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Use of Generative AI in Assessment 


(Lecturer to indicate Yes or No against each element)


	RESEARCH 
	For this assessment, you can use Generative AI to support you in research, including searching for bibliography, using tools to summarise, compare and interrogate materials. 
	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 rephrasing of your own work within specific standards. 
	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. 
	Yes  ☐
 
No   ☒


 








AI Acknowledgement  
I confirm that I have not used any AI tools in the research and creation of this assignment. 
I confirm that I have not presented any AI generated materials as my own work. 
I confirm that I have copies of my drafts, notes, and other resources I used, which I may be asked to provide in evidence.

OR:
Example 1: 
I acknowledge the use of Grammarly (https://www.grammarly.com/)  throughout the assignment timeframe  to check my work using the prompt(s): 
1. Please check the following text for readability, grammar and syntax. 
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The Impact of Creativity and Digital Innovation on Enhancing Teaching and Learning in the Post-Compulsory Classroom



Introduction

In the rapidly advancing digital era, integrating technology into education is essential for fostering innovation and enhancing learning outcomes (Al-Hattami, 2025). Globalisation and digital advancements necessitate educators' digital proficiency and cultural competency to equip students for a globally connected world (Keengwe, 2018). The Digital Wales 2030 initiative seeks to enhance digital skills and infrastructure, ensuring educators and learners are prepared for an increasingly digital landscape (JISC, 2020). This aligns with global efforts to leverage technology-driven education for future challenges.
In post-compulsory education, digital tools transform teaching and learning by fostering creativity, critical thinking, and engagement. They support diverse learning styles and provide interactive experiences (Tang et al., 2022; Meirbekov et al., 2022; Wang and Li, 2024). Creativity is increasingly valued, enabling students to approach problems from multiple perspectives, develop innovative solutions, and adapt to evolving challenges (Simmons and Thompson, 2008; Ovbiagbonhia et al., 2023). Technology enhances this process by offering collaboration, experimentation, and real-time feedback platforms, strengthening students' ability to generate and apply new ideas (Alam and Mohanty, 2023). Additionally, digital tools promote inclusivity by ensuring equitable access to resources and accommodating diverse learning needs and cultural backgrounds (Montgomery, 2018).
Integrating creativity with digital innovation allows educators to create dynamic learning environments that improve academic achievement and prepare students for the workforce (Kharismatunisa, 2023). This approach promotes a flexible learning culture, fostering key 21st-century skills such as problem-solving, critical thinking, and adaptability (Burnard and White, 2008). The Digital Wales 2030 initiative aids this vision by providing access to vital tools and resources (JISC, 2020).
This study examines creativity and digital innovation in post-compulsory education, focusing on Quizizz as a case study. It explores the design and evaluation of interactive teaching tools, demonstrating how gamified assessments enhance engagement, support diverse learning styles, and improve learning outcomes. It will also help me understand, reflect on, and evaluate my experience using Quizizz as a digital tool in post-16 classrooms.

Literature review
The role of creativity and Digital Innovation
Introduction:
In rapidly evolving technological advancements, education systems increasingly leverage digital tools to enhance teaching and learning (Parveen and Ramzan, 2024). Creativity and digital innovation are central to this transformation, especially in the post-compulsory classroom, where the focus shifts towards preparing students for higher education or the workforce (Lent, 2018). This literature review critically examines how technology and pedagogy can complement each other, the ethical considerations in using digital innovation, and the potential applications of emerging technologies. This review aims to comprehensively understand the implications of integrating creativity and digital tools into professional practice by synthesising various perspectives.

