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ASSESSMENT COMPONENT: Part One – Action Research Project
 
STUDENT NAME: JIBAN BHUSAL
 
STUDENT NUMBER: 2006085
 
Use of Generative AI in Assessment  
(Lecturer to indicate Yes or Not against each element)  
 
	RESEARCH  
	For this assessment, you can use Generative AI to support you in research and data analysis. 
	Yes  ​☐​ 
No   ​☐​ 

	STRUCTURE  
	For this assessment, you can use Generative AI to support you in structuring your submission, including creating a draft argument structure, identifying parts and headings, etc.  
	Yes  ​☐​ 
No   ​☐​ 

	PROOFREADING  
	For this assessment, you can use Generative AI to check your own text/creation for grammatical and syntactical mistakes, including getting suggestions to rephrase your work.  
	Yes  ​☐​ 
No   ​☐​ 

	WRITING  
	For this assessment, you can use Generative AI to create text for submission.  
	Yes  ​☐​ 
No   ​☐​ 

	CREATIVE  
	For this assessment, you can use Generative AI to create creative materials, such as images.  
	Yes  ​☐​ 
No   ​☐​ 

	PROGRAMING  
	For this assessment, you can use Generative AI to create and check code.  
	Yes  ​☐​ 
No   ​☐​ 

	NONE 
	For this assessment, you are not allowed to use any type of Generative AI support. This includes research support, structure support, writing/proofreading support and creative support. 
	☐
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Using scaffolding and Kahoot quizzes teaching strategies to enhance students’ engagement in further education

Introduction
I am a full-time PGCE (PCET) student at the University of Wales Trinity Saint David. I teach level 2 health and social care students in a college in Swansea as part of my placement. Students have enrolled in the health and care level 2 course and want to pursue careers in different areas, such as nursing, social work, learning disability teaching, and midwifery.  Some students were observed to have low confidence in speaking or reluctant to start tasks, disengage, and show little interest in my class. As a further education teacher, I began reflecting on my practice and considering what I can change. How could I make my lessons more interactive? Students were of mixed abilities. The Welsh Government (2023), through early identification and support, enables students to gain knowledge and skills and engage in their learning. I decided to use scaffolding and Kahoot quizzes as teaching strategies in my class. The transition from school to college can be challenging for some students; they might feel anxious and low in confidence, which can affect their engagement in learning in the classroom. It was observed that students needed more support as they were in their foundation stage. It makes sense to use scaffolding strategies in this context, as they align with Vygotsky’s Zone of Proximal Development (ZPD).  Also, interactive lessons such as Kahoot are justifiable in this context to enhance engagement and participation. Health and social care students need to build skills to work with others, in other words, work collaboratively, and develop their communication skills. 
The aim of this action research project is to explore the impact of scaffolding and Kahoot quizzes teaching strategies on students' engagement in the Level 2 health and social care classroom. The cyclic model of action research, comprising plan, implement, observe, and reflect, was used as a research methodology. Applying the concepts of the Zone of Proximal Development and scaffolding grounded in Vygotsky’s Socio-Cultural Theory, the findings from this research project suggested that using scaffolding and Kahoot quiz teaching strategies led to increased student engagement as students were supported by more knowledgeable peers and a teacher, teaching assistant and through interactive lessons using Kahoot quizzes. Students’ knowledge was scaffolded through group work, think-pair-share, quizzes, and question-and-answer sessions, and this was supported by a workbook for each module. And, the tasks were broken in manageable steps. 

Research Questions: 
1. Will using the scaffolding and Kahoot quizzes teaching strategies help enhance students’ engagement in my Level 2 Health and Social Care classroom in the college?
2. What scaffolding teaching strategies will help enhance students’ engagement in my Level 2 Health and Social Care classroom in the college? 


