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Introduction:
The integration of creativity and digital technology in higher education revolutionises learning paradigms, facilitating innovation and adaptability in students. This synergy exploits the advantages of digital technology, particularly in post-16 classrooms, where it enhances inclusivity, facilitates remote learning, and improves resource accessibility. Accompanying this technological shift are new learning theories and digital pedagogies, emphasising student-centred approaches and active engagement. These theories, such as connectivism, situative learning, and constructionism, are tailored for the digital age, promoting collaboration, personalised learning, and real-world application of knowledge. Moreover, learning design emerges as a crucial aspect, aligning educational objectives with employability skills to meet the demands of the modern job market. Ethical considerations also come to the forefront, as the collection and use of personal data in digital education raise concerns about privacy, security, and responsible technology use. Despite these challenges, the integration of digital innovations in higher education opens avenues for inclusive teaching practices, personalised learning experiences, and diversified resources. Mobile technologies, virtual reality, and open education initiatives further democratise learning, providing equal opportunities for all students. This integration empowers learners with essential skills and a forward-thinking mindset, preparing them for success in a dynamic and technologically driven world. Thus, the relationship between creativity and digital technology in learning not only enriches educational experiences but also enhances students' employability and societal contributions while necessitating a mindful approach to ethical considerations.

The role of creativity and Digital innovation 
In response to the challenges confronting higher education, particularly in meeting the precise demands of employers and the imperative of integrating digital technology into knowledge delivery, new learning theories have emerged. (Rennie & Mason, 2008, p. 18) These theories, which offer unique perspectives on the learning process and corresponding teaching methods, stand in contrast to traditional theories such as behaviourism, cognitivism, and constructivism, which primarily focus on instructional methods known as "instructionism." (Johnson, 2005; Abdaal, 2019)
Current learning theories are undergoing a shift towards student-centred approaches, emphasising the active role of learners in the educational process. These approaches promote activities such as active exploration, collaboration, and the application of knowledge in real-world situations, thereby facilitating the development of creativity skills that are relevant to workforce demands.
Three main epistemological traditions—associative, cognitive, and situative—share similarities with traditional theories but have evolved in response to the rise of digital technology. (Beetham & Sharpe, 2019, p. 17) These traditions build upon the influential works of scholars such as Vygotsky, Piaget, and Papert. Associative learning theory explains complex learning through neural links, where carefully programmed instruction offers small learning steps with immediate feedback. Cognitive learning, associated with Piaget's cognitive development theory (Beetham & Sharpe, 2019, p. 19) explores mental processes related to information processing, often likened to computer functions. (Open, n.d.) This theory has been shaped by insights from cognitive neuroscience. 
Constructionist learning theory, proposed by Papert, posits that humans acquire knowledge by constructing and revising mental models iteratively. (Davis, et al., 1998, p. 19) (Rennie F., 2008) This approach aligns with the wisdom of Sun Tzu, who stated, "Manipulation is the brother of creativity." (Michalko, 2006)
Situative learning theory, rooted in social constructivism, emphasizes the importance of social interactions in the learning process. It draws from Bandura's social learning theory and Vygotsky's emphasis on learning through interaction in communities of practice.   (Beetham & Sharpe, 2019, p. 20) (Kim, 2001) 
Connectivism, a recent addition to learning theories proposed by Siemens, can be seen as a modern version of constructivism tailored for the digital age. (Mattar, 2018) (Rennie F., 2008, p. 19) It emphasises the significance of networks and relationships in the learning process and aligns with student-centred pedagogies that promote active engagement in collaborative and networked activities facilitated by Web 2.0 technologies. (Goldie, 2016)
Participation, collaboration, and networking are central concepts in connectivism and other student-centred approaches, challenging the traditional model of knowledge transmission from teacher to student. These contemporary learning theories, coupled with digital innovation, enrich student-centred pedagogies by promoting collaboration, peer interaction, and the active construction of knowledge within a social context.
Furthermore, integrating creativity into learning theories fosters environments that encourage exploration, experimentation, and risk-taking. Approaches such as project-based learning, inquiry-based learning, and problem-based learning provide opportunities for students to develop and apply creative thinking skills in real-world contexts.
Sfard (1998) warns against “the danger involved in too great a devotion to one particular way of thinking and rejection of all the others” (Beetham & Sharpe, 2019, p. 20). She explored two  learning metaphors - acquisition and participation – to demonstrate how digital technology intersects with these two processes. Acquisition involves gradually accumulating knowledge, while participation emphasises ongoing engagement within a community. Modern teaching theories often incorporate elements of both metaphors, complementing each other to accommodate the complexity of learning process. Digital tools play a dual role supporting independent knowledge accumulation and participatory learning experiences, aligning with diverse learning preferences and advocating for a balanced approach in education.