Technology and Pedagogy: 
Integrating technology into pedagogy has transformed traditional teaching methods, creating more interactive and student-centred learning environments. The Technological Pedagogical Content Knowledge (TPACK) framework underscores the importance of aligning technology with pedagogical objectives to optimise learning outcomes (Rosenberg & Koehler, 2015; Kharismatunisa, 2023; Yue et al., 2024). Digital tools, when used strategically, support differentiated instruction, flexible learning pathways, and real-time feedback, fostering greater engagement and autonomy among learners.
[bookmark: _Hlk191623730]The flipped classroom model and blended learning exemplify this shift, enabling students to access instructional content outside the classroom and engage in deeper, collaborative learning during contact hours (Vermare, 2023). Research highlights that interactive digital environments, such as Project-Oriented Problem-Based Learning (PoPBL), enhance problem-solving, creativity, and critical thinking in STEM education (AlAli, 2024). However, despite these advantages, technology integration is not inherently effective; its pedagogical impact depends on intentional and reflective application (Lee, 2023; Shankar et al., 2024). Overemphasis on digital tools without a clear instructional purpose may inadvertently undermine essential cognitive skills such as critical reflection and deep learning (Selwyn, 2016).
A key barrier to effective technology integration is the digital literacy gap among educators and learners (Ghavifekr & Rosdy, 2015). Professional development is critical to equipping teachers with the competencies required for meaningful technology use (Lawless & Pellegrino, 2007). Without adequate training, educators risk adopting a superficial approach to digital tools, where technology is incorporated for its novelty rather than to enhance pedagogical effectiveness (Ghavifekr et al., 2016). Similarly, rapid technological advancements may outpace pedagogical strategies, leading to unstructured and ineffective technology implementation (UNESCO, 2023).
The digital divide further exacerbates these challenges, limiting equitable access to educational technology. Providing students with digital tools is insufficient; structured digital literacy initiatives and institutional support are necessary to bridge this gap (Warschauer, 2004). Strategies such as blended learning, after-school technology programs, and cross-platform accessibility can help mitigate these disparities, ensuring that all students benefit from digital learning environments (Basham et al., 2013).
Additionally, while gamification and AI-based tutoring have demonstrated the potential to increase student engagement, concerns persist regarding their long-term impact on deep learning and critical thinking (Gerlich, 2025). Overreliance on AI-generated content and detection tools may shift educators' roles towards enforcement rather than fostering originality (Rudolph, Tan & Tan, 2023, p. 355; McMurtrie, 2023). Rather than rejecting AI outright, educators should implement authentic assessment strategies, such as oral examinations, video reflections, and complex problem-solving tasks, to promote independent thought (Rane et al., 2023).
The transformative power of technology necessitates a strategic and inclusive incorporation into teaching methods. It is crucial to adopt a balanced strategy that highlights teacher training, critical analysis, equitable access, and the ethical use of AI to improve the educational experience.

Theoretical Foundations of Digital Assessment: Connectivism, Social Learning, and Constructivism  

A growing body of research highlights the influence of learning theories on digital assessment pedagogy. Connectivism, Social Learning Theory, and Constructivism shape how learners engage with content, peers, and technology to demonstrate their understanding (Bell, 2011; Score, 2017). Digital assessment methods, such as formative online quizzes, peer-reviewed assignments, and interactive portfolios, align with these theoretical perspectives by emphasising networked learning, collaboration, and knowledge construction.
Connectivism is a modern educational philosophy suited to the digital age, extending Vygotsky’s zone of proximal development (ZPD) beyond traditional boundaries by incorporating learning through social networks and digital technologies (Mattar, 2018, p.201). Connectivist approaches to assessment recognise that knowledge is distributed across networks and that learning involves accessing and applying information from diverse digital sources (Siemens, 2005). Open-book digital exams, real-world problem-solving tasks, discussion forums, and adaptive digital tools encourage learners to synthesise and apply knowledge rather than merely recall information. A study by Oladele, Ndlovu, and Ayanwale (2022) suggests that Computer Adaptive Learning (CAL) enhances classroom experiences by integrating meaningful learning with adaptive assessment strategies, fostering deeper engagement and personalised learning pathways.
Social Learning Theory (Bandura, 1977) supports assessment methods that involve peer collaboration and interaction. Digital tools facilitate this through peer assessments, collaborative group projects, and discussion-based evaluations, fostering knowledge-sharing and co-construction (Deaton, 2015). Platforms such as Padlet, Google Workspace, Microsoft Teams, and Learning Management Systems (LMS) allow for scaffolded discussions and formative feedback loops, reinforcing learning as a socially situated process (Wood, 2021).
Constructivist approaches emphasise active, student-centred learning, where learners construct understanding through experience and reflection (Vygotsky, 1978). Digital assessments such as project-based learning, e-portfolios, and gamified simulations enable students to demonstrate learning in authentic, meaningful ways. Learners actively participate in their progress by engaging with interactive and self-directed assessments, fostering deeper understanding and long-term knowledge retention (Benjamin, 2025). These theories support a shift from traditional, summative assessments towards dynamic, formative, and competency-based assessments, providing a more accurate and holistic representation of student learning while catering to diverse needs and learning styles.
However, despite their advantages, these theories present practical challenges related to equity, validity, and scalability. Connectivism’s reliance on digital literacy and ever-evolving knowledge raises concerns about assessment reliability (Corbett and Spinello, 2020, p.4). Its validity as a learning theory has been debated, with critics arguing that a legitimate theory must clearly define its concepts, predict behaviour, establish boundaries, replace outdated models, and be testable. Meanwhile, Social Learning Theory-based assessments can suffer from inconsistent peer feedback and unequal participation (Moskal, Loke, and Hung, 2016, pp.451:452). Constructivist approaches, though fostering deep learning, often require significant resources and subjective grading, making large-scale implementation difficult (ELM Learning, n.d.).
Effective digital assessment requires a balanced approach that incorporates the strengths of various theories while addressing their limitations with guidance, accessibility, and transparent frameworks.