Literature Review
Socio - Cultural Theory and the Zone of Proximal Development
The concept of the Zone of Proximal Development is central to Lev Vygotsky’s Sociocultural Theory (1978), which helps us establish the gap between what the learner can do independently and what they can do with collaboration and guidance. Scaffolding, although not used by Vygotsky, comes from his idea of development and learning (Taber, 2018).  An expert helps someone who is less expert (Wood, Bruner and Ross,1976). As mentioned by Selwin (2017), when the person becomes knowledgeable, the support is then gradually withdrawn until it is no longer needed, a process mentioned by Peter Woods and Jerome Bruner. The role of other people remains vital to select and shape the learning experiences of the individuals and help them to progress to the next level of understanding and knowledge. Parker, (2020, p.309) describes scaffolds as frameworks to provide support to learners’ needs. Those frameworks can include resources such as a handbook, a workbook, questions and quizzes which are developed in advance. As explained by Gregson and Miller (2015, p. 48-49), sociocultural theory comes in two forms: language and understanding are situated in particular social practices and contexts, and experienced participants play the key role in inducting less competent learners by mediating, scaffolding, and extending their knowledge. In the concept of Vygotsky’s scaffolding, knowledge is built up slowly through basic concepts. The teachers need to consider if the students feel comfortable with the new knowledge (Gregson and Miller, 2015). By understanding students’ existing knowledge and providing appropriate assistance from more capable peers, students’ understanding can be extended. Assistance can take many forms, such as explanations or discussions with a more knowledgeable teacher, or debates and discussions among a group of learners, which serve to scaffold students’ understanding within their zone of proximal development. It is like using scaffolding when building the house from the foundations. Once the house is built or completed, the scaffolding is removed. Students’ knowledge is like a building; when they are independent, the support is withdrawn.  
Scaffolding:
The notion of scaffolding has drawn attention in a great deal in educational research for the past few decades, which is connected with the socio-cultural theory of Vygotsky. Scaffolding means providing temporary support to learners to complete tasks in a variety of ways. Vygotsky believes learning first takes place on a social level before an individual level (Van de Pol, Volman and Beishuizen, 2010). As Van Der Stuyf (2002) notes, from Vygotsky's viewpoint, learning does not occur in isolation; it is shaped by social interactions and meaningful context. Scaffolding, which comes from Lev Vygotsky’s sociocultural theory and his concept of the zone of proximal development (ZPD), is gradually removed as the learner’s abilities increase. 
Due to the dynamic nature of scaffolding, the support given by the teacher depends on the situation. Acosta-Gonzaga and Ramirez-Arellano (2022) discuss scaffolding and its relationship to the engagement frameworks – emotional, cognitive, and behavioural. Through scaffolding, students not only expand their skills but are also guided to apply those skills with support in the future. The writer notes that learners fill the gap when they interact socially with peers and instructors, taking into consideration what they already know and what they can achieve with guidance. Interactions with teachers in a supportive classroom enhance students’ engagement and further support learners’ emotional, behavioural, and cognitive development. Lajoie (2005) further supports the idea that the teacher assesses the level of scaffolding needed for students, and that these assessments are dynamic, thereby scaffolds are used on an as-needed basis.  Taber (2018) notes that if teachers plan to scaffold learning, they need to design learning activities and support materials that place students within their ZPD, as there may be constraints on providing one-to-one interactions for learners in the classroom. As mentioned by Zepke and Leach (2010), learners' engagement is shaped around actively learning in groups, relationships with peers, and social skills.   As explained by Ebralidze (2023), learning is an active, social and contextual process. The three main parts of engagement theory are behavioural (participating in discussions, completing tasks), emotional (linked to interests), and cognitive (mental effort). All three elements are interdependent. For example, when students are emotionally engaged, they can make cognitive effort, engage behaviourally, and experience positive emotions. Scaffolded learning is beneficial to the learners. Providing students with opportunities to interact with their peers increases their behavioural, emotional, and cognitive engagement. How students think, feel and behave in the learning process are related to student engagement (Healey, 2025). As reported by Allison (2024), the scaffolding approach ensures that, with gradual support, students become independent and competent and do not fall behind in learning, and that it assesses students' current knowledge. Teachers play an important role in encouraging students to participate and monitor group dynamics. Scaffolding is beneficial for all learners, as it provides a supportive environment to bridge gaps in their understanding and offers a flexible, dynamic approach applicable across different contexts and age groups. Within the zone of proximal development, students can learn skills with assistance, much like constructing a building. After the building is finished, the scaffolding is removed. Similarly, classroom scaffolding is a support structure; once the learner has gained the desired skill, the support is withdrawn. Jerome Bruner (1978) argues that when learners acquire new skills, they need support from teachers or others who know more than themselves. So, scaffolding is a support system to put in place until the skill is achieved, and support is not necessary. Students learn differently and have different learning skills. Some students might learn the skill easily, but others might struggle and feel anxious, knock on their confidence level and motivation. Scaffolding becomes a powerful and flexible tool in this situation (School That Led, 2025).  According to Onyebuchi, et al. (2025), Think-Pair-Share is a student-centred strategy in which students work collaboratively, they think first, discuss with their partner and share with the class. The features of TPS include active student involvement, communication, teamwork and motivation, which also create an enjoyable environment for learners. 

