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Rationale 
 
Throughout this year, especially during online learning, I have noticed that pupils actively 
engage more when asked to complete tasks that are games based compared to regular tasks 
and exercises in class. A recent study from (Perrotta, Featherstone, Aston and Houghton, 
2013) on games-based learning showed that “The majority of the studies examining the 
impact of video games on student motivation and engagement found positive results”. This 
study resulted in us, as a group, deciding to study the effect games-based learning could have 
on pupil engagement. We wanted to see if games-based learning had a positive impact on 
teaching and learning. We also wanted to see for ourselves if those findings from this study 
would still be accurate during online learning. Additionally, as the world evolves and 
becomes digital, using technology within education could be a desired strategy to improve 
learning. (Gros, 2007). 
 
Aims 
 
The purpose of this practitioner enquiry was to discover if a games-based learning approach 
could have a positive effect on pupil engagement. The aim was to hopefully see pupils 
engage more with games-based learning as opposed to traditional types of learning during 
online learning. 

 

Methodology  
 

The enquiry was implemented over a 5-week period (1st February – 5th March) with an S1 
class. The class size of the S1 class was 26 pupils however not all pupils engaged with online 
learning. As a result of not all pupils engaging regardless of what type of learning was taking 
place, the number of pupils active was approximately 20. The enquiry was implemented over 
two topics (2D Shapes and Symmetry). These two topics were very similar which is why the 
decision made was to pick an S1 class for this practitioner enquiry as the lessons would not 
differ or fluctuate during this 5-week period. 

How data was collected: 

Ø Kahoot games/quizzes 
Ø Quizzes through Forms (Microsoft Teams) 
Ø Questionnaire at the end through Forms (Microsoft Teams) 

The way the data was collected altered weekly as Weeks 1 and 3 a quiz was issued through 
forms and Weeks 2 and 4 a Kahoot was issued to assess the level of learning those weeks. 



 
The final week there was a questionnaire issued to gather feedback from the S1 class on how 
well they thought they had learned during this time. The two quizzes (2D Shapes and 
Symmetry) contained 10 multiple choice questions, all testing what had been taught in class 
that week. The two Kahoot games were multiple choice that also tested the class on what had 
been taught that week. To ensure the findings were accurate and were solely based on 
whether pupils engaged more with games-based learning compared to ordinary learning 
through quizzes and exercise questions, the quizzes and Kahoot games issued were very 
similar. Finally, a Questionnaire was issued that the class completed. This questionnaire 
asked the class what they liked most about online learning, what would they improve about 
online learning and what method did they feel they were able to learn and test their 
knowledge more from doing. 

Overview of Tasks 

Ø Week 1 – 2D Shapes Quiz through Forms  
Ø Week 2 – Kahoot on 2D Shapes 
Ø Week 3 – Symmetry Quiz through Forms  
Ø Week 4 – Kahoot on Symmetry 
Ø Week 5 – Questionnaire for Feedback 

 

Findings 
 

The bar graph below shows the number of pupils who engaged on the two tasks issued during 
the 2D Shapes topic.  

 

 

 

 

 

 

 

 

 

 

From this bar graph, it is clear to see that the number of pupils who chose to engage with the 
Kahoot on 2D shapes was extremely higher than the number of pupils who chose to engage 



 
with the 2D shapes quiz on Microsoft teams. The bar graph shows that 8 pupils engaged with 
the 2D Shapes quiz whilst 17 pupils engaged in the Kahoot on 2D Shapes. 

 

 

 

 

 

 

 

 

 

 

This bar graph above also shows engagement in the S1 class involved with this enquiry but 
this time it shows the engagement levels during the topic Symmetry. From this data, it is 
apparent that the number of pupils who chose to engage with the Kahoot on Symmetry is 
slightly higher than the number of pupils who chose to engage with the symmetry quiz on 
Microsoft teams as 15 pupils engaged with the Kahoot on symmetry while 12 pupils engaged 
with the symmetry quiz. Appendices A and B shows this information. Although, the data 
collected on engagement from the topic Symmetry did show that the gap between the games-
based learning activity (Kahoot) and the quiz was not as wide as it was for 2D Shapes. 

However, from collecting the data from both topics, during online learning, pupils were more 
inclined to engage with a games-based learning activity than a more traditional way of 
learning such as a quiz. 

Before concluding the study, the class were asked to answer an end of topic questionnaire. 
Appendix C shows this information.  This questionnaire was solely created to gather 
feedback on how the class were feeling with online learning, what they liked most about 
online learning and what they would have changed about online learning. From one of the 
questionnaire questions I gathered this information.  



 
 

 

 

 

 

 

 

 

 

 

 

This pie chart shows the results of the questionnaire. A total of 19 S1 pupils answered my 
questionnaire and the findings are that 63% of the class found that their favourite part about 
online learning was games-based learning, more explicitly playing Kahoot games. This was 
significantly higher than any other votes as 21% of pupils said that live lessons were their 
favourite part about online learning, while 11% found that drawing and sketching within the 
topics 2D Shapes and Symmetry was their favourite part about online learning and finally 5% 
of pupils found another part of online learning to be their favourite. 

These responses as well as the engagement levels between games-based learning and quizzes 
for the two topics taught evidently showed that the pupils within the S1 class were more 
willing to engage with a games-based learning resource other than a quiz because they really 
enjoyed playing Kahoot, which was clearly shown as most pupils said that was their favourite 
part of online learning.  

Overall, the results show that implementing a games-based learning approach is effective 
when wanting engagement levels to be higher than usual during online learning. Additionally, 
the findings also show that the pupils found it more enjoyable to learn and test their 
knowledge through games instead of quizzes which in return would engage them more. 

 

Conclusion 
 

To conclude, implementing a more games-based learning approach towards the topics taught 
compared to quizzes and exercise questions helped with engagement from the S1 class 
involved in this enquiry during online learning. Whilst online learning, the S1 class were 
aware of how the tasks differed that were issued to them and when giving the questionnaire, 
the majority favoured games-based learning than any other part of online learning. 



 
Additionally, while issuing these games-based learning tasks a lot of positives were gathered 
and allowed those involved in the practitioner enquiry to reflect on the effectiveness of 
games-based learning.  



 
Implications for Future Practice 
 
I will continue to try and incorporate games-based learning where possible in my daily 
practice. It can really engage the learner and motivate them to learn. In the future, I would try 
and use more games-based learning resources that track the achievement and progress of 
learners. This would be essential as to evaluate whether a games-based learning task is 
effective not only in engagement but in learning, I would have to record to assess the learning 
gain.   
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Appendices  

Appendix A – Evidence of Responses to Symmetry Quiz 

 

 

 

Appendix B – Evidence of pupils engaging in Symmetry kahoot 

 

 

 

 

Appendix C – Questionnaire for pupils 

 

1. How much have you liked the online learning topics (2D Shapes and Symmetry) 

 

 

 

2. What was your favourite part of Online Learning? 
 
- Kahoot and Games Based Learning 
- Live Lessons 



 
- Drawing / Sketching 
- Other  
 
 

3. What could have been better during online learning? 
Enter your answer  
 
 

4. Do you think you learn better by ... 
 

- Exercise Questions from a textbook 
- Kahoot  
- Quizzes 
- Homework 
- Other 

 

 

 

 

 

 