However, integrating technology into teaching and learning requires more than just placing computers in classrooms; it demands educators' effective harnessing of technology. Bethan and Sharpe say:
“Researchers now widely consider that educational theories and theory-informed frameworks play a key role, not merely in contributing to ‘good pedagogical design’ but also in countering tendencies towards ‘technological determinism’, where the use of tools for learning is driven by the technology rather than by sound pedagogic practice.“ (Beetham & Sharpe, 2019, p. 125)
This necessitates a good understanding of digital pedagogy, guiding teachers on how to incorporate digital tools effectively throughout the entire learning process, from design to assessment.
Digital pedagogy is more than just utilising technology; it represents a methodology fostering lifelong learning and adaptability. It places students at the forefront, offering personalised instruction and effective assessment methods that align with the necessity for versatile skills beyond subject-specific knowledge.
Betham and Sharpe argue that modern pedagogies respond not only to academic necessities of imparting subject-specific knowledge but also to broader societal and governmental demands for equipping learners with skills for lifelong learning and employability. (2019, p. 139)
For instance, the UK Government underscores in "Skills for Jobs: Lifelong learning for opportunity and growth" (UK Gov., 2021)  the significance of post-16 education in bridging skill gaps, enhancing productivity, and supporting career progression. Initiatives such as the Lifetime Skills Guarantee aim to furnish individuals with the skills essential for success in the job market.
The Future Generations Report 2020 (Future Generations, 2020) underscores key aspects related to further and higher education in Wales, accentuating the impact of COVID-19 on education and the necessity for a novel national approach with a focus on online learning. Learners adept in digital-era pedagogies are better equipped to excel in remote work settings and contribute effectively to virtual teams.
The new curriculum for Wales from 2022 (Gov Wales, 2020) is viewed as a pivotal opportunity to reshape Post-16 education, cultivating 'well-rounded citizens' adept at navigating modern challenges. (Brennan, 2016)  The report advocates for a shift towards a more personalised, self-paced post-16 education system, with an emphasis on project- and problem-based content delivery.
Educators are expected to embrace new pedagogies and technologies to better prepare students for forthcoming employment opportunities, with an emphasis on developing graduate attributes crucial for the labour market. While disciplines may vary, there's a shared objective of nurturing transferable skills like logical thinking and effective communication. These approaches prioritise active learning, critical thinking, and problem-solving, all pivotal for success in a rapidly evolving job market.
In this context, teachers should:
1. Facilitate critical thinking and problem-solving, as employers highly value these skills in individuals capable of driving innovation and adapting to workplace challenges.
2. Provide collaborative experiences to enhance teamwork and effective communication.
3. Foster students’ creative expression through multimedia projects and problem-solving simulations to generate fresh ideas and contribute to innovative solutions in employment settings.
Quality teaching and educational experiences are pivotal in equipping students with lifelong learning skills, necessitating well-designed pedagogy. Learning design, a concept emerging in the last decade, bridges the gap between the potential and reality of digital technologies. It encompasses a multifaceted process of course development, entailing strategic planning of teaching methods, activities, and assessments to achieve educational objectives effectively. This approach assists practitioners in making informed design decisions aligned with pedagogical goals, optimising the use of digital technologies. (Beetham & Sharpe, 2019, pp. 49-62)
Learning theories and digital pedagogies directly influence pedagogic design, enabling educators to create engaging and impactful learning experiences. To craft learner-centred experiences, instructional designers now incorporate user research, gather feedback, and tailor designs to match the preferences and behaviours of their target audiences. [REF]
Digital technology offers a plethora of tools to enhance teaching and learning experiences, including applications, software, and programmes accessible via computers, laptops, and mobile phones. This diversity caters to various learning styles, fostering engagement through interactive content such as videos, simulations, and quizzes.
Educational institutions increasingly prioritise producing graduates with attributes like networked citizenship and change-making abilities, necessitating a shift towards technology-driven course design. (Beetham & Sharpe, 2019, p. 135) Achieving a balance between technology and pedagogy is crucial for creating effective learning experiences. Selecting technology aligned with learning objectives and promoting active participation through technology-driven activities foster deeper engagement and higher-order thinking skills.
