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Rationale  
 

The topic of this enquiry has been chosen due to the shift from classroom-based learning to 
remote learning at home. Due to the limited class contact, the study had to be contacted 
remotely and using online platforms. The correlation between online games and engagement 
online appealed to our group, as increasing online engagement of pupils is a priority for 
teachers across Scotland.  

An increase in online engagement provides a better opportunity for educators to successfully 
deliver a high-quality education during the unprecedented circumstances of school closures. 
Education remained a high priority throughout the time spent learning from home, with 
Education Scotland (2021) stating that “practitioners should seek to provide a curriculum that 
is adaptable and responsive to the full range of learners’ needs, reflecting each school 
community’s specific context”. Through understanding the engagement of the learners at 
home, practitioners can plan accordingly to the interests of the pupils, as well as taking into 
considering the accessibility of resources for those at home. It is important to remember that 
all children may not have had the same access to the online platforms as their peers.  

Additionally, the use of technology is becoming a prominent feature in many educational 
settings and workplaces since the Coronavirus pandemic. It is vital that the pupils are aware 
of how to use technology to access their schoolwork, as these skills have been essential for 
progression in learning. Building the Curriculum 4 (2009) states that “all children and young 
people need to be flexible and adaptable, with the capacity to continue developing the new 
skills which they will need for the rapidly changing challenges of life, learning and work in 
the modern world”. As a practitioner, it is vital that I plan learning experiences which involve 
using a range of skills which are relevant in the modern world, which prepares my pupils for 
success throughout their education and beyond.  

 

 
Aims 
 



 

The purpose of this practitioner enquiry was to investigate if there was any correlation 
between online games and pupil engagement. In particular, focusing on whether or not the 
use of online games increases pupil engagement during the period of remote learning.  
 
Methodology 
 
This enquiry was small-scale enquiry. The enquiry was conducted over the course of 4 weeks 
during the period of remote learning with a Primary 6 class, made up of 17 children. I 
gathered a range of evidence using online sources only, due to limitations of class contact. I 
carried out research through closely monitoring the engagement levels on Microsoft Teams 
and SumDog. I compared the engagement levels on both platforms to the children’s written 
Numeracy work and their performance on each task. In addition, I completed a questionnaire 
with the class at the end of the investigation to gather their opinion of their own engagement 
of these sources during the duration of online learning.  
 
Prior to this enquiry, I set a SumDog competition for the class each week online, which I 
continued to use throughout my research. Midway through the enquiry (week 3), I began to 
promote the SumDog competition more actively to the class via our daily contact on 
Microsoft Teams. This was to observe if there was an increase in the engagement levels on 
this platform.  
 
 
Findings  
 
Over the course of 4 weeks, a range of evidence was gathered through monitoring the online 
sources Microsoft Teams and SumDog. At the end of these 4 weeks, I completed an online 
questionnaire with the Primary 6 class to gather their opinions on their engagement levels 
during online learning.  
 
Week 1:  
 
The results from the first week showed that there was a higher level of engagement on 
Microsoft Teams (59% of class) compared to the (29% of class) who logged onto SumDog. 
Only 30% of the class were using both platforms throughout the week. Through my research 
(Appendix 1), I recognised that the children who were engaging in SumDog throughout the 
week were performing better in their Numeracy work. In line with the Numeracy assessments 
within my establishment, I measured this data through recording the percentage of correct 
answers within the submitted written work on Microsoft Teams each day and then finding the 
overall average from the week, as well as identifying the engagement of each pupil on 
SumDog which I further displayed in the format of a table (Appendix 1). 
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Week 2 
 
The second week of the study showed that there was increase of online engagement on both 
platforms. However, Microsoft Teams continued to display higher levels of engagement 
(71% of pupils). The engagement from the class increased 6% (35% of pupils). There was a 
slight increase of 32% of pupils engaging on both platforms. Whilst looking at the data 
collected and relating this to the children’s work, I continued to notice that the children who 
were actively using SumDog were performing better on their written Numeracy tasks 
compared to the children who were only using Microsoft Teams (Appendix 2) 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Week 3 
 
The third week of the enquiry demonstrates no change in engagement levels on Microsoft 
Teams (71% of pupils), however, the engagement levels on SumDog have continued to 
increase by 12% (47% of pupils).  
During week 3, I began to promote the weekly class competition on SumDog. This saw a rise 
in the engagement levels of this online resource. For the third week in a row, I recognised 
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that the children who were engaging on SumDog were excelling within their own levels in 
Numeracy via Microsoft Teams (Appendix 3).  
 
 
 
 
 
 
 
 
 
 
 
 
Week 4 
 
The final week of this study displayed an increase on both online platforms, although, the 
Numeracy work set on Microsoft Team continues to demonstrate higher levels of engagement 
(76% of pupils). Despite this, another 12% of the class logged onto SumDog this week, 
increasing this platform’s engagement levels. This week there was an increase of the children 
who were engaging on both platforms by 12% (50%). The fourth week of this study further 
consolidated that the children who were actively using SumDog were performing better in 
their written Numeracy task as opposed to the children who were not engaging with the 
online platform (Appendix 4).  
 
 
 
 
 
 
 
 
 
 
 
Questionnaire 
 
At the end of a 4-week study, I conducted a questionnaire with the pupils remotely. Due to 
the remote protocols, the results do not show a reflection of the whole class. These results 
reflect 13 out of 17 pupil’s views of their online engagement, as 4 pupils did not complete the 
questionnaire.   
 
The results from the questionnaire (Appendix 5) show that the majority of pupils did not 
engage with SumDog daily. 8 out of 14 pupils stated that they used only Microsoft Teams 



 

daily, 3 out of 14 pupils stated that they use only SumDog daily and 3 pupils stated that they 
use both Microsoft Teams and SumDog daily.  
 
