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Rational: 
 
Games-based learning provides an opportunity for pupils to obtain instant and personalised, 
real-time feedback so that they are made aware of what they have learned and what they must 
work on to improve. Effective feedback to pupils is a staple method of educational 
practitioners to gauge the understanding of learners as well as a necessary means of gathering 
information used to then improve pedagogy approaches. The regularity of feedback is said to 
affect the validity of formative assessment (Trotter, 2006). This suggests that the more 
frequently teachers infuse their lessons with these methods, the more advantageous they are 
for the pupils. In particular, real-time feedback is beneficial to all, involving active 
participation, more exciting lessons which offer teachers rapid overviews of pupil 
understanding and learners the ability to sharpen their knowledge. Perhaps most importantly, 
real-time feedback ensures that pupils are responded to efficiently and no child is overlooked 
(McClelland, 2017). 
 
Positive experiences which instigate enthusiasm within the classroom atmosphere lead to 
improved engagement and an increase in determination amongst learners (Kanfer and 
Ackerman, 1989), highlighting the importance of offering innovative resources to maintain 
pupil attention. 
 
According to Felszeghy (2019), a 2018 study conducted in Finland reveals that the 
introduction of games-based learning such as the platform ‘Kahoot’ being used to 
compliment more traditional pedagogical approaches, led students to report an increase of 
interest in their studies. Improved attainment was achieved, with a significant increase in 
student grades, however it is ultimately unknown if the use of technology and games are to be 
credited entirely for these outcomes, as the introduction of games ran in tandem with repeated 
assessment by more traditional means. It is however concluded that student engagement was 
improved as a result of the Kahoot games.  
 
Games-based learning can offer pupils the opportunity to repeat their tasks, competing with 
their former selves and allowing for continued improvement. A willingness to learn and raise 
game scores would show a growth mindset – an understanding that perseverance leads to the 
building of intelligence and performance and thus leading to an increase in motivation as a 
result (Mueller and Dweck, 1998). 
 
Whilst it appears that a combination of gamification and real-time feedback are most likely to 
raise pupil engagement, (Voerman et al., 2012), warn that for feedback to be effective, vague 
comments can have an adverse effect on learning. To allow pupils to feel confident and have 
them readily engage with lessons, this research suggests, the introduction of game-based 
learning should be an additional tool to enhance learning, rather than replace other practices 
in lessons to avoid disengagement. Ergo, real-time feedback will be issued with the 
introduction of games as a means to gauge mostly knowledge retention and more thorough, 
frequent feedback will continue in several different forms. To offer the best environment to 



                                                                                                                  

 

investigate changes in engagement, purely due to the gamification tools - no methods of 
feedback will be removed, only added. 
 
Aims: 
The aim of this enquiry is to investigate the effect of games-based learning on pupil 
engagement and whether the real-time pupil feedback offered with much of these methods 
would alter future learning and teaching within the classroom. Additionally, it is a means to 
investigate where pupils are in terms of the learning process. 
 
Methodology: 
This professional enquiry was implemented over 5 lessons, covering a three-week period 
with an S1 Art and Design class of mixed ability. The enquiry was conducted remotely, via 
Microsoft Teams. The class, which consists of 17 pupils, were mostly engaging from home, 
with two pupils consistently working from the learning hub in the school building.  
The pupils were provided an online task each lesson as their main source of learning with the 
addition of at least one interactive games-based activity for reinforcement or revision of prior 
learning. The data was gathered through the ‘insights’ function on ‘Microsoft Teams’, reports 
collated by the platform, ‘Kahoot’ and automated spreadsheets created with the use of 
‘Microsoft Forms’. Initial lessons consisted of one form of games-based learning per lesson 
with a gradual increase in interactive activities as the weeks progressed. The pupils were 
enthusiastic and engaged well with the added gamification to their lessons to begin with, 
offering positive feedback in the first instance. Pupils were then offered real time feedback 
when using ‘Forms’, ‘Kahoot’, ‘Quizlet’ and ‘color.method.ac’ and offered more specific, 
personalised feedback with their assignments submitting through ‘Teams’ also. 
 
