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session outline

= Aim:

= To share with colleagues the benefits and challenges of using
Kahoot! during research methods’ tutorials.

= Learning outcomes:

= To identify the benefits and challenges of using Kaho
= To familiarise themselves with this tool



Presenter
Presentation Notes
The aim of this session is to share with colleagues the author’s evaluation and experience of using the SRS, Kahoot, during the delivery of the material for the research methods tutorials to 15 second year hospitality management students during the academic year 2016/17. 

The session will be divided into the following sections: introduction; the reasons for introducing Kahoot in research methods’ tutorials; existing research on benefits of SRS; some theoretical foundations; implementation of Kahoot; student feedback; lessons learnt and tips and hints. 
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Introduction

= Technology expectations are changing

= Kahoot! is a game-based learning
platform

= Kahoot! = SRS

= To reinforce students' knowledge
= To increase their learning efficacy

= To improve classroom atmosphere Q o

SRS: Student Response System



Presenter
Presentation Notes
As technology expectations are changing, in particular among young people, the key aspects of learning, namely listening, seeing and experiencing can be met and expanded upon with the use of Kahoot. 

What is Kahoot: 
Kahoot! is a free game-based learning platform that makes it fun to learn – any subject, in any language, on any device, for all ages!
The exponential growth of digital technologies means that young people enter university with a good amount of technology experience which can be used in a classroom environment for learning and teaching purposes. 

Reasons for incorporating this type of SRS in the classroom setting was to reinforce students’ knowledge of the research methods, to increase their learning efficacy and improve classroom atmosphere. 
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Research methods’ tutorials

s Research Method



Presenter
Presentation Notes
Based on her own teaching experience, the author finds that students often struggle with transitioning from surface to deep knowledge when taking the research methods course. This may be partly due to the abstract nature of the content covered as well as the short delivery of the material in term 2 only. 
The one hour tutorial took place at 2pm on Wednesday afternoon and the use of Kahoot was to also bring some fun and excitement into the classroom to aid better learning experience. 
Research methods content approaches as recipes to be memorised and not as tools to enable them to conduct research themselves in the future. 
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Research methods’ tutorials



Presenter
Presentation Notes
Based on her own teaching experience, the author finds that students often struggle with transitioning from surface to deep knowledge when taking the research methods course. This may be partly due to the abstract nature of the content covered as well as the short delivery of the material in term 2 only. 
The one hour tutorial took place at 2pm on Wednesday afternoon and the use of Kahoot was to also bring some fun and excitement into the classroom to aid better learning experience. 
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Gontext: Existing research

= Benefits of SRS include:

Increased student motivation and
engagement

Easier clarification of misunderstandings
Promotion of active learning

Increased student performance

Better conceptual understanding
Self-assessment of one’s knowledge
Increased reinforcement of key concepts
Improved class engagement

Fun atmosphere

Provide anonymity
Real-life tallying
Presentation of responses

¥

Effective feedback

¥

NSS

2
|

Kahoot!

80 02


Presenter
Presentation Notes
The existing research revealed these as well as other benefits of using SRS including increased student motivation and engagement, easier clarification of misunderstanding, promotion of active learning, increased student performance, better conceptual understanding, instant feedback, possibility of increasing out-of-class study time, self-assessment of one’s knowledge, improved engagement, accountability and exam scores, as well as increased reinforcement of key concepts (cf. Hedgcock and Rouwenhorst, 2014; Draper and Brown 2004; Masikunas, Panayiotidis, and Burke 2007; Rice and Bunz 2006; Boyle and Nicol 2003; Rao and DiCarlo 2000; Crouch and Mazur 2001; Nielsen et al., 2012; Caldwell 2007). 
As opposed to less expensive techniques, such as raising hands, these so called clickers can provide anonymity, real-time tallying and presentation of responses which can improve effectiveness of feedback. The results of the recent National Student Survey (NSS) have revealed that students lack clarity in relation to when and how they received informal feedback.
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Theoretical foundations

Reinforcement of knowledge

Feedback loop



Presenter
Presentation Notes
Behaviourism and cognitive theories, with a focus on the feedback loop, help us to reinforcement and contextualise the appropriateness of using digital technology to consolidate student learning. 
Behaviorism or S-R conditioning theories suggest that learning is a change in observable behavior. Stimuli act upon the learners causing them to respond or increase the probability that they will respond in a certain way. 
Cognitive learning theories suggest learning is a process of gaining or changing insights, expectations, or thought patterns.