Gamification: Gamification techniques have been used in various educational contexts and subject areas to support learning (Caponetto, Earp and Ott, 2014). According to Huang and Soman (2013), several factors may hinder students’ motivation to learn in traditional learning environments. Application of appropriate gamification techniques can be supportive. Gamification is the addition of game-like elements to non-game settings. Due to boredom or lack of engagement, there is a risk that students will become regularly absent and drop out. In the age of digital technologies, gamification can be used as a useful tactic to encourage certain behaviours among students. Games are powerful learning tools which provide the context for collaboration and creativity, and their use in the classroom has grown (British Council, 2026).   


Kahoot: 
Kahoot is mainly used in primary and secondary schools (Solanki, Khan and Iqbal, 2019), however, they have been applied in various contexts and backgrounds. Kahoot is a popular game platform and makes education fun, engaging and digital (Edwards, 2024). It instantly gives feedback, students can see the wrong answers, and it also helps teachers to find out what area the students need support in. It provides the report immediately. Kahoot can be used mainly for formative assessment but can also be used to check students’ prior knowledge in the subject and for summative assessment. Kahoot has the feature of providing immediate feedback, a kind of reinforcer, a concept of behaviourist theory, which can increase students’ motivation and engagement. Students learn through the use of technology.  Kahoot has been a popular online game in education, including in health (Sharmin and Chow, 2025). As stated by Hazel (2024), Kahoot is not only a quiz platform but also a powerful educational tool that makes learning fun and interactive. Provides a transformation from traditional teaching to an engaging and interactive learning experience. Kahoot uses competitiveness, countdown clocks and music as motivators to engage students. The writers recommend using game-based learning to enhance students’ engagement.  As stated by Baszuk and Health (2020), the learning environment might not always be interactive, engaging and motivating when delivered by a traditional lecturer. As reported by the writer, using Kahoot increased students’ grades. Garza et al. (2023) have also reported similar results of students achieving higher grades on Kahoot exercises. Kahoot provides visual responses, such as correct versus incorrect, and creates an opportunity for the teacher to review the content. Öz and Ordu (2021) suggest integrating Kahoot into the curriculum and report the positive effects on nursing students’ knowledge. Kahoot proved to be an effective tool in formative evaluation.  As described by Plump and LaRosa (2017), Kahoot not only provides an engaging environment but also fosters active participation in class and adds positive energy and fun.  In the literature review conducted by Wang and Tahir (2020), it is noted that Kahoot quizzes can have a positive effect on learning compared to traditional learning and can be used in various contexts, domains, and to improve classroom atmosphere. According to Özdemir (2025), Kahoot had a significant positive effect on academic achievement, retention and motivation; however, its impact on anxiety and students' attitudes towards learning was found to be less effective. 
 

Methodology
The term Action Research originated in the work of Kurt Lewin in 1953 (Atkins and Wallace, 2012). It is about change. Action research, as McAteer (2013) describes, is our reflection on and learning from our practice. It, to a great degree, depends on reflective practice. Epistemologically, it is aligned with the practice of teachers. All models of action research are engrained in the concept of reflection. The purpose of action research is to improve or find a solution to the problem. Action research is a practice-based approach, a reflection on practice, and the desire is to improve, contributing to professional development. It is a type of enquiry in which practitioners investigate and evaluate their work, and it is personal and contextualised, (Mcteer, 2013). Carr and Kemin (1986) describe action research as a self-reflective enquiry that focuses on three areas: improving practice, gaining a new understanding of the practice, and improving the situation in which the practice takes place. The teachers are researchers of their own practice. Where they reflect on and evaluate their own experience, they study themselves in the context of teaching. It informs continuous personal development and improvement.   A key concept of action research is self-reflexivity. 
Action research was used as a methodology in this project. A qualitative method of the action research cycle was used. The diary and observation notes were used to gather the data.  As Spencer (2017) explains, first, the problem was identified, and intervention strategies were designed; those strategies/plans were implemented and observed, and their effects were reflected on.  The total number of students was 31; they studied in two groups, Group A and Group B. There was one male student and 30 female students. The age of the students was 16to 18.  The teaching took place from 16th November to 19th March, 2026. 