Ethical Considerations in Digital Innovation 

The reliance on digital tools in education raises critical ethical concerns, particularly regarding data privacy, equitable access, and inclusivity. Vast amounts of student data necessitate stringent security measures to prevent misuse (UWTSD, 2022; Kaddoura and Al Husseiny, 2023; Jain, 2024). Amo Filvá et al. (2021) argue that digital learning tools risk exacerbating biases and undermining student privacy without robust ethical frameworks.
Equitable access remains a pressing issue. Ovbiagbonhia et al. (2023) highlight the persistent digital divide, where socioeconomically disadvantaged students lack reliable internet access (Lembani, 2020). Addressing this disparity is crucial, as the OECD (2012, cited in Parveen and Awan, 2019, p. 186) asserts that "enhancing equity in education leads to improved economic, social, and individual outcomes." Without intervention, digital innovation risks reinforcing existing inequalities rather than reducing them.
Inclusivity in digital tools is also essential. Poorly designed platforms hinder accessibility; as Gilbert (2019, p. 43) states, "If it's annoying, then it's not accessible." McLoughlin and Oliver (2000) emphasise the importance of culturally inclusive tools that reflect diverse learner backgrounds. While offering personalised learning, AI-driven technologies raise concerns about transparency and accountability (Busuioc, 2021). The corporatisation of education further complicates these issues. Williamson and Hogan (2020) warn that partnerships with major ed-tech providers may prioritise commercial interests over pedagogical integrity. Ethical guidelines must safeguard student well-being, as excessive digital engagement can increase stress and reduce social interaction (Chen et al., 2022). A balanced approach is essential, ensuring digital literacy while mitigating risks such as inequality and over-reliance on technology.

Emerging Technologies and Their Future Potential in Education
 
Emerging technologies such as artificial intelligence (AI), virtual reality (VR), and augmented reality (AR) offer transformative potential in education, promising to revolutionise how students engage with content. These tools create immersive environments that can enhance comprehension and engagement (Familoni and Onyebuchi, 2024). For example, VR and AR enable students to explore complex concepts in interactive simulated environments, making abstract ideas more accessible (Olim and Nisi, 2020). Particularly in STEM education, these technologies can visualise scientific phenomena, allowing learners to gain a deeper understanding of complex principles (Wang and Li, 2024).
Despite their potential, emerging technologies present challenges. Rau (2017, p. 719) introduces the concept of a "representation dilemma," where visual tools convey information and serve as frameworks for understanding new concepts. This dual role can complicate learning, especially when virtual or augmented environments are challenging to navigate. In this context, technologies that initially appear intuitive might create additional cognitive burdens for students. However, these technologies could also resolve this issue by offering more interactive and scaffolded learning environments that help students better understand both the representations and the concepts they depict.
AI-based learning tools present additional opportunities for personalised education by adapting to individual learning patterns. These technologies analyse learners' behaviours, providing tailored recommendations and feedback, which allows students to learn at their own pace (Zohuri and Mossavar-Rahmani, 2024). However, the introduction of AI in education also raises concerns. As Simmons and Thompson (2008) cautioned, the novelty of these tools might overshadow their pedagogical value. Educators must critically assess whether these technologies genuinely enhance learning or risk becoming distractions (Burke, 2013). This latter requires educators to ensure that the application of AI aligns with pedagogical goals and contributes to meaningful educational outcomes.
Moreover, integrating emerging technologies in education necessitates significant investment in infrastructure and teacher training. To effectively harness the benefits of tools like AI, VR, and AR, schools must provide teachers with the training and resources to use these tools effectively (Delgado et al., 2015). Without this support, the potential of these technologies may remain unrealised, especially in under-resourced educational settings (Bose, 2004). Professional development must be ongoing and tailored to ensure educators are equipped to use new technologies in their teaching practices.
Other critical considerations are the scalability and sustainability of these technologies. Pilot programs often demonstrate impressive results; however, scaling these initiatives across broader educational systems can be challenging. Cost, technical support, and institutional resistance to change can impede widespread adoption (Niederhause et al., 2018). Institutions should consider a phased implementation approach, starting with small-scale projects and expanding them as they yield positive results. This gradual implementation ensures that technologies are integrated effectively, allowing adjustments based on ongoing impact evaluations. 
Academic practitioners must not only understand emerging educational technologies such as AI, VR, and AR but also integrate them effectively into teaching. While these innovations hold transformative potential, their long-term impact remains uncertain, and their success depends on more than just technological advancements. Quality teaching remains central to effective learning, whether in online, blended, or immersive environments. Effective courses go beyond digital content, focusing on thoughtful learning design, student engagement, collaboration, and interactive strategies. Rather than relying solely on automation, the meaningful use of emerging technologies requires skilled educators who can guide and support students in constructing knowledge while addressing challenges such as cognitive overload, accessibility, and scalability (Fry, Ketteridge, and Marshall, 2014).

