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Rationale 
This enquiry aims to establish whether we can increase engagement during online learning. 
During this challenging time for everyone in the school community, engagement during the 
first online period mentioned above was well below expectations and, in response to this, 
increasing engagement has been at the forefront of in school training in case online learning 
resumed. One of the key reasons behind this drive was the understanding that pupils have lost 
a significant amount of time in school already and this has impacted their academic and 
social progression (Wong, 2020). The key question underpinning this therefore: How can we 
make sure pupils are online and able to access the work? Not only this, responses from the 
parent council also suggested that they wanted to see an increase in the variety of tasks for 
pupils to keep them on track to avoid falling behind in the following academic. In a wider 
context, one of the outcomes of St Aidan’s School Improvement Plan (SIP) is ‘Improve the 
effectiveness of digital learning for staff and pupils across the school’ by ‘Increased levels of 
pupil engagement with digital learning’. Undertaking this study therefore aims to address 
these issues within the relevant timescale set out in their SIP. 

 
Aims 
The aim of this enquiry was to determine whether using the Kahoot! platform increases pupil 
engagement during online learning. I sought to gain whole class engagement and to assess 
whether this, in turn, leads to an increase of work completion. 
 
Methodology 
This enquiry would take place over a six-week period, inclusive of a two-week baseline data 
collection. This study was focussed on an S3 class as they would be re-selecting option 
choices at the end of the enquiry and hopefully increasing engagement in the subject would 
influence choices. In order to establish a normal engagement baseline, insights was used to 
calculate the percentage of pupils accessing the Microsoft Teams page during the weeks of 
the 18th and 25th January. This would only establish who was online, so also calculated was 
the percentage of pupils who were submitting work via the assignments tab during the same 
two-week period. This allowed to measure a) how many pupils were online and 2) how many 
of those pupils were fully engaging with online learning. From Monday 1st February until 
Friday 26th February the Kahoot! platform quiz was used as part of lessons as 
starters/plenaries depending on where it was most appropriate to gain formative feedback as 



 

recommended by (Bicen H, 2018). This was repeated  data during the February period to 
identify the impact Kahoot! had on pupil engagement and work submission. 
 
Findings 
Pupils Online 
To address the first aim, calculations show that over the duration of the enquiry the number 
of pupils engaging online declined by a minute amount. Over the course of the six-week 
period (including the two baseline weeks) there was not a consistent number of pupils online, 
which can be seen below in Graph 1. 

 
The addition of the trendline helps to see this decline, however, it is the evident that the 
decline in engagement in week six is what causes the decreasing trendline (when week six is 
regarded as an anomaly – it is increasing). This decrease could be attributed to several 
reasons especially as we cannot see what is happening across other subjects or on the other 
side of a computer screen. For example, during week six, pupils may have had a higher 
workload across other subjects and, as we were completing a project, may have concentrated 
on other work set as the project was to a degree to be completed at their own pace. As any 
geographer with data, I wanted to look in closer detail, so I compared the average percentage 
during baseline weeks with the average percentage with Kahoot! – the results are shown in 
the pie charts below.  
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Graph 1 - Percentage of Pupils Online



 

 
 
When looking at the data in isolation from each other, it can be seen that the Kahoot! 
Platform did in fact increase the number of pupils online over the four-weeks Kahoot! was 
implemented. 
 
Completion of Work 
Whilst getting pupils online was one of the main priorities as it allows contact between 
teachers and pupils whilst working remotely, we also needed to see if using Kahoot! 
encouraged pupils to complete work set during lessons. As we were trying to replicate the 
classroom environment, pupils were left questions or tasks to complete in the remaining time 
of the lesson.  

 
From the results in Graph 2 above, it is clear to see there was an overall increase in the 
number of pupils submitting work when Kahoot! was implemented into their lessons. There 
is a significant decline in work submitted during week four, however, due to two in-service 
days that week, pupils had less time to complete the task than they normally would. There 
may have been more factors at play such as motivation or the topic area not appealing to 
many that week, but I believe their three-day working week was likely the cause. It was clear 
that the percentage of pupils completing work is not constant and it does fluctuate across the 
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time period and it should be highlighted at this point that due to a class size of 22 one pupil 
accounts to 7%.  
 
Conclusions  
This study aimed to address weaknesses with pupil engagement from the previous academic 
years online learning. During baseline weeks, engagement was already higher than last year 
which is likely due to the increased number of laptops provided by the council to those 
without the appropriate technology. Not only this, in my opinion pupils were keen to work 
from home during this period as it was straight after the Christmas holidays and pupils were 
keen to extend their time at home.  
 
Furthermore, both pupils and staff were aware of the implementation of online learning ahead 
of time which allowed issues regarding access to be identified unlike last year’s four-day 
warning. Staff have also spent a number of hours in school since August return preparing to 
create, inspire and in-turn deliver effective lessons using Microsoft Teams and other 
platforms. As the study progressed and pupil survey responses were gathered, it was evident 
pupils were becoming frustrated with working online which makes the small increase 
identified more rewarding. Even though pupils were becoming demotivated, they were still 
coming online to participate in these lessons. Our enquiry suggested that the Kahoot! 
platform had a positive impact on pupil engagement – not just getting them online, but 
equally more likely to submit assigned work.  
 
After discussions with pupils that were involved in the study, they have highlighted that 
platforms like Kahoot! help pupils communicate their progress with teachers in a more 
interactive way. Not only this, but as they can challenge their peers it allows friendly 
competition to take place which normally happens in the classroom. Whilst this can often 
lead to shy pupils becoming more anxious, It was found they were more interactive than they 
were in class when face-to-face with their peers.  
 
Implications for Future Practice  
With the uncertainties due to the pandemic, and the potential for this situation to happen in 
the future we must evaluate whether using Kahoot! would be as effective in the long-term. As 
we enter the classroom, Kahoot! can still be used but is more effective as a formative 
assessment strategy (Wang & Tahir, 2020) as classroom teachers would be there monitoring 
engagement with their attendance and behaviour. However, the enquiry showed that pupils 
enjoyed this platform as competitive motivation which, in turn, should boost excitement in 
the classroom environment – and therefore overall engagement. As Kahoot! Was employed 
over a four-week period, it is difficult to suggest whether, should returning to online learningt 
would be effective in the long-term. This is due to the reliance on pupils having the 
motivation to initially log into Microsoft Teams to access materials and we know based on 
attendance statistics across the country, pupils became less engaged as time progressed. In 
my opinion, a variety of platforms is required over short periods of time to provide enough 
variety to maintain momentum for learning. We must therefore spend time sharing best 



 

practice to know and understand the impacts of these platforms in case online learning 
returns.   
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