
The effect of points and 
audio on concentration, 
engagement, enjoyment, 
learning, motivation, and 
classroom dynamics using 

Siri Mykland



The effect of points and audio on concentration , engagement , 
enjoyment , learning , motivation , and classroom dynamics using 
Kahoot!

October 2016

10th European Conference on Game Based Learning

Alf Inge Wang Andreas Lieberoth
NTNU Aarhus University



Research goal

“The purpose of this study was to evaluate the 
effect of use of audio and points in a 
game-based learning platform for teaching new 
material from the point of view of a student in 
the context of a lecture.”



Research questions and metrics

How does the use of audio and points affect the students’ ...

RQ1: ...concentration?

RQ2: ...engagement?

RQ3: ...enjoyment?

RQ4: ...motivation and effort?

RQ5: ...learning outcome?

RQ6: How use of audio and points affect the classroom dynamics?



Experiment: Research Context and Method

Introduction 
to Lecture/ 
Experiment

Questionnaire

Lecture #1 on Software Engineering
Audio and Points

Lecture #2 on Software Engineering
No Audio

Lecture #3 on Software Engineering
No points

Lecture #4 on Software Engineering
No Audio and No Points

Observations



RQ1: Effect on Concentration



RQ2: Effect on Engagement



RQ3: Effect on Enjoyment



RQ4: Effect on Perceived 
Learning



RQ5: Effect on Subjective Motivation and 
Effort



RQ6: Effect on Classroom 
Dynamics
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Conclusion

Based on observations:

● Audio  had the largest impact on 
classroom dynamics

● Best effect from combining audio and 
points