Frameworks such as SAMR and TPACK aid educators in integrating technology systematically. (Selwyn, 2016, pp. 106-9) SAMR outlines four levels of technology integration, while TPACK emphasises the intersection of technological, pedagogical, and content knowledge for successful integration. SAMR focuses on transformative potential, providing a linear progression, while TPACK underscores interconnected knowledge.
Instructional design has evolved significantly in the digital era, expanding from traditional classroom materials to encompass diverse mediums and technologies. The rise of online learning platforms has amplified the demand for instructional designers proficient in creating engaging online learning experiences, necessitating a broader skillset encompassing learning technologies, design methodologies, and multimedia production.
Creativity plays a central role in effective digital teaching and learning, facilitating the offering of new perspectives and solutions to complex problems. By leveraging methods described by Michael Michalko (Michalko, 2006), educators can harness digital tools to create engaging content and enhance learner comprehension. Gamification (Beetham & Sharpe, 2019, p. 203), active student participation, and design thinking principles contribute to breaking away from traditional methods, fostering creativity and innovation.
Emphasising creativity in digital teaching and learning enhances learner engagement, comprehension, critical thinking, and adaptability—skills vital for success in the 21st century. By leveraging digital tools effectively, educators prepare students to become lifelong learners and creative thinkers capable of navigating the challenges of the digital era.
The use of technology in academia brings about a significant increase in the collection of personal data, leaving a digital footprint that necessitates ethical considerations. Universities now have extensive access to learner data, pedagogical effects, and learning progression through data collection, aiming to refine pedagogy and curriculum design through individual profiling and real-time assessment. However, this process of 'datafication' raises ethical concerns, particularly regarding safeguarding learners' privacy and data security amidst extensive data collection via digital platforms. (Balsamo, 2017, pp. 255-8) Legal frameworks like the UK GDPR (ICO, 2021) shape data collection practices in education.
Other ethical considerations related to personal data include:
1. Equity in Access to Educational Technologies: Educators need to be mindful of unequal access to digital tools among students, particularly those from economically disadvantaged backgrounds. Policies such as "Bring Your Own Device" (BYOD) may exacerbate these inequalities.
2. Ethical Dilemmas in Student Online Behaviour: Issues such as plagiarism, cyberbullying, and privacy breaches pose ethical challenges. Students should be guided to develop ethical understanding and sensitivity in navigating digital spaces.
3. Lack of Teacher Training on Ethical Implications: Teachers may lack the knowledge of ethical implications of using digital technologies in education and may be unprepared to address ethical dilemmas arising from their integration into the classroom.
4. Potential Consequences of Digital Technologisation: Neglecting ethical principles in the development and use of AI and algorithms for decision-making can perpetuate prejudices, social injustices, and further marginalization of already disadvantaged students, exacerbating inequalities in education. (Buchanan, 2019)
Ethical decision-making in the digital realm necessitates an educated society, emphasising the integration of ethics into the curriculum to foster responsible technology usage and critical thinking. Moreover, the integration of digital innovations in higher education underscores the need for explicit consideration of ethical issues related to data privacy, security, and responsible technology use, ensuring inclusivity, global perspectives, and collaboration in digital tool integration.
The integration of digital technology in higher education brings several advantages, notably enhancing inclusivity and diversity (Rennie F., 2008, p. 42), facilitating remote learning, and improving access to resources. Digital pedagogy emerges as a powerful tool in advancing inclusivity and diversity by making education accessible to remote learners and those with disabilities through adaptive online courses. Personalized learning ensures every learner has the opportunity to succeed, breaking down barriers between diverse learners.
Inclusive teaching practices and technologies play a crucial role in catering to the diverse needs of all learners, regardless of background, abilities, or learning styles. Employing digital tools effectively enables educators to create accessible, personalized, collaborative, and creative learning experiences, fostering an inclusive and equitable environment. Differentiated instruction and personalized learning, facilitated by inclusive technologies like VR and AR, offer varied levels of support and challenge to meet individual learner needs. [REF]

