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Rationale 

The GTCS outlines the importance of the teacher providing effective learning and teaching as 

well as creating imaginative strategies for learning and teaching.  In the current climate of the 

pandemic, this is more important than ever in order to engage pupils in learning and highlights 

the importance of teachers having secure knowledge and understanding of current guidance on 

the use of digital technologies.  One of the principles of game-based learning is that it will 

develop an intrinsic motivation in pupils as playing is by in large voluntary and self-driven 

(Perrotta, C. et.al 2013, pg:i). A study into the impact of game-based learning found that there 

was consistently a positive impact on problem solving skills, broader knowledge acquisition 

motivation and engagement (Perrotta, C. et.al 2013, pg:ii). Overall, despite there being limited 

research into the impacts of game-based learning the literature that has been researched 

suggests that overall game-based learning can improve engagement and motivation (Perrotta, 

C. et.al 2013, pg:ii).  Therefore, this investigation will investigate whether or not the use of 

game-based learning has an impact on pupil engagement in a remote context.   

Aims 

The aim of this enquiry was to investigate whether or not game-based learning increased pupil 

engagement during remote learning. 

Game based learning to be investigated were: 

• The use of Microsoft Form (MS) quizzes integrated into lessons. 

• The use of games integrated into lessons such as Kahoots. 

 

 

 

 



                                                                                                                                              

 

Methodology 

The enquiry was conducted over a four-week period with two S.1 classes. The S.1 classes were 

chosen due to the flexibility afforded by the Broad General Education (BGE) which is not 

offered at senior phase, S4-6.  This allowed for increased creativity in activities as pupils did 

not have assessments in the coming months.   A qualitative approach was utilised when 

collecting data for this enquiry as it allows for an in-depth exploration of a phenomenon. 

Qualitative research refers to the meanings, concepts, definitions, characteristics, metaphors, 

symbols, and descriptions of things.” (Berg, 2007, p.3). Therefore, the three main methods of 

data collections employed were; reflection on the lessons, exit passes as well as participant 

observation. These methods would allow for qualitative data to be obtained that is, data 

concerned with descriptions, which can be observed but cannot be computed.  

Over the four-week research period the class were given written tasks as their main source of 

learning and teaching as well as either MS quizzes or Kahoots included in each of the lessons 

which would help understand how pupils engage in written work compared to game-based 

learning. Qualitive research was obtained through weekly exit passes along with MS quizzes 

at the start of the research and Kahoots were introduced in the final two weeks. Qualitative data 

was generated by reflecting after each lesson which included both written and game-based 

learning by observing pupil engagement and completion of each of the tasks. At the end of the 

fourth week pupils were given an exit pass where they were asked to fill out how they felt about 

the use of game-based learning during remote learning and if they found it to be beneficial to 

their engagement in online lessons. 

 

Findings 

 

MS Quizzes 

MS quizzes proved to be valuable when assessing the difference in engagement as it allowed a 

direct comparison of how many pupils completed the written work compared to the quiz.  

Throughout the research period there was a marked increase in the number of pupils in the S.1 

class who completed the quiz compared to the written work.  On average across the four weeks 

5 more pupils took part in the MS quiz and did not complete the work.  This was consistent 

over the 2 S.1 classes where some pupils decided to do the MS quiz and miss out the main body 

of the lesson.  Notably, the findings highlighted a key piece of evidence, on 4 occasions a pupil 



                                                                                                                                              

 

who had not once engaged in online learning in fact took part in the MS quiz.  This highlights 

that despite not raising engagement for classwork as a whole, including the MS quiz allowed a 

student who had not previously engaged to take part in the learning. 

 

Graph 1 

 

 

The bar graph above clearly highlights that overall MS quizzes impacted engagement to an 

extent as more pupils completed these, however it failed to motivate and engage pupils with 

the main body of the lesson. 

 

Kahoot 

Kahoot quizzes were received well by both classes and it was evident in each case where a 

Kahoot was used this led to increased levels of engagement in classwork. When using Kahoot 

quizzes overall engagement increased on average by 6 pupils per class highlighting that by 

including game-based resources into the lesson correlated with an increase in engagement.  

Where MS quizzes were used it was evident that pupils completed the MS quiz and not the 

classwork therefore not increasing engagement.  However, when Kahoots were used pupil 

engagement in classwork increased by an average of 6 pupils per class. 
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Graph 2 

 

 

The above graph clearly highlights the difference in engagement with classwork when Kahoots 

were used as part of the lesson and where they were not.  There was a marked increase in 

engagement for both classes when Kahoots were utilised. 