Differing Perspectives on Creativity and Digital Innovation

While integrating creativity and digital innovation in education is widely seen as beneficial, there are differing perspectives on prioritising these elements. Some scholars argue that digital tools enhance creativity by offering new avenues for experimentation and collaboration. Ferrari, Cachia, and Punie (2009) and Tang et al. (2022) contend that digital technologies empower students to become active knowledge producers, fostering creativity and innovation. However, others caution against over-reliance on technology, suggesting that creativity is fundamentally a human trait that cannot be fully cultivated through digital means (Novikov and Kiseleva, 2024). Ferrari et al. (2009, pp. 34:35) emphasise balancing technological innovation with traditional pedagogical practices, such as face-to-face interaction and experiential learning. Similarly, Rizkiani et al. (2024) argue that excessive reliance on digital tools can limit opportunities for critical reflection, a key component of the creative process.
Another area of debate is the role of educators in fostering creativity through digital innovation. Kampylis (2010) argues that teachers are crucial in creatively guiding students using digital tools. However, this requires educators to undergo professional development that equips them with the skills to design activities that foster creativity and critical thinking. This shift in emphasis towards innovation and flexibility in teaching methods requires a transformation in educational priorities.
Additionally, cultural and contextual factors shape the relationship between creativity and digital innovation. Educational systems emphasise creativity, with some prioritising technical proficiency while others focus on creative exploration (Acar, Tarakci, and van Knippenberg, 2019). Hayton et al. (2005) argue that culture is a key moderator in shaping individuals' engagement with innovation, influencing how creativity is nurtured in educational contexts. Therefore, educators must consider the local cultural and institutional context when integrating digital tools to foster creativity.
Implications for Professional Practice
The findings from the literature review have significant implications for professional practice in post-compulsory education. First, educators must adopt a balanced approach when integrating technology and creativity. The benefits of digital tools are clear, but their effectiveness depends on how well they align with pedagogical goals. Professional development programs should emphasise the Technological Pedagogical Content Knowledge (TPACK) framework, which helps educators develop the competencies to integrate technology effectively into their teaching (Koehler and Mishra, 2009, p. 66). By focusing on how technology can represent content, support pedagogical strategies, and address learning challenges, the TPACK framework ensures that educators can use technology to enhance learning outcomes.
Professional development should also prepare educators to navigate the complexities of teaching in a technology-rich environment. Educators need technical skills and the ability to critically assess and select technologies that align with their teaching objectives. Additionally, ethical considerations must guide the integration of emerging technologies. Institutions should establish clear guidelines for data privacy, ensuring that students' personal information is handled responsibly. Furthermore, efforts should be made to bridge the digital divide by investing in infrastructure and providing access to underprivileged communities, ensuring that all students can benefit from technological advancements.
Evidence-based practices must drive the integration of emerging technologies. Educators should critically evaluate the pedagogical impact of new tools and prioritise those that demonstrably improve learning outcomes. Collaboration between educators, technologists, and policymakers can help identify best practices and ensure technology use is based on sound educational principles.

Conclusion
This review has examined the role of emerging technologies, creativity, and digital innovation in post-compulsory education. While these technologies offer significant potential, their integration must be carefully planned and supported by professional development, ethical guidelines, and evidence-based practices. Adopting digital tools should be guided by a balanced approach, ensuring they align with pedagogical objectives and foster meaningful learning outcomes. Future efforts should focus on the practical application of these insights, carefully selecting and evaluating teaching tools such as Quizizz to assess their effectiveness in enhancing teaching and learning. This approach will ensure that emerging technologies fulfil their transformative potential in education.



