
 

  
 
Enquiry Question - 
Does Using the online gaming ‘Kahoot!’ platform increase pupil engagement during the 
period of online learning? 
 
 
Name – Claire McCrum  
 
Group – Group R. 
 
Rationale  
The rationale behind my enquiry is to consider how engagement could be strengthened 
through incorporating game-based learning strategies into online lessons during the period of 
digital learning. Game based learning platforms are now very popular within schools and are 
used as an ‘Educational technology in schools and other educational institutions’ to promote 
engagement within lessons (Kahoot, 2021). As part of my school’s ‘School Improvement 
Plan’, digital learning is a main priority for 2020-21 with a focus on Improving the 
effectiveness of digital learning for staff and pupils across the school, by increased levels of 
pupil engagement with digital learning. One of the reasons behind this focus is due to 
engagement being below expectations from March through to June 2020, during the first 
national lockdown. As a result, from August 2020, preparations have been taking place 
within schools, in line with the National Improvement Plan and council expectations to 
prevent low engagement if digital learning were to continue in the new academic year. 
Results provided by the Parent Council and parental digital learning surveys concluded that 
parents were eager for pupils to engage with a variety of tasks during online learning. As 
pupils have lost a significant amount of in school learning, this could have a damaging effect 
on some pupils. ‘While attainment levels remain the same for many, there are some children 
who have been more disadvantaged than others’ (TES, 2021). Therefore, it is a priority for 
schools to consider how to ensure that pupils are working online and are able to access a 
range of online resources, which can help to support pupils and consolidate with teacher led 
learning when working remotely. Therefore, this enquiry will seek to consider ways to 
encourage all pupils to join in with online lessons and participate in various teaching 
strategies, such as online gaming learning strategies, which will hopefully lead to an 
increased online engagement during remote learning. 
 
 
Aims  
The main aim of this enquiry was to determine whether using the ‘Kahoot!’ platform led to 
an increase in pupil engagement during online lessons. I was also interested to determine if 
the use of quizzes, surveys and forms offered through the Kahoot! platform could lead to an 
increase in pupil confidence regarding the content being studied throughout lessons, as pupils 
could test their knowledge and receive immediate feedback.  
 
 
 
 
 
 



 

Methodology   
This enquiry took place over a four-week period, with an additional fortnight baseline data 
collection taking place prior to the start of the monthly period. This enquiry was conducted 
with a mixed ability S1 class of 33 students. The research was carried out on a weekly basis, 
covering one double period of learning, equating to a total of 8 periods over the four-week 
period. Prior to the beginning of this research, engagement during the month of January was 
calculated using ‘insights’, a feature of Microsoft Teams. This allowed me to calculate a clear 
percentage of pupils who were engaging in live lessons from the week commencing January 
18th until January 25th.  In addition to this, I also calculated the percentage of pupils who were 
regularly uploading evidence of work, using the ‘assignments’ tab on Microsoft Teams. 
Conducting both checks allowed me to consider firstly how many pupils were online and 
secondly how many of these pupils were fully engaged during online lessons.  From Monday 
February 1st until Friday 26th February, I used the Kahoot! platform as part of a main task or 
plenary task within lessons. I conducted the same two calculations as mentioned above for 
the baseline data during the month of February to determine the impact Kahoot! was having 
on both pupil engagement and overall work submission. Over the course of this investigation, 
I kept a ‘reflective diary’ of results and engagement gathered from the Kahoot! Furthermore, 
I issued an evaluation survey to pupils at the end of the four-week period to gain greater 
insight into their opinion of the effectiveness of this platform on their learning experience.  
 
Findings  
 
The Number of Pupils Online –  
 
My data illustrated that throughout the month of January, engagement gathered from the 
features of Microsoft teams as mentioned above, concluded that around 54% of pupils were 
engaging in live online lessons. When Kahoot! was introduced as a main task, this 
engagement increased steadily each week to 25 pupils out of 33 of the overall class in week 
4, which can be seen in the table below. Evidence shows that ‘game dynamics have proven an 
effective strategy to enhance learning as students are intrinsically motivated through play, 
curiosity and desire to win, leading them to learn without even realising it’. (Metcalf & 
Game, 2006, p.99).  
 
