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Rationale  
The rationale behind this enquiry is largely influenced by the compulsory migration to online 
learning due to the current national lockdown during the COVID-19 pandemic.  Being able to 
provide students with stimulating and effective digital lessons is only productive if the 
students are participating in the online learning to begin with.  Lucas, et al (June 2020) report 
that less than half of students in schools in England were submitting work, and generally not 
making the same progress expected in spring 2020 compared to previous years.  Thus, 
boosting engagement is one of the key factors in preparing an adequate online learning 
experience for all learners.  The popular online platform Kahoot! is one of the many 
interactive resources already widely used and enjoyed by teachers and students (Plump and 
LaRosa, Feb 2017), and so incorporating this type of teaching resource into online learning as 
a plausible remedy for non-engagement is logical. 
All practitioners agreed that Kahoot! quizzes have become a staple of lessons over the last 
year, particularly with the younger students.  Including a Kahoot! quiz as part of their online 
lessons gives the opportunity for formative assessment during remote learning, as the 
students are given immediate feedback and their performances are relayed to the teacher.  
The competitive element brings an extra incentive to the lesson, where the students can feel 
accomplished in their learning.  These many sentiments are confirmed by Licorish, S.A. et al 
(2018). 
 
Aims  
The aims of this enquiry were: 

• To explore the effectiveness of using the Kahoot! platform to encourage pupil 
engagement during the period of online learning 

• To compare the change in pupil engagement as a direct result of using Kahoot! in 
daily online lessons, against previous online lessons where the Kahoot! platform was 
not used, 

• To gather information about the effectiveness of using Kahoot! as a tool for learning 
and teaching to influence my future teaching methods and pedagogies.  

 
Methodology  
This enquiry was carried out over a five-week period of remote online learning.  To ensure 
consistency in reporting, it was agreed that each practitioner would choose a class of younger 
students, with the option to involve more than one class.  My own research and reporting 
involved two classes of 29 students each – S2 as the focus group, and S1 as a ‘control’ group 



 

of sorts, whereby the former was given a Kahoot! for every lesson, the latter only 
occasionally. 
Kahoot! quizzes can be created or selected from a premade bank.  They can be edited and 
adapted to suit a topic, difficulty level, and to be adjusted to include differentiation, to allow 
for the needs of all students to be met.  I used the Kahoots! in different ways: 

• Short quizzes for lesson starters 
• Lengthy, comprehensive quizzes serving as the main activity of the lesson 
• Plenary quizzes recapping the lesson or topic 
• Bonus ‘fun’ quizzes on popular topics such as Marvel, Disney, Among Us, as rewards 

 
The Kahoot! was included in the learning intentions each day and the results of each quiz 
posted on to Teams the following week.  At the end of each week, the total number of 
students completing each quiz was recorded, as well as the performance of the students 
individually and as a whole.  Kahoot! offers an in-depth reporting function where this 
information is readily available and presented to the teacher.  The students can also see the 
‘winning podium’ when they complete the quiz themselves.  The ‘Insights’ tab in Microsoft 
Teams has also been used to gather specific engagement figures per lesson and per student. 
At the end of the five-week period a short questionnaire was issued to the students, asking for 
feedback on their perception of the effect of Kahoot! quizzes on their own engagement.  The 
following questions were asked: 

• Do you feel Kahoot quizzes are enjoyable? 
• Why or why not? 
• Do you think Kahoot quizzes enhance your learning? 
• Would you like more Kahoot quizzes in future? 
• Which of these statements applies to you for maths class?  (with options) 
• What would help you engage in online learning for maths more? 

 
Findings  
This enquiry is very specific to the period of online learning and so cannot be compared to in 
class learning, however it is highly likely that this type on online teaching will become an 
integral part of the education of young people in the coming years due to the uncertainty of a 
timeline for returning to ‘normal’ (BBC Teach, online).  Therefore, for comparison, the 
online engagement of the students in the weeks prior to the beginning of the enquiry has been 
used. 
The findings will be reported in two separate categories:  engagement with the lessons via the 
‘Insights’ tab on Teams, and engagement with the Kahoot! quizzes.  The findings are also 
grouped into S1 and S2 students. 
The Teams app is the platform that it used for the delegation of work and communication 
between teacher and student.   

• In the two-week period before the enquiry, the engagement of the students was based 
on whether the student submitted work via Teams. 