Findings and Discussion 
To work in a health and social care setting, students need to develop skills such as teamwork, effective communication, and problem-solving, whether they undertake a placement as part of their course or work. The level 2 health and social care course comprises both theory and practice. They learn theory in the class and go to different settings for placement. It is important that students build confidence in the classroom by being involved in collaborative work, such as group work. 
Scaffolding strategies which are aligned with existing theories – scaffolding and the zone of proximal development, derived from the idea of Vygotsky’s socio-cultural development. Through small and structured collaborative work, such as group work, students build confidence and enhance understanding over time (McDowell, 2024).  Think-pair-share and group-work scaffolding activities, icebreakers, along with a Kahoot quiz at the end of each module, were designed and implemented in the lesson.  Laal and Ghodsi (2012) note that collaboration has been a 21st century trend and is a philosophy of interaction in which individuals are responsible for their actions, such as in learning to respect their peers’ abilities and contributions. When students work collaboratively over time, they become more caring and supportive, which is an important skill for health and social care students to develop. The students came from school to college and had started their level 2 health and social care course. The students were of mixed abilities. While some students had experience in health and social care settings, the majority were new to the subject area. They were unfamiliar with the terminology used in health and social care, and many pieces of legislation. Students found them difficult to comprehend. The tasks were broken down into small and manageable steps, and students' learning was scaffolded through group work activities such as think-pair-share, icebreakers. Students were presented with questions on the lesson topic, case studies, videos, and pictures and were asked to think individually, discuss in pairs and share as a whole group to scaffold their learning.   It was noticed that more knowledgeable than others, with their experience working in health and social care settings, were actively engaged, contributed their ideas and demonstrated confidence. Other less knowledgeable students worked with more knowledgeable in group work, answering the questions in the workbook. Each student was given the opportunity to share their answers and was encouraged. Over the weeks, most students were able to discuss with their peers, they were observed to be actively engaged in group discussions and felt comfortable sharing their ideas and answer the questions in their workbook with little support or independently.  Shy students with ALN still needed support from their more knowledgeable peers and teachers. It was ensured that each learner was encouraged to participate in the group work. The teacher ensured to go around the group and provide support to the struggling learners so that they did not feel left out to complete their work, especially in those situations when it was noticed students were struggling too long while also considering not to provide too much support. Students were given plenty of time to think while engaged in discussions or written tasks, such as workbook activities. The tasks were broken down into small and manageable steps.  It was ensured that each learner was encouraged to participate in the group work. The teacher ensured to go around the group and provide support to the struggling learners so that they did not feel left out to complete their work, especially in those situations when it was noticed students were struggling too long while also considering not to provide too much support. Students were given plenty of time to think while engaged in discussions or written tasks, such as workbook activities. Through the implementation of scaffolding strategies, such as group work, learners were able to complete the tasks/workbook independently, they felt comfortable asking questions, only a few requests for clarification, low anxiety, and students were able to speak out in the class discussion. Students were given the choice of their topic and played the game in groups. While group work scaffolding was beneficial for learners, achieving effective results required students to understand the task or instruction for the group work. In one week, students were given the opportunity to choose a game to play in a group. Ten students took part in the game. It was observed that students were highly engaged. It shows that group work can be effective when students are interested in the topic. They continued to play the game until the period finished.  
The application of a scaffolding strategy observed in a health and social care level 2 classroom enhanced students' engagement in learning. It emerged as crucial to use the scaffolding strategy through which students received guidance from more knowledgeable individuals. Through peer scaffolding, students were enabled to engage with and expand their capabilities in completing tasks that seemed difficult to manage independently. As well as aiding collaborative learning, it supported learners in developing independence and confidence in acquiring knowledge in health and social care. The strategy not only helped students build on their prior knowledge but also helped them create new knowledge. Teachers and more knowledgeable students acted as scaffolders, providing support to less able peers to achieve the intended knowledge and skills. In health and social care, communication and collaborative work play important roles. By introducing these strategies in the classroom, students built confidence to work with others and develop their communication skills. Students were provided support from the teacher, more knowledgeable peers, and a learning support assistant until they were able to complete the task independently.  
It was also observed that students’ engagement improved with the consolidation of the Kahoot quiz in the lesson.  The Kahoot quiz was planned only at the end of each module to provide revision, interactive lessons and formative assessment, for a total of five sessions. It was seen on the first session of Kahoot quiz, all students became quiet as it drew full attention from the students. As reported by Licorish et al. (2018), the quality of students’ learning increased with the use of Kahoot in the classroom. They inform us that using educational games in the classroom improves the quality of teaching and learning by minimising distractions. 
 In the study of Coveney et al. (2022) Kahoot was helpful for formative assessment, and also helpful for the preparation of the practical aspect of the course. As reported by Esail et al. (2019), Kahoot sessions motivated students in medical education and the tool was useful for formative assessment. Students' grades increased with the use of Kahoot. Lashari et al. (2024) mention that effective learning, fun, engagement and motivation were significantly higher in the Kahoot-based group than in the paper-based group. As reported by Shaker, Hurst, and Marshall (2021), Kahoot helped anxious students and made a significant and positive impact on their confidence.  Kahoot quizzes helped reduce students’ anxiety by adding humour and encouraged participation without judgement. However, the challenges were issues with the device, time pressure, hard-to-read questions on the board, and catching up.  As stated by Cameron and Bizo (2019), Kahoot allows students to measure learning in an interactive, engaging and immediate way, and reinforces participation. More students showed interest in participating in the Kahoot quiz when they realised it was similar to their final exam, which included multiple-choice questions; this can be read using below quotes from notes on 5th March 2026:
Three students mentioned they liked the Kahoot type of revision because they are similar to their MCQs exam. Active participation from students.
 While no students objected to using Kahoot in the classroom, it still remained unknown if it was appropriate for all students, including ALN learners. One of the learners mentioned it was too stimulating and that she felt highly competitive, another learner said the timing was too short for her, and one learner could not access it on her phone. One of the learners expressed frustration when she could not get a better score on another day. It was also observed that students lost interest in continuing the game when their choices kept being wrong. This can be seen in the following observation notes from the session on 26th February 2026:
One of the students mentioned she likes Kahoot but does not want to participate because she feels too competitive. Some students lost interest halfway through when their answers kept being wrong, but rejoined after getting the right answer.
Although some students reported feeling highly competitive when playing Kahoot quizzes, overall, the inclusion of quizzes in the lessons enhanced students’ engagement and improved attention in the classroom. Students got immediate feedback from this game. The quizzes were designed to test students’ understanding and to support a fun, interactive learning experience. Another feature of Kahoot quizzes is students’ ability to make quick decisions, which is also beneficial for their cognitive development. Kahoot- based games helped improve students’ engagement.