 

Observations 

When observing the levels of engagement throughout the research period it became 

increasingly apparent that the levels of pupils handing in written work increased as game-based 

learning resources were integrated into the lessons.  It was apparent that game-based learning 

encouraged pupils to take more responsibility for their learning thus increasing the number of 

pupils becoming independent learners by taking responsibility for their own learning and 

development during the period of online learning.  However, although this was apparent in 

most cases this was not consistent amongst all pupils.  Some pupils decided during this time to 

only complete the MS quizzes and Kahoots and did not upload any work highlighting the need 

for further intervention to encourage engagement amongst these pupils. 
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Exit Passes/Feedback 

 

After the four-week block was over there was feedback form for pupils to fill in regarding their 

opinions on game-based learning strategies and how they felt it impacted their engagement 

during remote learning.   Most pupils in both classes when asked ‘Did you engage more when 

Kahoots and quizzes were integrated in the lessons?’ responded yes. The majority of pupils in 

both classes agrees that the use of game-based learning resources such as Kahoots and MS 

quizzes were beneficial to their learning as it overall increased their engagement in Modern 

Studies. They agreed that they are more engaged when they are not solely asked to complete 

comprehension work.  However, pupils all agreed that they were more engaged when Kahoots 

were included instead of MS quizzes as they believed they were more fun and engaging as 

pupils were able to compete against each other. 

Graph 3 

 

 

The above bar graph underlines that overall, the majority of pupils at the end of the research 

period found that the inclusion of MS quizzes and Kahoots lead the majority of pupils to engage 

more in lessons, with a minority of pupils finding this to have little or no impact on their levels 

of engagement. 
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Conclusions 

Overall, it is evident that pupils not only enjoyed game-based resources but that this 

significantly aided in the learning and teaching process as their engagement increased.  This 

was clear by the evident increase in submitted work from the beginning of the research period 

until the last week.  The MS quiz seemed to have less of an impact on engagement than the 

Kahoot quizzes as pupils believed the Kahoot quizzes to have more of an impact on their 

engagement, however this was only observed over a 4-week time scale.   Finally, it became 

evident that although more pupils engaged with the Kahoots and MS quizzes this did not 

necessarily lead to them engaging with the main body of the lesson.  Therefore, although there 

was an overall engagement amongst pupils this was only to an extent.  This is owing to the fact 

that in a small number of cases pupils who had not previously engaged in online work 

completed the quizzes and Kahoots but did not then complete the lesson which consequently 

dies not increase engagement in these cases.  

 

Implications for future practice 

It is evident that game-based learning overall had to an extent a positive impact on levels of 

engagement for the two S.1 classes.  Therefore, going forward game-based resources will 

continue to be an integral part of my learning and teaching when we return to the classroom as 

it appears to have a positive impact on engagement.  I will continue to use Kahoots as they 

proved to be most effective and instead of MS quizzes which appeared to be less effective, I 

will implement alternative game-based resources in my teaching.  However, it is evident that 

from this enquiry that further research should be conducted into the impact of game-based 

learning.  This is owing to the limited research that has already been done as well as this 

research only being conducted over a 4-week period with a small sample. The findings of this 

enquiry also raise the following questions: To what extent can game-based resources be 

beneficial to increasing engagement and which resources are best suited to achieving higher 

levels of engagement amongst pupils.  Overall, the enquiry supported my development of 

understanding and practicing many of the GTCS standards for full registration.  Both Mills 

(2000) and Stinger (2007) believe that teacher research is mainly about developing the 

professional dispositions of lifelong learning, reflective and mindful teaching, 

and self-transformation.  Having been able to conduct a professional enquiry I am 

increasingly aware of how beneficial this process can be for professional development as 

underlined by the aforementioned authors.  Standard 2.3.2 of the GTCS requires, ‘knowledge 



                                                                                                                                              

 

and understanding of the importance of research and engagement in professional enquiry; know 

how to engage appropriately in the systematic investigation of practice.’ Thus, not only was I 

able to demonstrate I had meet this standard but the process also substantiated the importance 

of this standards. By conducting a Professional Enquiry, I was able to reflect on how best to 

teach my pupils to ensure a positive learning experience and how such a process will be able 

to aid me in my future career. 
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