurate results, benchmarks for ‘engagement’ were 
identified as the following: 

1. Using Insight data on Microsoft Teams to check a pupil has logged on, commented on 
or ‘liked’ posts. 

2. Using ‘Assignments’ to check if a pupil has completed the main lesson task.  



 

3. Using Kahoot! Online platform to view who has completed the quiz.  
 
If a pupil has met one or more of the above benchmarks this would be considered engaging in 
online learning. Prior to this enquiry, data was collected based on these three benchmarks 
from a previous 2 weeks to compare findings. 
 
The main methodologies used to carry out this enquiry were:  

• Observing engagement 
• Reflective diary, case study of 3 pupils  
• Integration of Live Lessons with Kahoot quizzes 
• Evaluation survey 

 
1. Observing engagement 

Each lesson has been observed to track pupil engagement, this includes using insight data, 
assignments, and the Kahoot platform to track who has completed the online quiz. This data 
is compared on a weekly basis to gauge engagement levels. 
 

2. Reflective Diary Findings 
 
The reflective diary aided the research process and helped collate findings and 
comparatively review the data shown in online engagement of pupils. In addition, this 
resource was used to record information on focused pupils as well as more general 
observations throughout the 4-week process.  

 
Week 1  

This week involved observing how the class engaged with online learning, recording 
how many pupils were online as well as how many had taken part in the Kahoot 
starter quiz. The introduction of the quiz was explained to the class as a fun activity 
which will be included in their lessons for the next 4 weeks. At this stage of the 
enquiry 3 pupils were chosen for closer investigation for a case study of online 
engagement. Selected pupils were;  

• Pupil A who views and ‘likes’ lessons but has not completed any tasks. 
• Pupil B who has missed approximately 50% of online classes per week.  
• Pupil C who has been online very few times.  

 
Week 2 

This week I noticed some improvement in engagement levels across benchmarks 1 
and 2 but little difference to benchmark 3. Pupil A has handed in one task aside from 
the Kahoot quiz, Pupil B has logged on to every Art lesson but handed in no work, 
and Pupil C has been online but not handed in any work.  

 
Week 3 



 

During week 3 I noticed an increase in engagement for online lessons when paired      
with more Live Lessons. This was the most success I had in pupil engagement as 
pupils had the opportunity for discussion prior to completing the quiz. I decided to 
comparatively review another class this week by providing an online Kahoot quiz 
with no live lesson, I found there to be a slight decrease in the number of pupil 
engagement and the quality of pupil engagement i.e., only meeting 1 of the 
engagement benchmarks.  

 
Week 4  
On this final week I continued to observe class engagement and integrate live lessons. As 
well as this, I conducted a pupil survey to collate pupil's thoughts and findings on their own 
engagement and the use of Kahoot quizzes. The results were positive and informative, and 
allowed for reflection on daily practice.  
 

3. Live Lessons 
The integration of live lessons will be comparatively reviewed to identify if this method is 
essential for online engagement. 
 

4. Evaluation survey 
An evaluation survey was sent to pupils in the final week of this investigation, this was used 
to analyse pupil feedback on Kahoot, and whether they felt this method was fun, engaging, or 
useful for their learning. Pupils were also asked their opinion on if they thought their own 
engagement had improved during the 4 weeks.  
 
Findings  
At the beginning of this investigation, 3 benchmarks for ‘engagement’ were set out. 
Throughout the weeks it became apparent that pupils who had previously met 1 of the 
benchmarks, had now met 2 or 3. The most important being benchmark 3, which did increase 
slightly over the course of the inquiry. In the first week, 10 out of 19 pupils completed the 
Kahoot quiz, which had risen slightly by the final week to 12/19. Results on insight show 
100% of pupils were active at some point over the 4-week period this investigation took 
place. This is an increase from the previous 4 weeks by 10.5% for the whole class. When 
analysing the data of the 3 pupils selected for this case study the results were as follows: 

• Pupil A interacted in every Kahoot quiz and completed 1 of 2 main lesson tasks. 
• Pupil B’s engagement level for benchmark 1 increased by 65% but did not complete a 

Kahoot quiz or main lesson. 
• Pupil C's engagement level for benchmark 1 increased by 50%, completed all Kahoot 

quizzes and all main lesson tasks.  
 
Results of the evaluation survey pupils completed were unanimously positive when asked 
about the integration of Kahoot quizzes. When asked “Explain why you like/dislike Kahoot 
quizzes.” pupil comments include:  



 

 
 
Pupil's thoughts on their own engagement in Art show that there has been a slight or great 
increase in engagement for most pupils. 6% of pupils said their engagement had decreased. 

 
 
Conclusions  
Tracking engagement based on the integration of one method produces many variable 
outcomes and does not take into consideration other factors that might affect a young 
person’s engagement in online learning. For example, access to technology, sickness, 
bereavement, lack of understanding etc. Pupils who have engaged in online learning have 
reacted positively to Kahoot quizzes. However, it has not had a huge impact on all three 
benchmarks of engagement. Although there has been some improvement to benchmark 1, 
pupils completing the main lesson has only slightly increased, meaning some pupils appear 
online, complete a Kahoot quiz and then not engage in their main task for that week. 
Although, it could be said that this is an improvement from some pupils not logging on to 
online learning at all. Although this enquiry has shown there to be a slight increase in 
engagement for benchmark 1, this has not been a significant rise and therefore the reason for 
this rise in engagement cannot be afforded to Kahoot quizzes alone. Due to limited 
timeframes of the enquiry long term data to explore this could not be examined. 
 
Implications for Future Practice  
Although Art is mostly a practical subject, this experience has encouraged the use of fun 
interactive literacy tasks. Pupil’s often feel hesitant with drawing tasks, pairing practical 
elements with quizzes in future could help enhance confidence in pupil’s knowledge of Art 
and then subsequently improve their engagement in the lesson and willingness to try practical 
work. Including more non-practical work will allow more opportunity for enhanced learning 
in literacy and numeracy as well as giving pupils a mix of various tasks to keep them engaged 
in a lesson. Using Kahoot in the classroom or in future online lessons would be beneficial for 
pupil enjoyment, however, could not be relied on in isolation to ensure effective learning.  
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