Conclusions
 This research project concludes that students can learn and build confidence through group and pair work activities planned and implemented in the classroom, as these activities provide opportunities to learn from more knowledgeable peers.  The groupwork and Kahoot quizzes teaching strategies were effective in scaffolding students' learning in this context, thereby improving their engagement. Positive effects in learning from Kahoot were observed; however, further investigation is recommended for students’ perceptions. These findings, which align with the theories and literature, offer practical strategies that other FE educators could use in their classrooms to engage and motivate learners. Through the use of scaffolding, students' engagement in learning increased over time, and they enjoyed collaborative work and were able to complete tasks and answer workbook questions independently. Positive effects in learning from Kahoot were observed; however, further investigation is recommended for students’ perceptions. This action research used secondary data, and the findings are based on my own personal judgments. However, for future research, I would consider collecting primary data, such as questionnaires and interviews, to gather all students' perspectives on using scaffolded learning and the Kahoot quiz in the classroom. Moreover, although these scaffolded techniques worked in my context and age group, it is highly recommended to continue research in this area. Because this research did not collect primary data, it did not investigate whether more knowledgeable students benefited from this strategy. Additionally, the action research took place over a short period of time and was based in one subject area, one classroom, and one institution. As it was conducted by a single teacher, the findings can be biased. Further research is needed to gather the views and perspectives of all students.  
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