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Rationale  
 
Several theorists have been studying and trying to understand reasons for pupil engagement 
within a traditional classroom setting. As digital tools such as the internet, home computers, 
laptops and iPads have become more omnipresent in our lives, theorists have dedicated time 
towards understanding online learning and the efficacy of online teaching. Theorists such as 
Valtonen Kukkonen and Väisänen (2009) are interested whether the same quality of learning 
can be administered online as it can within a traditional classroom setting and whether pupils 
can change their learning habits and embrace online learning (Valtonen et al, 2009). 
Moreover, in a digital setting, where the teacher pupil relationship moves from face-to-face 
relationship building to an online domain with the possibility of both video and audio 
switched off, the ability of practitioners to meet the needs of their learners becomes more 
challenging and interventions to get learners back on task more difficult to administer (Yates 
et al, 2020). The Scottish Government stated in 2016 that it hoped ‘vital digital skills…lead 
to improved educational outcomes’ (ScotGov, 2016) as part of their national improvement 
strategy. Learners’ ability to utilise the digital world to increase their learning can only 
happen if they have access to the necessary tools and if teachers know how to effectively use 
those tools to build positive relationships (Valtonen et al, 2009).   
 
Work on pupil engagement has put forward several factors why children participate in their 
work. Theorists suggest that engagement is linked to ‘motivation and participation’ while 
there are several factors such as ‘autonomy, interest and self-efficacy’ (Skinner et al., 2009); 
‘learning-community participation’ (Pike et al., 2011); ‘technological factors such as 
gamification’ (Cronk, 2012); ‘teacher support’ (Klem & Connell, 2004); ‘peer interaction, 
class structure, task characteristics and personal needs’ (Fredricks et al., 2004) and 
behavioural, emotional, and cognitive (ibid). Furthermore, ‘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.’ (Niemi et al, 2018) With that statement in mind, 
this academic year has provided serious challenges and obstacles for teaching and learning as 
school closures has led to the reliance on online digital learning. The coronavirus pandemic 
has presented educators with a challenge to continue meaningful learning and teaching in a 
time of great stress and uncertainty for young people. How young people have adapted 
emotionally is not the task of this enquiry, instead, as lessons have gone online and teachers 



want to continue both formative and summative assessment strategies and set deadlines 
through assignments, can the introduction of quiz, in the context of a reward, increase the 
submission rate of classwork?  

 
This enquiry focused on behaviour engagement: if a pupil participates then they are engaged. 
The researcher will look at engagement in this context by measuring via assignment 
submission rates instead of student likes of posts on Teams, answering questions in live 
lessons or even signing into a live lesson.  
 
Aims 
  
The aim of this practitioner enquiry was to find out what happens to submissions rates of 
assignments when a weekly quiz is introduced to the digital classroom as an incentive for 
digital online engagement. The enquiry will focus on whether the engagement of pupils 
improved after the reward of a digital quiz was introduced. Looking at submission rates 
before the introduction of a digital quiz and then looking at submissions rates after the 
introduction of a digital quiz as a reward, the aim is to see whether young people respond 
positively and submit their work more frequently. Engagement is viewed through the lens of 
participation within the context of this enquiry. If a pupil submitted their work, then they 
were engaging in digital learning and remaining on track. 
 
 
Methodology  
 
This enquiry took place over a four-week period. The researcher took notes of the levels of 
submission rates for weekly assignments for two separate S1 classes (learners aged 11-12). 
One class has 25 pupils, the other 22 pupils. The researcher also took notes on levels of 
submission rates before the research began so the data could be compared.  
 
A quiz was not given at the end of each Live lesson, instead this researcher felt that setting 
one assignment per week (after 3 online lessons each week) would lead to better outcomes 
for both submission rates and uptake of the quiz. The researcher was aware that many young 
people can become overwhelmed and anxious about digital learning and so did not want to 
set too much work. Instead, an online digital research project that had weekly checkpoints 
(deadlines) was created in line with the Modern Studies S1 curriculum. 
 
The researcher delivered live lessons on Microsoft Teams in the first half of a double period 
(40mins approx.) to outline/teach the weekly PowerPoint and the tasks to complete. Learners 
were not disqualified for a poor level of submission or incomplete work. If a learner clicked 
“submit” by the deadline date for that week, then they would be sent the Kahoot! quiz link.  
 
 
 



 
 
 
Findings  

 
Overall, submission rates did not increase. Learners maintained a consistent level of putting 
their work in to be checked, marked, and returned with feedback. Those who were already 
submitting work consistently continued. For both classes, there was 2 to 4 learners who 
would ‘View’ an assignment more.  This means on Microsoft Teams, once an assignment has 
been set, if a learner clicks to view the information about the assignment then their teacher 
knows the date and time they viewed/looked. The introduction of the quiz may have 
generated this interest but that is impossible to know for sure.  
 