Feedback has been identified as a key factor to successful learning in many learning theories (Hedgcock and Rouwenhorst, 2014). 
In the case of the SRS the feedback is instant and there are also opportunities to provide more detailed and specific/ targeted feedback or spent more time on a particular theory/ model/ concept based on students’ answers. 
This means that as teachers we need to be flexible with the content of our tutorials and consider adopting an ad-hoc approach. 
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Implementation of Kahoot

= Key objectives
= 10-question quiz at the start of a tutorial
= Clear instructions given beforehand

= A practice quiz

Qualitative Research Design

by mariagebbels 5 minutes ago
CB2014

[ | ka h o ot. c o m 10 questions @ Private

CATE1156 Market Research

] L
. F ree to s I gn I n MnRKE_T by mariagebbels 2 months ago

TSRS fameshili23

= Create your own or re-use

Marketing Environment

the existing quizzes

CATE1168 Service Quality



Presenter
Presentation Notes
Technology by itself will not make the sessions better. It is critical to know the profile of our students and the objectives for using SRS. 

Short, 10-question Kahoot quizzes were implemented at the start of some tutorials. Clear instructions were given to students on how to use their Internet enabled devises, i.e. mobile phones to provide their answers. Students then practiced completing a quiz, before taking the actual quiz with recorded scores. 
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student feedback

1. Kahoot quizzes made the tutorial more engaging.

Mare Details

5 4 8 4.80 Average Rating
Responses '

. Kahoot quizzes have improved my understanding of the research methods' material.

Iore Details

5 4 4 4.40 Average Rating
Responses ’

3. After completing a Kahoot quiz I felt more confident about my knowledge of the subject.

Maore Details

5 3 8 3.80 Average Rating
Responses ’



Presenter
Presentation Notes
Student were very enthusiastic about taking part in quizzes and particularly liked the leaderboard. Every student participated and was engaged. The overall classroom atmosphere improved, students would ask for further clarification on certain concepts based on providing incorrect answers and the author felt able to offer immediate feedback. 
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student feedback

4. |1 enjoyed Kahoot quizzes during research methods' tutorials

| was more engaged as it /t represents a fun and
had some fun in it than interactive method of
the usual traditional learning and understanding
teaching structure. It's funny, engaging and the information that is
good exercise for our provided.
knowledge.

It was a fun and engaging It made me understand

way to learn a subject the subject better and
which was difficult to get made me more
my head around in the confident on my

knowledge.



Presenter
Presentation Notes
Student were very enthusiastic about taking part in quizzes and particularly liked the leaderboard. Every student participated and was engaged. The overall classroom atmosphere improved, students would ask for further clarification on certain concepts based on providing incorrect answers and the author felt able to offer immediate feedback. 
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student feedback

This method was one of the best ideas
used during the research methods’
tutorials, not just because it made us
"compete” by putting our knowledge, our
understanding and learning skills into the

actual class, but more important because
it made us to be more engaged with this

6. Please leave any other comments or feedback here regarding the
use of Kahoot quizzes during research methods' tutorials.

| enjoyed the use of Kahoot because you
get to realise that you’re not the only
person amongst the class that does not
understand a particular area therefore
you’re not afraid to ask questions as
other colleagues may have the same
problem. It would be great to use
Kahoot in class again.
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Lessons learnt correctly, 1t 't
give you a lot of time

to answer the

1. Ensure SPONTANEITY.

2. Do not OVERUSE it.

3. Make use of INCORRECT responses.

4. Leave time afterwards for QUESTIONS and FEEDBACK.

5. No more than 10 QUESTIONS.

6. Have a PLAN B.

7. Not fully ANONYMOUS.



Presenter
Presentation Notes
To ensure spontaneity Kahoot or any other technology should not be overused so that students do not feel disincentified to attend tutorials. It is critical for the teacher to use the incorrect responses to clarify any possible misunderstandings and to demonstrate and explain that their current knowledge is not adequate. At the same time those who provide correct answers should be praised.

The only answer provided to question 5: 5. I did not enjoy Kahoot quizzes during research methods' tutorials because....
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Tips and hints

= Do not allow technology to let you down.

= Trial it every time you are allocated a different/new

room.
Create a new kahoot

= Have a back up (laptop).

= Be confident. o

= Make use of existing quizzes. 3umble

= Get to know what’s on offer o Q

Dlscussmn



Presenter
Presentation Notes
Practical issues need to be considered such as cost, commitment to using SRS and possible technological problems. Apart from using Kahoot for informal learning practices, this type of SRS is recommended to be used as part of summative assessments and out-of-class exercises. 
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Let’s Kahoot!

[ lelial)
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STUDENTS JOIN WITH A GAME-PIN - NO ACCOUNTS!
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Thank you for your attention!
Any questions?

Dr Maria Gebbels

m.m.gebbels@gre.ac.uk

inNaria Gebbels

CHANGE STARTS HERE ¥ ©@MGebbels
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