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Introduction

Paper: The effect of points and audio on concentration, engagement, enjoyment, learning, motivation, and 

classroom dynamics using Kahoot!

- What is game based learning?

- Kahoot!
- Method & Experiment
- Results

Content



Game based learning
Introduction



Kahoot!
Points, Music and Sound



- Staple of game design

- Engagement

Scores
Points, Music and Sound



- Audio and music
- Shift from “lecture mode” to “Game/play” orientation

- Ambience

- Motivating game factors

Music and Sound
Points, Music and Sound

+ =



The Experiment

Course - IT introductory course at NTNU



The Experiment

- Normal

- Without sound

- Without points

- Without sound & points

Variations



The Experiment

Questioner



The Experiment

Observations



The Experiment

The Kruskal-Wallis Test



The Experiment

Research Goals

- How does the use of audio and point affect the students’:

- concentration?
- engagement?
- enjoyment?

- motivation and effort?
- learning outcome?

- How use of audio and points affect the classroom dynamic?



Results

Effect on Concentration

Takeaways:

- Significantly lower concentration with no audio and points where used

- No noticeable difference in concentration while playing using audio and/or point



Results

Effect on Engagement

Takeaways:

- Significant difference whether students felt pulse with/without points

- Points are most important for engagement, but audio also plays a role



Results

Effect on Enjoyment

- Fewer student found the quiz fun when no audio or points where used

Takeaways:



Results

Effect on Perceived Learning

Takeaways:

- No significant different for perceived learning

- Weak tendency that students perceive that they learned more when no points are used,



Results

Effect on Motivation & Effort

Takeaways:

- Motivation for doing well with points and without audio increased as it felt more formal



Results

Effect on Classroom Dynamics

Takeaways:

- Audio had the largest impact on classroom dynamics in 

terms of interaction, response and spirit
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