Out of the 54 learners who were in both the researcher’s classes (2x S1 classes [A and B]), 22 
responded to a series of questions on SurveyMonkey about online learning, why they 
participate, Modern Studies and their view on digital quizzes. The answers to all 5 questions 
can be found in more detail in Appendix A.  
 
What the SurveyMonkey questionnaire answers show in broad, general terms is: 
1. The majority enjoy Modern Studies. 
2. The majority want to submit their work on time. 
3. The majority do not enjoy online learning. 
4. The majority view Kahoot! quizzes positively. 
 
 

Week Interactions on the 
page/joining live 
lessons 

Assignment 
Submissions 

Kahoot 
Participants 

Pre quiz – 25th 
January 2021 

20/26   (Class A) 

18/28   (Class B) 

11/26 

16/28 

N/A 

Week 1 – 1st 
February (Class B) 

22/28 16/28 2 

Week 2 – 19th 
February (Class A) 

16/26 11/26 3 

Week 3 – 22nd 
February (Class B) 

19/28 16/28 4 

Week 4 – 1st March 
(Class A) 

15/26 11/26 4 



Conclusions  
 
There were many issues with this professional enquiry. First, engagement is more than just 
participation. This enquiry has narrowed what engagement is to a very select way that leaves 
little room to think about or look at motivation, other factors, including support at home, 
digital skills and abilities or the quality of work submitted. The researcher found that the quiz 
had no impact on learners who were not already online for lessons. The quiz provided no 
route to engagement for these learners because they were never online to find out about it. 
Thus, online quizzes as a reward cannot change the level of participation of those who are 
never online for a live lesson. Perhaps if agencies within the school (Pupil Support) were to 
contact these learners directly to let them know of a change in the delivery of online teaching 
and incentive of a reward in the form of a quiz (Kahoot!) then their attendance online may 
change. But whether they would then complete tasks and then submit this for marking is 
unknown and their participation may be due to the influence of the Pupil Support intervention 
and possible encouragement from home rather than the prospect of a quiz.  
 
During the two weeks for both Class A and B, the researcher found that the proposal of a quiz 
was met with positivity but had very little to do with the level of submission rates or the 
quality of work handed in. Moreover, young people who did get a link to the online quiz very 
rarely completed it. While learners not completing the quiz is irrelevant to their submissions 
rates, I believe it does reflect what little value the participants placed on the quiz.   
 
Another conclusion to make is that able and high achieving learners do not value additional 
quizzes. Those learners who were high achieving before the introduction of the quiz remained 
high achieving after the introduction of the quiz. Furthermore, many of the already high 
achieving learners did not complete the quiz. It had little value to them as they may have 
viewed the quiz as just another piece of non-essential work.  
 
A further conclusion that can be made is more specific to Kahoot! quizzes. These types of 
quizzes hold their maximum value in a competitive setting in a classroom (Plump et LaRosa, 
2017). Learners conducting the quiz on their own, away from their peer groups do not enjoy 
the benefits Kahoot! quizzes have to offer and so has little impact their engagement and 
motivation to then complete the quiz (ibid). In the researchers experience, Kahoot! quizzes 
are about the noises, colours, team names and live competition. Furthermore, the 
accumulation of points and how many your peers have is a big part of their appeal and 
effectiveness as a tool of engagement. Young people enjoy the live competitive element that 
Kahoot! provides. Ultimately, if young people are to do a quiz for submitting work, then the 
quiz needs to provide competition, fun and creativity that perhaps the submission work does 
not.  
 
One of the fundamental flaws of the SurveyMonkey Questionnaire is the results come from 
learners who like to participate and engage already. The feedback from the questionnaire was 
anonymous, and learners were not forced to respond. As mentioned, those who did respond 



said so in the Microsoft Teams chat platform and the researcher could see from the data that 
many of these learners consistently completed their assignments.  
 
Implications for Future Practice  
 
Going forward in my teaching career, live quizzes have little value for increasing online 
digital engagement in my opinion. Within a classroom setting, with learners in the classroom 
together and then able to work with their peers collaboratively - quizzes may provide a 
reward for completion of tasks. But, for the pertinent challenge of increasing online 
engagement from those who are never online, those online who do not submit work; quizzes 
provide little as a tool to engage or encourage participation.  

I would like to conduct further research about online learning and engagement. Digital 
technology will be something that practitioners and learners become ever more reliant upon 
and so understanding how young people view the various aspects of this platform will 
ultimately be beneficial for all who work in education. Moreover, research that focuses 
specifically on what motivates, engages, and leads to enjoyment in the digital world would be 
useful. This type of research could include better survey questions and organised Microsoft 
Teams calls, with mics and audio on and focus groups to gain more qualitative and 
substantial data. Furthermore, working with Pupil Support to include learners who have not 
participated whatsoever in online learning and asking them what they would like to happen in 
lessons would also be valuable to classroom teachers. 
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Appendix A (SurveyMonkey Questionnaire results) 

 

 

 



 

 