 
When comparing the average percentage of pupils online during the baseline weeks prior to 
this enquiry to the average percentage of pupils online during the Kahoot! enquiry, it is 
evident there was a clear increase in the number of pupils engaging in online learning over 
the four-week enquiry period. One of the reasons for the engagement increase during the 
enquiry could be that pupils were enjoying working with the digital learning platform. This 
was concluded in the pupil evaluation survey below.  
 
 
 
 
 
 
 



 

 
Week 

  
Number of pupils 

completing 
Kahoot! 

  
1 

  
15 

  
2 

  
19 

  
3 

  
19 

  
4 

  
25 

 
 
Pupil Evaluation Survey 
 
At the end of the four-week enquiry period, I issued pupils with an evaluation survey to 
conclude whether pupils found using a digital learning platform helpful during online 
learning.  The survey was completed by 16 out of 33 students within the class. From the 
results gathered, a significant percentage of pupils agreed/ strongly agreed that the Kahoot 
platform was useful to their online learning experience. Pupils who disagreed experienced 
technology issues, which meant the platform was not always the most useful. 
 

 
 
Conclusions  
This enquiry aimed to consider how engagement could be strengthened during the second 
period of online learning from January 2021. The reason for this focus was due to 
engagement being below expectations during the first national lockdown in March 2020. The 
focus was to consider weak areas of digital learning and improve these weak areas in the case 
of another lockdown taking place. During the baseline weeks, engagement had increased 
significantly compared to the previous period of online learning in 2020. This could be a 
result of an increase in laptops being issued by the Council, to pupils who did not have 



 

available technology at home. Compared to the previous year, both pupils and staff had 
advanced notice of the implementation of online learning, which allowed for schools to 
prepare and issue technology and learning materials to pupils prior to the Christmas holidays. 
Additionally, compared to the first national lockdown last year, there was more of a focus for 
pupils to follow their normal class timetable and for live online lessons to take place between 
teachers and students. This in itself could have led to an increase in engagement as pupils had 
more structure to their day and were aware that they had to register for their class as normal 
on their class team’s pages.  
 
My evidence gathered throughout and after this enquiry concludes that pupils feel that digital 
learning platforms are beneficial to their overall learning experience and can allow pupils to 
interact with their teacher and other pupils in a different setting. I also found that the number 
of lower ability pupils or pupils who are least likely to answer out in class, were engaging 
when Kahoot! was introduced as a task. This could be a result of pupils being able to 
complete the quizzes without anyone being able to view their answers or because they could 
engage in friendly competition with their peers, which is something that usually happens in 
the classroom.  
 
Implications for Future Practice  
In future, my aim would be to explore the intervention of using digital learning platforms like 
Kahoot! with various age groups over a longer period of time, as this enquiry was limited to 
one class in a short time frame. Doing this could allow me to consider how the platform could 
be used to enhance student collaboration and participation, as research carried out suggests 
that ‘Kahoot increases the ability to think critically, enhance student involvement, 
satisfaction, engagement and higher order learning’. (Lantz, 2010).  It is difficult at this point 
to suggest if Kahoot! would be as effective for use long term, especially if digital learning 
were to return again at some point in the near future. Over time, pupils may become 
disengaged if the same platform is used in each lesson. Therefore, moving forward, I would 
be eager to continue to offer a variety of digital learning experiences and creative learning 
approaches by keeping up to date with new advances in educational platforms, which can be 
accessible both in school and at home. I am hopeful that keeping pupils up to date with any 
new advancements in technology and sharing good practice with other colleagues in order to 
gain a greater understanding of the impact of these platforms, will lead to a sustainable level 
of engagement across all year groups over time.  
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