Accessible features such as closed captioning and audio descriptions enhance inclusivity, while mobile technologies, particularly mobile phones, contribute significantly by delivering learning designed for diverse contexts. Open education initiatives (OEIs) utilise the affordances of open digital networks to improve educational access, effectiveness, and equality. These initiatives, including open access, MOOCs, open educational resources, and open educational practices, aim to enhance learning and empower learners by providing free and unrestricted access to educational materials and resources. (Beetham & Sharpe, 2019, pp. 149-59)
Goldie's article (2016) explores the potential applications of connectivism in the development of MOOCs, which are online courses open to anyone. MOOCs facilitate learner interaction and collaboration, exemplifying participative web learning technology. Through MOOCs, learners can engage with each other and instructors, fostering collaborative learning experiences in the digital age.
The integration of creativity and contemporary pedagogies in the digital era enriches both the educational experience and students' employability. By equipping learners with essential skills, knowledge, and a forward-thinking mindset, students will be poised to thrive in diverse roles and industries, bolstering their long-term career prospect.


Selection and Justification of appropriate teaching tool
With the new pedagogies emerging in response  to the implementation of digital technology in education, assessment and feedback cannot be left out.  Formative assessment defined by Black and William (1998) as activities that provide information for feedback to modify the process of teaching and improve student learning outcomes, is at the core of effective pedagogy. The subsequent evolution of this definition by Black and Wiliam (2009) emphasises the actual use of evidence to meet students' needs. Broadfoot et al. (1999) identified five factors crucial for improving learning through assessment, including the provision of effective feedback, promoting active student involvement, adjusting teaching methodologies, recognising the impact on motivation and self-esteem, and enabling students to assess themselves. Nicol and Macfarlane (2006) underscore the significance of good feedback practices in both helping students improve their learning and providing valuable information to teachers. Especially online assessment is a prominent tool to address the demand for instant feedback, and the need for a streamlined assessment process. In this part of the assignment, the integration of Vevox quiz in the context of formative assessment, learning theories, frameworks, and models such as SAMR and TPACK will be explored, while emphasising the importance of creativity and feedback in higher education.
Vevox stands out as a live polling and Q&A platform that allows teachers to create, share, and distribute assessments, providing synchronous feedback for students that aligns with the principles of formative assessment. Synchronous formative feedback is crucial for generating measurable performance data and contributing to the process of evaluating students' progress. 
The integration of Vevox quizzes aligns with the SAMR model, progressing through each level:
Substitution: Vevox serves as a direct substitute for traditional quizzes, maintaining the existing assessment structure. There is no significant change in the learning task as the questions and problems are the same as for pen-and-paper tests. 
Augmentation: The inclusion of multimedia, such as video and photo integration, enhances learning by providing a more dynamic and engaging assessment experience. Remote access empowers a distance learning approach, allowing students to access and complete quizzes before or after attending class. 
Modification: Auto-grading features in Vevox quizzes provide immediate feedback, aligning with research emphasizing the importance of feedback being visibly connected to questions for effective learning. Customisation options, such as adjusting question point values and providing written answer feedback, empower educators to share whole-class scoring data, thereby promoting quality feedback and communication.
Redefinition: The 'share' function in Vevox quizzes facilitates collaboration among teachers and students globally, creating shared learning goals and transforming the assessment process. The 'share' function in Vevox facilitates collaboration globally, transforming the assessment process.
The use of Vevox aligns with the Technological Pedagogical Content Knowledge (TPACK) framework, demonstrating the effective integration of technology, pedagogy, and content knowledge. 
Vevox represents a fusion of digital innovation and creativity in education. The incorporation of game elements, such as leader boards, best time, etc. transforms traditional quiz into engaging competition, promoting active participation and reinforcing content retention. The tool's versatility allows educators to design quizzes that are informative and enjoyable, facilitating a competitive and stimulating learning environment.
Advantages of Vevox quizzes include instant feedback, creativity and adaptability. However, effective incorporation requires proper teacher training, and the reliance on internet connectivity may limit accessibility. Teacher’s knowledge of the tested subject is also necessary. Florenthal (2018) examined student perception and satisfaction with poling software and found that anonymity emerged as a significant benefit as it reduces anxiety to answer the questions. The provision of immediate feedback stand out as a major advantage, enabling students to  assess their answers in comparison to peers
Once the digital learning experience has been designed, it must be implemented and tested to make sure that it is effective. One method to achieve this is to get feedback from students on the experience. This will help the eduactor to identify what worked well and what could be improved.
Surveys and feedback forms can be administered to gather student opinions on their learning experiences with the tool. This data will help identify strengths and areas for improvement, refining future implementations. 
This feedback can be used to improve the design and delivery of digital learning experiences. For example, if a poll reveals that learners are struggling with a particular concept, the teacher can adjust the lesson plan to provide more support.
The level of success of implementing new digital tools in the classroom needs to be assessed by collecting satisfaction/usefulness type of feedback from students. Useful app to do so is Microsoft Forms, an online survey creator. It is very simple to use, can be done anonymously and automatically generates reports that can be easily exported to Excel. 
Online anonymous poll created in Microsoft Forms app was used to collect feedback from learners about their learning experience, specifically assess how they perceived benefits, drawbacks, and the level of satisfaction from using Vevox quiz in the chemistry revision session.


