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Rationale 
The move to remote learning during the Covid-19 pandemic has brought challenges that we 
face as teachers into the digital environment. Given the spotlight on education in this new 
landscape, it has been a focus for local authorities to track and monitor engagement levels. In 
a standard classroom, engagement is simple to monitor, any educator will be able to identify 
those who are becoming disengaged from the lesson, and intervene. Most teachers would also 
agree that there are multiple reasons as to why the disengagement can happen in the 
classroom, there could be an external influence such as another learner, or it could be 
internal, such as finding the task challenging. These influences on the learner can normally be 
identified within the classroom and can be resolved with the appropriate intervention. 
However, in the current situation, this is not a simple task. Being unable to interact with the 
pupils and identify pupils who may become disengaged from the lesson is an issue that many 
have found remote learning challenging. It is thus crucial, that we explore different teaching 
methods throughout remote learning to understand how we can improve engagement and 
overall attainment. There are theories that games – based learning will improve engagement 
and has been identified as a positive teaching method (Tang, et al. 2009). 
 
Aims 
The aims of the project are to identify ways in which engagement levels, during remote 
learning, can be improved through the implementation of different teaching techniques and 
adapting them to the remote learning setting. If there is a correlation between implementing 
these techniques and an improvement in engagement, then identifying the factor that brought 
about this result is important to understand for further learning opportunities, not only in the 
remote learning environment but upon the return to the classroom setting. By implementing 
Games – based learning opportunities to be completed at home, the pupils will receive real 
time feedback and will also encourage a competitiveness within the class given the points 
based system that is introduced, with the winner being identified at the end of the lesson.  
 
Methodology 
Given the move to remote learning had been in place for a few weeks before the games – 
based learning was implemented, there was an opportunity to record a base – line 
engagement level taken from standard assignments on Microsoft teams. The games – based 
learning platform that was used in the research was Kahoot, this uses a quiz format, giving 
multiple choice questions and a points-based system that depends on not only getting the 
correct answer, but also how quickly the answer is given. This format is quite different from 
the initial baseline that has been used throughout to measure engagement levels. As such, a 
further task was implemented at the start of the project to give a further comparison in 
engagement, that aligns closer to the format of the Kahoot. This was completed using 
Microsoft forms – another quiz format. This gave similar results in the real – time feedback, 
but lacked the question timer, the points system and the results section that are typically 
associated with the games – based genre. This allowed me to compare the results of all 3, 
being able to evaluate the differences in engagement levels within different learning styles. 
The research conducted was with a single first year secondary class of 20 pupils (1.5), 
completing different tasks relating to woodwork. The same class would be given 3 similar 
tasks, using the different methods described above, and the results were recorded. 



                                                                                                                                  

 

 
 
Findings 
The initial findings have found that overall engagement levels in the class that was selected 
(1.5) had started at an average of 20% for the assignments that were set. This assignment was 
a standard task that would normally be completed by the class in school, but had been 
modified for online learning. Those who attempted the task had completed it to a high 
standard. The task gave the pupils information regarding their experience in woodwork that 
they could use to revise, they would then have to use this information to answer questions 
and use critical thinking to select the correct information relating to the question. 
 
The next task which saw the pupils completing the online quiz that gave them real-time 
feedback on their answers and relied on their own knowledge and understanding rather than 
providing them with information such as with the initial task. This quiz had much higher 
engagement levels with 40% of the class participating in the task. This showed a significant 
increase in uptake levels compared to the previous task. The interesting note here is that, 
apart from the real-time feedback provided by the form, and the lack of additional revision 
materials provided, the tasks were very similar. The topics of the tasks and the overall 
question and answer styles were very similar. 
 
The final task that was provided to the pupils was through Kahoot. The pupils are generally 
familiar with Kahoot and understand the general principles of the game. They are to input 
their names and they will receive real – time feedback as well as a score that will be 
compared to their peers. A leaderboard is displayed in real-time so that the pupils can see 
how they are ranked compared to their peers, with a podium finish displaying the top pupils 
and their respective scores. A time limit is also set on the game which reduces the amount of 
time that the pupil must answer the question. The overall engagement levels when introduced 
to the Kahoot was 25% of the class. Initially this seemed to show a negative influence on 
engagement levels, however, other factors had to be considered. 
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Conclusion 
There was an immediate response with the introduction to real-time feedback. The Microsoft 
form showed that the pupils seem to benefit from this. There is also the possibility that 
familiarity with the process, using this format in other subjects, had increased their 
confidence compared to the other task, compared with having to physically write out their 
answers or edit a word document. Having a familiarity with the process and an immediate 
understanding of how to complete the task, may have had an influence on the overall 
engagement levels. Pupils have been shown to engage better with tasks that they are familiar 
with and are confident in completing. The findings seem to show that they were much more 
confident in completing the task. A chance to observe this was to look at how many pupils 
viewed each task and did not complete it. For the initial task, 12 pupils viewed the task and 4 
pupils completed it. This means that 33% of pupils who viewed the task went on to complete 
it. With the second task, using Microsoft forms, 14 pupils viewed the task, and 8 pupils 
completed it. Even though more pupils had viewed the task, with 8 pupils completing the 
task, this meant that 57% of pupils who viewed the task had completed it. Comparing this 
with the 33% observed in the original task, there is clearly a correlation between the change 
in format and the overall engagement levels.  
 
The implementation of the Kahoot task showed that both overall engagement in the task was 
higher than both of the previous tasks. The active participation of those who viewed the task, 
was also much higher. Looking similarly at the engagement within those who viewed the 
assignment, I observed that of those who viewed the task, 100% of them went on to complete 
the task. This highlights a very positive influence that the implementation of the Kahoot had 
on engagement levels. The nature of the Kahoot - requiring access to an external website and 
a limit on the time allocated to complete the task, may have hindered some pupils’ 
participation levels. Throughout remote learning, some pupils may have elected to complete 
work out with their allocated timetable and as such may have missed the opportunity to 
complete the Kahoot given the time constraint applied of 3 days to complete the task. 
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Implications for Further Practice 
The results of this research have highlighted the influence that the format of assessments 
have on engagement. As discussed previously, the overall engagement levels could be seen to 
greatly increase when the format of the task changed. The format of the initial task is that of 
the traditional method, a classic example of question and answer booklets which are used 
prolifically throughout school settings across the globe. With the introduction of real-time 
feedback and a generally universal format that the pupils are familiar with, engagement in the 
remote learning improved. In witnessing this initial improvement, I have understood the 
importance of formatting and can take this into my every day teaching. For example, moving 
forward, using Microsoft forms to implement homework to pupils, could see greater 
engagement levels upon our return to classroom based learning. The introduction of the 
Kahoot, while having a positive impact on engagement in remote learning, typically has 
longer set up times during in class teaching. With this increased time and generally a longer 
period taken to complete the tasks, it may be less practical for everyday use in the classroom 
compared to Microsoft Forms. By understanding that this change has shown to have had an 
influence on the engagement it would be beneficial to introduce this teaching strategy with 
other year groups. I believe that using these forms has shown to have had a positive influence 
on engagement in my own classroom and is something that will be taken forward in my 
teaching career.  
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