Selection and Justification of Appropriate Teaching Tool

Introduction to Quizizz
in post 16 compulsory education, Quizizz is a widely used e-learning web application that allows educators to create online quizzes, facilitating competitive and interactive learning experiences (Zainuddin et al., 2020; Degirmenci, 2021). It enables students to answer teacher-prepared questions, track their progress, and retake quizzes to reinforce learning (Junior, 2020). This platform promotes active engagement as students use their devices to participate in quizzes, making learning both effective and enjoyable (Sitompul, Sayekti and Saragih, 2024). Quizizz supports self-access learning, where students assess their performance and adapt their learning strategies to match their styles (Smith, 2024). It is particularly popular in language education, fostering greater student participation and reducing teacher workload by allowing educators to use pre-existing quizzes from a shared library. Quizizz features question types like multiple-choice, fill-in-the-blank, and open-ended formats, enabling flexible and diverse assessments. It also enhances educator collaboration by sharing responsibilities and resources (Zhao, 2024). 

Alignment with Learning Theories:

Gamification and Constructivism
Research has shown that incorporating games into education significantly enhances student engagement and fosters a more profound interest in learning (Sitompul, Sayekti, and Saragih, 2024). Gamification transforms traditional assessments into engaging, game-like experiences using elements such as points, badges, and leaderboards. It aims to enhance student motivation, engagement, and learning effectiveness by leveraging game design principles (Pitoyo and Asib, 2020). According to Reece and Walker (2007, p. 130), gaming provides an interactive and engaging learning experience by incorporating competition and cooperation, enabling students to actively engage with their peers or the game itself. It is applicable across various subjects, such as team building, environmental awareness, and health education, and offers benefits like immediate feedback and opportunities for teacher observation. However, games may require custom creation, present management challenges, or not always be taken seriously. Despite these limitations, they offer an enjoyable and effective learning approach that fosters active engagement (Bedrock Learning, 2021; eLearning Industry, 2023).
The gamification features of Quizizz align closely with Constructivist learning theories, which emphasise active participation and meaningful engagement in the learning process. By transforming quizzes into interactive games, Quizizz encourages learners to construct knowledge actively rather than passively absorb information. For example, when learners compete in a Quizizz game, they engage with the material, solve problems, and make decisions, fostering deeper cognitive processing and retention (Munawir and Hasbi, 2021). According to Pesántez-Sigüenza and Naranjo-Andrade (2023, p. 190), Constructivist theories view learning as creating new knowledge connected to prior understanding, which promotes deep comprehension. Constructivism emphasises understanding over memorisation and highlights students' active role in constructing knowledge and taking responsibility for their learning (Fosnot, 2013). Active learning strategies, such as implementing tools like Quizizz or Kahoot, align with this paradigm by encouraging exploration and meaningful engagement. These methods make learning engaging and enjoyable, enabling learners to acquire vocabulary and other knowledge effectively.

Social Features and Social Constructivism
According to Vygotsky's sociocultural theory, learning occurs through social interactions with more knowledgeable others, such as peers and teachers (Vygotsky and Cole,1978).
Social Constructivism posits that learning is a social endeavour enhanced through interaction and collaboration with others. Quizizz's multiplayer mode supports this theory by enabling learners to participate in group quizzes, either in teams or as individuals in a shared environment. This collaborative approach not only builds a sense of community but also allows learners to exchange ideas and learn from one another (Nurfadila, Hajar and Arsyad, 2024; Pate, Donaldson and Carter1, 2024.). Additionally, the platform's ability to integrate with virtual classrooms further facilitates social learning in online or hybrid settings (Raes et al.,2020).
Online Nature and Connectivism
Siemens (2004, cited in Zulkifli, Hisham and Razak, 2022, p. 17) defines Connectivism as a theory that conceptualises information as a dynamic and continuously growing network. It underscores the importance of internet technologies, including wikis, web browsers, and online forums, in fostering innovative learning experiences.
Quizizz's online nature aligns with the principles of Connectivism, highlighting networks and technology's role in modern learning environments. As a web-based tool, Quizizz connects learners and instructors in a seamless digital ecosystem. It allows learners to access quizzes and materials anytime, anywhere, fostering a networked approach to education. This connectivity ensures that learning is not confined to the classroom but rather promotes lifelong and autonomous learning practices. (Tan, Chan and Mohd Said, 2021).