• During the five-week period of the enquiry, the engagement was based on a 
combination of both the work submitted, and the completion of the Kahoot!. 



 

The focus group, S2, were engaged during the pre-enquiry stage at an average of fifteen 
submissions each lesson (Fig 1).  The quality varied.  Some students copied down the notes 
from the lesson and submitted this, some students completed a large amount of the worksheet 
with appropriate working. 
The control group, S1, were significantly less engaged during this period, with an average of 
six submissions each lesson, as low as one submission for one of the lessons (Fig 1).  Again, 
the quality of the work was varied. 
 

 

 
 
These numbers were concerning and influenced the enquiry topic significantly.  The Kahoot! 
quizzes were introduced with the practitioners anticipating that the engagement would 
increase.  The data collected shows that the S1 students’ engagement increased gradually 
over the course of the five-week enquiry period, despite having lower uptake on the Kahoot! 
quizzes.   The S2 students on the other hand, displayed the opposite behaviour, with declining 
engagement with lessons, and very little enthusiasm for the Kahoot! quizzes at all (Fig. 2, fig. 
3). 
 

  

 
 



 

  

 
 
At the end of week five the students were then presented with a short questionnaire.  The S1 
and S2 students provided some valuable feedback – on the whole the students enjoy the 
Kahoot! quizzes and want more of them in future (100% of those surveyed stated so).  In 
terms of their own perception of their engagement – that is, did they feel that the use of 
Kahoot! quizzes encouraged them to work each day – 61% of the students stated that they 
thought their engagement had increased (either significantly or slightly), and 39% felt they 
engaged less (slightly or significantly) (Fig.5). 
 

 

 
 

 

 
 



 

 

 
 
Conclusions  
The initial idea to study engagement as an individual stemmed from the hope that it would 
inspire students and emulate the excitement felt during in-class Kahoot! quizzes.  The lack of 
inspiration among the S2 students – the very students whom this enquiry was based on – 
implies a lack of interest in the quiz without the element of competition and environmental 
stimulation.  These students who normally enjoy the Kahoot! quizzes during class time had 
no interest in utilising them as part of their online learning experience.  Fig. 4 shows a 
selection of the feedback received from the S1 and S2 students, with most of these responses 
coming from the S1 students.  The S2 students’ engagement was so poor that they could not 
even return responses to the survey 
S1 students embraced the use of the Kahoot! platform and based upon performance during 
the quizzes, they appear to enjoy the interactive methods of learning and as a result became 
more interested in engaging with the lessons.  The interactive element proves to be the 
biggest factor in the enjoyment of these quizzes, and the students perceive the Kahoot! 
quizzes as a more fun method of learning than simply copying into a jotter.  This is a theory 
that I would like to explore more in my future lessons, in an attempt to break down the 
intimidating reputation of maths currently perceived by young students. 
The daily Kahoot! quiz that was included in the S2 lessons could perhaps have benefitted the 
S1 students more.   
The decline in engagement within the S2 group could be contributed to many factors however 
given the especially low number of students who chose to complete the Kahoot! quizzes, 
despite it being very clear that they were a part of the lesson, suggests that these students 
were not enticed by the interactive element.  The fact that engagement on Teams declined 
during the enquiry period, also suggests that these students required a far more substantial 
method of encouragement than online quizzes.  This could be down to poor mental health, 
barriers to learning including poverty or unstable home lives, etc.  These factors go beyond 
the scope of this enquiry. 
 
Implications for Future Practice  
As with any resource used as a learning aid, positive feedback from the students is crucial in 
determining the viability for future use in teaching pedagogies.  The maths lesson, whilst a 
divisive topic, can and should be interesting and immersive, and the increase in use of digital 
resources is something that should be embraced both online and in class.  The ethos that I try 
to create in my classes is one of inclusion and motivation to achieve, and the incorporation of 
digital and interactive technology complements this effectively, bringing AiFL techniques 



 

and formative assessment into every lesson, and piquing the interest of otherwise disengaged 
pupils.  The younger students in this enquiry benefited from the use of the Kahoot! platform, 
and it has shown the potential for the use of Kahoot! and other such platforms to add a fun 
element to the learning experiences of future students.  In terms of future online learning, 
Kahoot! could be a very useful tool for increasing the engagement of younger students. 
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