Application of the chosen learning tool
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Lesson Plan

	Topic: Periodic Table and Atomic Structure Revision Session
	Class: L4 HNC apprentices


	Date: May 31st, 2023

	Length of lesson: 60 min
	Number of students: 6

	Resources required:
Projector and screen for Vevox quiz display
Vevox quiz with 40 questions prepared
Whiteboard and markers / Smartboard
Copy of periodic table for each student
Mobile phone or laptop computer to access the quiz


	Aim of Lesson
This revision session aims to reinforce the understanding of the periodic table and atomic structure through an interactive Vevox quiz. Students will actively recall and apply knowledge to solidify their understanding of key concepts.



	Learning Outcomes – The Learners Should Be Able To:
Apply previous knowledge to :
· Identify the position of elements on the periodic table based on their atomic number and properties.
· Understand the relationship between the structure of an atom and its position on the periodic table.
· Demonstrate knowledge of atomic structures, including subatomic particles and their charges.


	Previous student knowledge required for the session:	
Students are expected to know and understand the periodic table, atomic number, atomic mass, and the structure of an atom as discussed in the class. They should know terms like protons, neutrons, and electrons, isotopes and be familiar with ‘reading’ the periodic table and writing electron configuration.


	Anticipated difficulties (if applicable):
Some students may struggle with recalling specific details previously learned in class.
Understanding the connection between atomic structure and periodic table placement may be challenging for some as much as the order of occupying shells, subshells and orbitals. 
Time management during the Vevox quiz may be a concern.