TPACK and SAMR Frameworks
When integrating digital tools like Quizizz into teaching practices, it is essential to carefully plan their use to ensure they align with pedagogical objectives and enhance the learning experience. As Joanne Walsh supports, "The use of technology is not a guarantee of better teaching or learning. Careful consideration and planning are required if digital technologies can be used effectively." (2017, p.28)
Models such as SAMR and TPACK can provide frameworks for understanding technology integration in the classroom.
In terms of TPACK (Technological, Pedagogical, and Content Knowledge), Quizizz integrates technology with sound pedagogical strategies to deliver content in engaging and meaningful ways. It bridges the gap between content delivery and learner engagement by combining subject knowledge with interactive technology, making it an exemplary tool for modern educators (Guntari and Jatmika, 2023; Astariani et al., 2024).
The SAMR (Substitution, Augmentation, Modification, Redefinition) model illustrates Quizizz's potential to transform teaching practices. At the substitution level, Quizizz can replace traditional paper quizzes with digital versions (Puentedura, 2014). At the augmentation level, instant feedback and automated grading enhance the quiz-taking experience (Kurt, 2023). At the modification level, instructors can create adaptive quizzes tailored to learner needs, incorporating multimedia elements like images and videos (Puentedura, 2014). At the redefinition level, Quizizz enables entirely new learning experiences, such as global collaborative quizzes, which were previously inconceivable (Kurt, 2023).

Practical Applications in Professional Practice:

Formative Assessments
Quizizz is highly effective for formative assessments, allowing educators to gauge learner understanding during lessons. For instance, an instructor teaching an English for Speakers of Other Languages (ESOL) class could use Quizizz to test learners' grasp of grammatical structures (Chuquín, Paguay, and Mora, 2020). The platform's real-time analytics enable the instructor to identify areas where learners struggle and adjust their teaching strategies accordingly (Puentedura, 2014).

Self-Paced Learning
The platform's self-paced mode is particularly beneficial for homework and independent study tasks. Self-paced study is fundamental to independent and distance education, granting learners autonomy over time, place, and learning sequence. Foundational theories emphasise its benefits, including freedom, responsibility, and flexibility (Thiessen, 2014, p. 21). However, many online courses do not fully implement this feature despite its theoretical importance. 
Learners can complete quizzes at their own pace, allowing them to revisit challenging concepts and solidify their understanding. For example, in a post-compulsory education setting, learners studying mathematics could use Quizizz to practice solving equations and receive instant feedback on their performance (Corpuz-Sanchez and Pasia, 2023).

Interactive Revision Sessions

Quizizz turns revision sessions into interactive and enjoyable experiences, making it particularly suitable for ESOL settings. By incorporating gamification, learners stay engaged and motivated to review language concepts. For instance, an ESOL instructor could create a Quizizz game focused on irregular verbs, where learners compete to match verbs with their past tense forms accurately and quickly. The competitive element encourages active participation, reinforces learning, and helps learners retain key grammatical structures (Junior, 2020; Maraza-Quispe et al., 2024). This aligns with formative assessment principles emphasized by Knight (2002), who highlights the importance of feedback, dialogue, and student engagement in learning. Quizizz supports this by offering real-time feedback, promoting self- and peer assessment, and allowing teachers to track progress, adjust instruction, and clarify assessment criteria, fostering continuous interaction and reflection in the learning process (Knight, 2002, pp. 150:152).

Accessibility and Inclusivity
Quizizz is designed to be accessible to a wide range of learners, including those with disabilities. The platform's compatibility with screen readers meets diverse accessibility needs (Nurfadila, Hajar and Arsyad, 2024). Additionally, its multilingual support enables instructors to create quizzes in various languages, making it particularly suitable for multilingual and multicultural classrooms (Fadhilawati et al.,2024).

Conclusion
Quizizz is a powerful teaching tool that combines interactive features, pedagogical alignment, and practical versatility. Leveraging gamification, social interaction, and real-time analytics enhances learner engagement and supports effective teaching practices. Its alignment with learning theories such as Constructivism, Social Constructivism, and Connectivism, as well as educational frameworks like TPACK and SAMR, underscores its pedagogical soundness. Quizizz provides educators with a dynamic and inclusive platform to meet diverse learner needs, whether for formative assessments, self-paced learning, or interactive revision sessions.

Application of the Chosen Learning Tool (Quizizz)
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Lesson Plan

	Topic: Using Modal Verbs in Context
	Class: Intermediate ESOL


	Date: 13/02/2025

	Length of lesson: 60 min
	Number of students: 4

	Resources required:
    - PowerPoint slides explaining modal verbs.
    - Quizizz platform (prepared quizzes on modal verbs).
    - Devices for students (e.g., smartphones, tablets, or computers).
    - Whiteboard and markers.