Findings: 
 
Lesson 1:  
 
Pupils were set two tasks in one lesson, a Microsoft Forms quiz and drawing task. Of 17 
pupils, 6 completed the typical lesson task and 8 completed the quiz. Showing a maximum of 
8 pupils engaged at any one time. With 47% engagement appearing disappointing, it should 
be mentioned that this was also the level of engagement of the lesson preceding the enquiry. 
No change in pupil engagement is noted thus far. Spreadsheet evidencing data below was 
automatically generated by the Microsoft Teams ‘insights’ feature (edited to remove pupil 
names. (see appendix A) 
 
 
Lesson 2: 
 
Spreadsheet collating evidence automatically produced by Microsoft teams can be seen in 
Appendix B, evidencing engagement after the first ‘Kahoot’ challenge being issued to the 
class. According to Microsoft Teams ‘insight’ feature 13 of 17 pupils were verified to have 
engaged with the team page during this lesson. If accurate, this would indicate an increase of 
pupil engagement to 76%. This does not, however, prove the pupil’s participation in the 
Kahoot game. The report issued at the conclusion of the Kahoot challenge reported the 
participation of 45 players, suggesting pupils played with multiple usernames and in fact did 
not follow instruction to use their own names to allow tracking. As a result, this lesson’s data 
is unreliable.   
 



                                                                                                                  

 

 
 
 
Lesson 3: 
 
Given the inaccuracy of the lesson 2 data, delivery of instructions was revised. This lesson’s 
Kahoot challenge was set to span the period of time in which a second S1 class was been 
taught. Classes were therefore encouraged to work as a team, create competition and reveal 
which class on average would perform better. Each class of pupils played at different times, 
remotely. This led pupils to be diligent in entering usernames which would allow them to be 
recognised. Pupil names have been edited for confidentiality, though, 9 of 17 pupils from the 
enquiry class participated, 53%. Discounting the results from lesson 2, this is a moderate 6% 
improvement of pupil engagement. Evidence of Kahoot activity and engagement can be seen 
in appendix C. 
   
 
Lesson 4: 
 
In order to review if the pupils had an improved their engagement using Kahoots, a final 
challenge was set, with the participation of enquiry pupils only. This Kahoot report (seen in 
Appendix D) reports the decline of pupil engagement to 29%, a staggering fall of 24%.  
 
 
Lesson 5: 
 
The final lesson of the enquiry saw the pupil engagement remain at 29%. Three interactive 
tasks were issued to the class – a crossword puzzle, an interactive colour wheel game and a 
quiz via Microsoft forms. Of 17 pupils only 5 pupils returned a completed crossword, 2 
posted their scores of the colour game, and only 1 pupil returned the Microsoft Form quiz. 
This suggests that pupil engagement is not raised by offering multiple gamification resources.  
 
Conclusions: 
 
The introduction of games-based learning did not appear to have a positive effect on pupil 
engagement throughout this enquiry. Despite the initial positive response as a whole, the 
number of pupils engaging lessened as the enquiry progressed. There was, however, two 
pupils who initially did not engage with online lessons at all, prior to the introduction of 
games, that did participate consistently throughout the enquiry process. There were a number 
of variables during this process, thus rendering the findings difficult to rely upon. Pupils were 
affected by external circumstances at the time of this practitioner enquiry being conducted -
such as availability of digital resources and internet access to each individual at the time of 
each, lesson, if ever, and therefore effective noting of engagement via the ‘insights’ data 
analysis function on Microsoft teams cannot be verified. Some pupils have been completing 
their remote learning up to two weeks after the issue date and back-dating. Due to this, true 
results of the benefits of game-based learning on pupil engagement are yet to be concluded. 
 
 
 
 
 



                                                                                                                  

 

Implications for Future Practice: 
 
Although there were not obvious positive changes to pupil engagement as a result of this 
enquiry, it can be said that disengaged pupils can be enticed back to the classroom with 
gamification as seen with two learners. Pupils that were able to engage with learning in real 
time had more consistent engagement than those who appear to have a less structured 
timetable throughout distanced learning. Positive results were seen with the introduction of 
peer rivalry. These findings suggest that game-based learning may then be a tool best used in 
the physical classroom, or perhaps during live lessons.  
 
Similar tools will be employed again to reinforce learning and joyful atmospheres in the 
classroom. The methods and timing in which they are deployed require further research in 
relation to asynchronous digital learning, though truer insights are expected when delivering 
in-person schooling when there is less disparity amongst pupils in gaining access to these 
learning methods. 
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