 
Conclusions 
 
The results of the study conclude that the engagement levels from the class were higher on 
Microsoft Teams than SumDog, indicating that although the online gaming resource SumDog 
was available, it was not used daily by the class. It was evident from the information 
collected that the use of online platforms did not increase the online engagement of the class. 
 
The information from the questionnaire at the end of the research concludes that the majority 
of children did not log onto SumDog daily. There could be a range of reasons for this, 
particularly, lack of devices or sharing devices with family members who are working at 
home. Additionally, it is possible that the pupils did not view SumDog as part of their work 
for the day, rather a “fast finisher task” that they were not obligated to complete.  
 
However, in contrast to this, there are pupils who displayed minimal engagement with online 
written work uploaded daily to Microsoft Teams, but were actively using SumDog and 
participating in both Numeracy and Literacy games on this platform. This could indicate that 
the children who were engaging with SumDog only viewed this as a way of showing 
engagement towards their schoolwork without completing their written tasks.  
 
Throughout the investigation, I viewed the SumDog tracking graph available online, which 
illustrated an increase of engagement on SumDog when I promoted the class’ weekly 
competitions in the morning via Microsoft Teams and the class Twitter, as this was the 
platform that displayed the most engagement from pupils. The engagement levels may have 
increased as the class were being reminded of this online resource daily and this resource 
may have been forgotten about during the period of remote learning.  
 
Additionally, the research collected (Appendixes 1-4) showed that the pupils who were 
engaging with SumDog daily were performing better in their maths work uploaded to 
Microsoft Teams. I monitored this weekly and compared the class’ written work in 
comparison to the engagement levels on both platforms. This indicates that the use of the 
online application was beneficial to the pupils’ learning as they were reinforcing their 
mathematic skills based on the current learning online.  
 
 
Implications for Future Practice  
 
As the enquiry focused on 17 children in a Primary 6 class, it would be beneficial to continue 
the enquiry during the period of remote learning but adapt the focus to a smaller group of 
children. It also may be beneficial to investigate the engagement levels on other platforms 
that are actively used in the classroom, for example, Studyladder.  



 

 
Furthermore, as the study was conducted remotely during a period of school closures, the 
results did not reflect the whole class. The engagements for the class fluctuated. Despite 
remaining in contact with the pupils at home, this did not mean all children were logged on 
each day. This further consolidates the idea of focusing on a smaller group of children who 
have shown high levels of engagement throughout, as this may provide a more in-depth 
understanding.  
 
A further limitation to the investigation and to any follow up investigations are the external 
factors that cannot be controlled. As the children were working remotely, there may have 
been lack of engagement for various reasons, such as home life. Despite the school 
maintaining close contact with the pupils at home and enquiring into the access of digital 
resources, there were pupils in my class who, at times, struggled to access the online work 
due to sharing resources with their siblings who also had online learning to complete. This 
may have influenced the accessibility to platforms such as SumDog resulting in the 
completion of written work on Microsoft Teams being prioritised.  
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Appendix 1 

Child On SumDog 
(Week 1) 

Submitting 
written work 
with 80% +  

correct 
answers 

Submitting 
written work 
with 50% - 

79%  
correct answers 

Submitting 
written work 
with 49% or 

less  
correct answers 

Child A Yes    
Child B No    
Child C No    
Child D Yes    
Child E Yes    
Child F No    
Child G No    
Child H No    
Child I No    



 

Child J No    
Child K No    
Child L No    
Child M Yes    
Child N No    
Child O Yes    
Child P No    
Child Q No    

 

Appendix 2 

Child On SumDog 
(Week 2) 

Submitting 
written work 
with 80% +  

correct 
answers 

Submitting 
written work 
with 50% - 

79%  
correct 
answers 

Submitting 
written work 
with 49% or 

less  
correct 
answers 

Child A Yes    
Child B No    
Child C No    
Child D Yes    
Child E Yes    
Child F No    
Child G No    
Child H No    
Child I Yes    
Child J No    
Child K No    
Child L No    
Child M Yes    
Child N No    
Child O Yes    
Child P No    
Child Q No    

 

Appendix 3 

Child On SumDog 
(Week 3) 

Submitting 
written work 
with 80% +  

Submitting 
written work 
with 50% - 

79%  

Submitting 
written work 
with 49% or 

less  



 

correct 
answers 

correct 
answers 

correct 
answers 

Child A Yes    
Child B Yes    
Child C No    
Child D Yes    
Child E Yes    
Child F No    
Child G No    
Child H No    
Child I Yes    
Child J No    
Child K No    
Child L No    
Child M Yes    
Child N No    
Child O Yes    
Child P No    
Child Q Yes    

 

Appendix 4 

Child On SumDog 
(Week 4) 

Submitting 
written work 
with 80% +  

correct 
answers 

Submitting 
written work 
with 50% - 

79%  
correct 
answers 

Submitting 
written work 
with 49% or 

less  
correct 
answers 

Child A Yes    
Child B Yes    
Child C No    
Child D Yes    
Child E Yes    
Child F No    
Child G Yes    
Child H No    
Child I Yes    
Child J No    
Child K No    



 

Child L No    
Child M Yes    
Child N Yes    
Child O Yes    
Child P No    
Child Q Yes    

 

Appendix 5 
 

Question Yes No 

Do you use only 
Microsoft Teams daily? 

8 pupils 6 pupils 

Do you use only 
SumDog daily? 

3 pupils 11 pupils 

Do you use both 
Microsoft Teams and 
SumDog daily? 

3 pupils 11 pupils 

 

 

 