	Professional Standards (where are these being met within the session):

1. Commitment to learners, their learning, safety and well-being
a) I will promote positive attitude to learning the topic being optimistic, happy and encouraging during the teaching session. 
b) I will support the learners to achieve their potential by setting tasks that correspond to their abilities (student led activity to recognise missing elements)
2. Value and promote diversity, equality of opportunity and inclusion
a)  I will create an environment in which leaners feel safe to talk and ask questions without being afraid of criticism by encouraging to speak and underlying that ‘there are no stupid questions’ (introduction)
b) I will treat all learners equally and fairly by giving everyone the same opportunity to ask questions and give their answers
c) I will challenge unacceptable behaviour if necessary
3. Demonstrate dignity, courtesy and respect towards others 
a) I will behave professionally during the teaching session and toward all learners
b) I will use appropriate language appropriate for the topic and to the level of participating learners. I will avoid unnecessary jargon. 
4. Plan and deliver effective learning, teaching and assessment
a) I prepare the revision questions to check students’ knowledge and understanding.
b) I will use Vevox quiz to deliver the quiz
c) I will consider the background of participating learners in process of preparing the presentation.
d) I will provide a feedback to the students






Lesson Detail:

	
Stage 
	
Focus
	
Strategy 
	
Time 


	Introduction:
Engage students in the Vevox quiz







Development:
Vevox Quiz





Discussion




Plenary/conclusion
Summarize and reflect
	
Briefly review the structure of the quiz; inform students about number of questions, method of responding, time allocated for each question, etc. 

Interactive revision through the Vevox quiz





Address questions from the quiz and clarify any misconceptions



Recap the key points covered during the session
	
Q&A








Display the questions on the screen and allow students to answer in real time.
In case of wrong answers, provide immediate explanation and clarification of any misconceptions. 


Encourage student-led discussions and provide additional explanations where necessary


Ask students to summarize what they've learned and address any remaining questions
	
5 min








40 min






10 min





5 min




	Assessment Strategies: when and how are they included within the lesson?

Continuous monitoring of student responses during the Vevox quiz.
Participation in the discussion and ability to articulate concepts during the reflection