	Aim of Lesson
To help students understand and correctly use modal verbs (e.g., can, could, must, should, may, might) to express possibility, obligation, and permission.




	Learning Outcomes – The Learners Should Be Able To:

    - Identify and correctly use modal verbs in sentences.
    - Apply modal verbs in context to express possibility, obligation, and permission.
    - Engage in collaborative and independent learning using digital tools like Quizizz.





	Previous student knowledge required for the session:	

- Basic understanding of sentence structures.
- Familiarity with common modal verbs through exposure to reading or speaking.




	Anticipated difficulties (if applicable):

    - Navigating the Quizizz platform for the first time.
    - Differentiating between the uses of similar modal verbs (e.g., must vs. should).
    




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

The lesson aligns with the UK Professional Standards Framework (UKPSF) by incorporating digital tools like Quizizz (A1, A2, K2) to enhance engagement and interactivity. Differentiated instruction supports diverse learners (A2, A3, K2), while learner-centred activities promote scaffolding and peer interaction (A2, K2). A strong focus on diversity, equality, and inclusion ensures equitable access to materials (V1, V2, A1), and respectful, tailored support fosters understanding of modal verbs (V1, V2, A2). This approach reflects effective teaching, inclusive practices, and structured learning support.






































Lesson Detail:

	
Stage 
	
Focus
	
Strategy 
	
Time 


	

Introduction









	Activate prior knowledge and set the context






	Discuss existing knowledge of modal verbs, examples on the board.
T: 
Asks students about prior knowledge and provides examples on the board.
S: 
Share examples of sentences using modal verbs and discuss prior knowledge.
	


10 Minutes


	

Development 











	
Explanation of modal verbs and their uses

	
Use a PowerPoint presentation to explain modal verbs with examples; encourage discussion.

T: 
Explains modal verbs with examples and engages students with questions.

S: 
Take notes, ask questions, and participate in discussions.

	


15 Minutes


	
Activity 
	Interactive 
Quizizz session

	Conduct a live Quizizz session to practice modal verbs through gamified exercises.
 T : 
Shares the Quizizz code and facilitates the activity, providing support as needed.

S: 
Join the Quizizz session, answer questions, and engage with the gamified content.

	

20 Minutes

	



Collaborative Discussion

	



Error analysis and discussion

	Review Quizizz results, address common errors, and discuss solutions collaboratively.
T: 
Highlights common mistakes from Quizizz results and facilitates a class discussion.

S: 
Discuss answers, identify errors, and suggest corrections collaboratively.

	

10 Minutes


	Reflection and Homework

	Summarize the lesson and assign homework

	Facilitate student reflections on their learning; assign a self-paced Quizizz task for additional practice.
T: 
Reviews key points from the lesson and assigns a Quizizz homework task.
S: 
Reflect on learning and prepare for independent practice with the assigned task.

	

5 Minutes

	



Plenary/conclusion




	



Consolidate learning and review key points

	Summarize the main ideas covered during the lesson and answer any remaining questions.
T: 
Recaps the key points of the lesson, addresses lingering doubts, and encourages feedback.
S: 
Listen, ask final questions, and provide feedback on the session.

	  

5 Minutes





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

I began the lesson by observing students’ contributions during the discussion of prior knowledge to assess their starting level and confidence with modal verbs. During the development stage, I used ongoing questioning and interaction throughout the PowerPoint presentation to gauge their understanding and clarify any misconceptions. For the activity, Quizizz automatically provided data on accuracy and response times, allowing me to conduct real-time formative assessment. In the collaborative discussion stage, I evaluated students’ ability to identify and correct errors while reviewing Quizizz results, focusing on their reasoning skills and collaborative input. Finally, in the reflection and homework stage, I assessed reflection tasks and self-paced Quizizz homework informally through follow-up activities in the next lesson to ensure the retention and application of knowledge.








	Informal reflection (to be completed after the session)











Evidence of Implementation:
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Figure 1
Step 1: Take the Student Register (Attendance) / Lead with PowerPoint and explanation before transitioning to the Quizizz activity. 





	

[image: A computer screen with a purple and white screen
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Figure 2
Step 2: Access the Confucius Institute at the University of Wales Trinity Saint David (Uwtsd) to access previously created activities (Modal Verbs in English).
[image: ]
Figure 3
Step 3: Access the Quizizz Library to select pre-made activities. Start a Live Quiz in Team Mode and adjust the settings.
[image: ]
Figure 4
Step 4: Generate a Join Code, then have students join via joinmyquiz.com. wait for participants to join the quiz.
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Figure 5/6/7/8
Step 5: Monitor and check all participants have access to the internet and are able to join.
[image: ][image: ]
Figures 6/7/8/9
Begin the quiz, monitor progress in real time, and provide feedback for an engaging assessment.