Evaluation and Reflection
This section includes my reflection on the implementation of the online Vevox quiz in the revision session based on my thoughts and feedback from the students. 
The intended outcomes of this session were to help students to identify their strengths and weaknesses in the subject; learn the material more engagingly; practice answering questions in a timed setting; provide instant feedback on their understanding of the material.
The revision session with Vevox quiz took place on May 31st, 2023 during 60 min lecture. 6 students in OME HNC apprenticeship programme participated in the quiz. On July 13th, 2023 the same group of students was asked to respond to an anonymous survey via Microsoft Forms, regarding their experience with the Vevox quiz.
I deliberately selected Vevox as a tool for the online revision in format of quiz due to its UWTSD-wide use, reputation for reliability and user-friendly interface. The purpose of this quiz was to evaluate students' knowledge of essential topics such as atomic structure and the periodic table, identify areas for additional support, motivating more revision before the final summative assessment, and create a fun and engaging experience. The questions fully aligned with learning objectives of the module and I provided immediate feedback on students' progress.
To facilitate easy access, students were provided with both a link and a QR code to join the quiz on their mobile phones or laptops. I used diverse types of question and mixed them up to meet different learning preferences (at least within the short questions) and maintain student engagement and test their comprehension in various ways. The questions were intentionally kept short and straightforward to ensure a quick response time, and the language used was clear and concise to avoid ambiguity. Originally the questions were timed for 1 minute each with the option to proceed quicker if all answers were provided.
Feedback and explanations for incorrect answers were provided immediately, reinforcing learning and fixing misconceptions promptly. 
Feelings: Students welcomed the quiz enthusiastically. They were excited to participate and compete. However, the fact that questions were timed created a genuine concern for two students with special needs who felt excessive pressure under such circumstances. This observation prompted me to immediate consideration of how to address this issue and ensure an inclusive experience for all students. With their approval I decided not to time the questions. 
With the potential impact on the attention span I had to consider well the length of the quiz and difficulty level of the questions to avoid students’ fatigue, boredom and disengagement. Actual observation of the students’ behaviour during the quiz laid the groundwork for subsequent actions aimed at refining the quiz implementation. 
Evaluation: Upon personal reflection, I identified that some questions were too specific and most of them were too conceptual. In the future, I should diversify the type of questions by introducing application questions, problem-solving questions and questions that require critical thinking but always adjust the level of difficulty to the students abilities and learning outcomes. Increasing the complexity and possibly integrating multiple concepts the quiz would be more interesting, assessing wider range of knowledge and skills. In my opinion  the quiz was too long  for a 60 min session especially when there was no time limit on questions.  Adjustments are necessary to fit the attention span of students.
A critical evaluation of the anonymous survey regarding the perception of the Vevox quiz and comprehensive understanding of students’ perspectives, brought me to the following observations: 
· The test was generally positively received
· Respondents highlighted benefits such as identifying strengths and weaknesses, learning in a more engaging way. This aligns with the intended outcomes, indicating that the quiz was successful in achieving these objectives.
· The difficulty varied, with a majority finding it neutral and one respondent finding it somewhat difficult. This suggests that the quiz's complexity might be subjective and dependent on individual understanding. It also suggested the necessity of adjusting the questions to the level of at least ‘slightly challenging’
· In students opinion there was still time pressure. This emphasises the need to find a balance between excitement and potential stressors, as well as enhancing engagement elements.
· All respondents found the format appropriate, indicating that the chosen question formats effectively assessed their understanding of the material.
· The most common suggestions for future improvements included adding more questions and implementing a compulsory timer. Additionally, one respondent suggested "no text answers," indicating a preference for specific response formats.
Considering the survey results collectively, the Vevox online revision quiz was generally well-received by students. Most found it extremely or somewhat useful, highlighting the quiz's effectiveness in achieving its intended outcomes. 
These insights prompted a re-evaluation of the quiz's effectiveness and highlighted areas for improvement.
Analysis: Amidst the positive aspects, it was evident that there were specific areas that required attention. The positive impact of immediate feedback and explanations on student learning was recognised as positive. On the other hand,  the need for improved quiz difficulty, question variety, and time management became apparent, prompting a deeper analysis of how these elements could be enhanced.
The realisation that questions should align with Bloom's taxonomy to include higher-order thinking skills such as application, problem-solving, and critical thinking would add a layer of complexity to the analysis. Balancing these advanced question types with the students' capabilities and ensuring they remain within an appropriate difficulty range would be a key consideration.
Conclusion: The survey results collectively suggested that, while the Vevox online revision quiz served its intended purpose for many respondents, there were specific areas where enhancements could lead to increased effectiveness. The positive impact on student motivation was notable, showcasing the potential of the quiz as a valuable tool for learning and exam preparation.
Acknowledging that improvements were necessary, the conclusion drawn from the analysis was that the Vevox revision quiz could be further refined to maximise its effectiveness as a learning tool. 
Action Plan: The survey results and reflective analysis lay the foundation for a continuous improvement approach. This action plan outlines specific steps to address the identified areas for enhancement, ensuring that future iterations of the Vevox revision quiz are even more effective in meeting the diverse needs of students.
 Several concrete steps are outlined in the action plan to address the identified areas for improvement: 
Implement a compulsory timer but carefully consider limits to maintain excitement while accommodating the needs of students, particularly those with special requirements.
Adjust question difficulty to align with Bloom's taxonomy, introducing more sophisticated questions that go beyond conceptual understanding. Attempt to incorporate application, problem-solving, and critical thinking elements, but always consider students' capabilities.
I can integrate interactive short videos or images and other multimedia content to enhance engagement and invest more in gamification features provided by Vevox to create a more competitive environment experience. 
Responding to the suggestion to include more questions, expand the number of questions to offer a more comprehensive review of the subject matter. 
Another area for adjustment is time. If again the same quiz were given, I should increase the time limit for the quiz to address concerns about duration. This adjustment aims to provide students with sufficient time to read and answer questions adequately, mitigating potential stressors but in practice, if I change the questions to ones that check analytical and critical thinking I will be able to shorten time. 
Clarify expectations regarding text answers based on the feedback received. If text answers are allowed, I will provide clear instructions on formatting. 
After implementing improvements, I will seek additional feedback from students to gauge the effectiveness of changes. I will use post-quiz survey or open discussions to understand how the adjustments are perceived and identify any further areas for improvement.
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