Figure 7
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Figure 8
[image: A computer screen with colorful text

AI-generated content may be incorrect.]
Figure 9
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Figure 10
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Figure 11
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Figure 12

Figure 13
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Figure 14
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Figure 15
[image: ]
Figure 16
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Figure 17
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Figure 18
 Figures10/ 11/12/13/14/15/18
After completing the quiz, examine the scores, accuracy, and the time spent on each question. Discuss shared errors by going over incorrect responses and clarifying the right answers to enhance understanding. Obtain the comprehensive report from Quizizz to assess student performance, recognise trends, and offer focused feedback. Leverage these findings to modify upcoming lessons, tackle particular learning gaps, and effectively meet individual student needs.





Evaluation and Reflection

Introduction: 

Reflective practice is crucial for professional development in teaching, helping educators assess their experiences, refine methods, and adapt to learners' needs. Hillier (2011) highlights its role in professionalism, as outlined in LLUK and GTC standards, emphasizing continuous improvement. Keeping a learning log supports this process, allowing teachers to track progress and enhance their practice. In this section, I will reflect on my teaching using the digital tool Quizizz, applying Gibbs's reflective model (1988) to evaluate its effectiveness in engaging learners and improving outcomes. While reflection may not provide immediate solutions, it broadens perspectives and fosters adaptability, ensuring educators remain effective and committed to lifelong learning.

1. Description
Within my ESOL class lesson, I incorporated Quizizz as an interactive tool to enhance student engagement in learning modal verbs. The lesson took place at Unity in Diversity Swansea with four intermediate post-16 ESOL students. Despite initial difficulties connecting some learners due to WiFi issues, digital literacy, and access to the tool, the session ran smoothly with my active monitoring and support. The classroom lacked high-tech resources, but I effectively utilised a large TV screen to create a purposeful learning experience. Ultimately, students successfully grasped the learning objectives and demonstrated an improved understanding of modal verbs.
2. Feelings
I felt a mix of excitement and nervousness before implementing Quizizz, as it was my first attempt at using this digital tool in my teaching. The students expressed enthusiasm since many had prior experience using Quizizz in their ESOL college classes. During the lesson, I was cautious about time management to ensure smooth integration of the tool. I became more confident as the session progressed, especially after seeing students actively engaged and enjoying the activity. By the end, I felt proud and motivated to incorporate more digital tools in future lessons.
3. Evaluation
The overall experience with Quizizz was positive. The strengths included engagement through gamification, which kept students motivated; instant feedback, supporting formative assessment and reinforcing learning; and a user-friendly interface, making it accessible for learners. However, some challenges arose, such as limited question types restricting how students could demonstrate their understanding and dependence on stable internet access, which caused initial connectivity issues. Also, some students were digitally illiterate and needed help with scanning and access to the game. Despite these challenges, students remained engaged, and I was pleased to hear their request to use Quizizz in future lessons. Monitoring their active participation and receiving positive feedback further reinforced my confidence in using digital tools for learning.
4. Analysis
The lesson successfully helped students differentiate between modal verbs by comparing the intended and actual outcomes. The tool promoted active engagement, reinforcing students’ understanding through interactive learning. The real-time feedback allowed me to address misconceptions immediately. Moreover, Quizizz facilitated critical thinking by encouraging students to analyse and apply modal verbs in different contexts.
5. Conclusion
This experience highlighted the potential of digital tools in enhancing ESOL teaching. While technical challenges existed, they were manageable with proper preparation and troubleshooting. The success of this activity demonstrated that interactive tools like Quizizz can support diverse learning needs, promote engagement, and improve learner outcomes.

6. Action Plan

	Objectives
	Tasks
	Success Criteria
	Time Frame
	Resources

	Ensure better preparation
	Check internet connectivity beforehand
	Smooth implementation without technical issues
	Before each lesson
	Stable internet, backup plan

	Explore additional digital tools
	Incorporate a variety of tools to diversify question formats
	Increased student engagement and diverse learning experiences
	Ongoing
	Various digital platforms, training materials

	Continue integrating gamified learning
	Align with professional standards by fostering student engagement, critical thinking, and inclusivity
	Positive student feedback and improved learning outcomes
	Throughout the term
	Quizizz, other gamified tools, curriculum guidelines
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