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 	A Critical Evaluation of the role of digital innovation in Professional Practice

Introduction 
This assignment will critically consider the role of digital innovation in professional practice in the context of Post Compulsory Education Training (PCET) including workforce education and training. 
The first section will consider the ‘Role of Creativity and Digital Innovation.’ This will focus specifically on the use of digital innovation, particularly digital based quizzes, in pedagogy to enhance learner motivation and engagement and assess learning outcomes, giving due attention to the relevance of learning theory. ‘Selection and Justification of appropriate Teaching Tool’ will then explore a chosen tool which is relevant for the teaching session, giving thought to suitability in the context of topic, environment, and learners. ‘Application of the Chosen Learning Tool’ will demonstrate development and use of the tool in action, and finally an ‘Evaluation and Reflection’ on the effectiveness of the learning tool in practice will be undertaken with consideration given to professional development in the use of digital technology for future practice.  
With the use of technology in education significantly increasing over past decades; more recently, with the Covid 19 pandemic, the use of virtual spaces in education have taken a necessary precedent (Wang, Weng and Quek, 2022; Celestino and Noronha, 2021; Guardia et al, 2021). However, Beetham and Sharpe (2020) emphasise that despite the growing use of digital technology, the way students learn has not changed, and pedagogy should lead on how technology is used, not the other way around; with technology used to enhance learning (Swanzen, 2018, Hollaway and Guthro, 2020). This viewpoint will be explored further during this assignment.
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The Role of Creativity and Digital innovation
This section will provide an overview of literature which considers the use of digital based quizzes to enhance student motivation, engagement, and assess learning outcomes in PCET with further thought given to work-based training. Any identified gaps in research will be outlined and consideration given to its implication for professional practice. 
Assessment is an essential part of measuring students’ learning in higher education (Race, 2020). Race and Pickford (2007 p.77) state ‘most learners are driven by assessment.’ They suggest students are motivated if they know they will be marked on their work. Furthermore, they propose assessment should be linked to learning outcomes. Wang, Weng and Quek (2022) state that assessment encourages students to take their learning more seriously. Reece and Walker (2007) and Ollin, Thompson and Tummins (2019) explain assessments are used to measure student learning and to consider how much students know about a subject, whether prior to the teaching (formative) or at the end (summative). 
According to Ryan and Deci (2000), extrinsic motivation is manifested by external factors such as rewards which can be linked to assessment grades or positive feedback. Factors that trigger intrinsic motivation are ‘challenge, curiosity, control and fantasy’ (Gopalan et al, 2017 p. 2). Reece and Walker (2007 p.97) state the models of learning that link to types of motivation include ‘Behaviourist model: Extrinsic motivation (goals prescribed)’ which is connected to theorists such as Thorndike, Skinner and Gagne. Intrinsic motivation is more in line with Cognitivist model of learning such as theories proposed by Piaget, Bruner and Ausubel noting ‘subject matter and stage of development determines goals.’ The Humanist model of learning, which is linked to the thinking of theorists such as Rogers, Maslow, Dewey and Neill, also suggest that individuals are intrinsically motivated as ‘individual sets own goals’ (Reece and Walker, 2007 p.97). According to Fleming (1992), individuals have different learning dimensions including Visual, auditory, read/write and Kinasthetic, and according to Race (2020), educators should aim to meet each of these dimensions in lessons. Raes et al (2020) proposes that the use of quizzes in teaching is positively related to student motivation. 
Oh and Hwang (2022) state quizzes are most often used as a form of formative assessment as it enhances motivation, provides immediate feedback and highlights to the learner deficits in their knowledge, thus encouraging more self-directed learning (Knowles, 1984; Serrano et al, 2019). Oh and Hwang’s (2022) study in to 217 first year medical students in Kosin Medical college, South Korea aimed to determine whether using a quiz for formative assessment to identify areas of further learning had an impact on successful learning outcomes which would be monitored by use of a quiz for summative assessment. Their findings highlighted that those who used a quiz for formative assessment met the learning outcomes better in the summative quiz. Motivation derived from the identification of knowledge gaps and therefore led to self-directed learning (Knowles, et al 2020; Ryan and Deci, 2000). Although the outcome of their study was largely in favour of the use of quiz to effectively assess learning, it did not particularly highlight views of students regarding enjoyment levels of the use of quizzes during the session. In contrast to Oh and Hwang (2022), Kirzner, Alter and Hughes (2021) focussed on levels of student enjoyment and engagement as well as effectiveness of learning outcomes during their study in to the use of digital quiz with the tool Kahoot as an exit ticket at the end of each research class during a semester. Their study consisted of seventy-one social work students (aged between 18-60) in a university in the United States. Their aim was to consider whether gamification and digital quizzes were effective in cementing student learning and increasing motivation and retention. Although their paper addresses a research gap by considering Kahoot as an exit ticket in a student social work research class, the demographic is quite specific and niche therefore cannot automatically be applied to different student groups. Nevertheless, their findings are predominately in favour of the use of Kahoot/interactive quiz for assessment as it increased engagement, enjoyment and motivation noting that students felt it was fun and helped with the learning of the session. Likewise, Cameron and Bizo (2019) completed a study in to the effectiveness of Kahoot with Animal Science students. Their research considered seventy-two students in a New Zealand university, and the research method was a qualitative 20 question survey. The findings indicated students found it a fun, enjoyable and competitive way to end a class. They note the use of Kahoot creates ‘an interaction between intrinsic motivation and extrinsic motivation’ (p.2) and students found it more engaging, motivating and fun than paper-based quizzes. Furthermore, they note that from the perspective of the teacher, this type of tool will show how quickly learners answer a question, therefore highlighting any identified areas for further development. Cameron and Bizo (2019) like Gopalan (2017) suggest ‘Challenge, control, immersion, interest and purpose of the game’ are significant aspects when promoting learner engagement and they suggest using Kahoot promotes these elements (Cameron and Bizo, 2019 p.3). 
Despite the positive studies in to the use of Kahoot in PCET, an alternative tool for a digital based quiz is Mentimeter. Tarazi and Ortega Martin (2023) note student engagement can be challenging in an online synchronous classroom and following a review of different studies in to the use of the digital tool Mentimeter, they found most students involved in the studies became engaged in the learning as it increased motivation due to the enjoyable aspect. These findings were shared by Madiseh, Al Abri and Sobhanifar (2022), and although their paper has not been widely cited, or peer reviewed, they raise similar points by concluding in their review of research in to the use of Mentimeter, the tool enhanced student motivation, promoted engagement, and the immediate feedback was a positive factor for students (Serrano et al, 2019).  Iona (2018 p.153) reviewed that Mentimeter appears more ‘grown up’ than counterparts such as Kahoot and could be more beneficial for older learners. 
Despite the differing focus of their respective studies, the combined findings of the aforementioned authors note using a digital quiz in a post compulsory setting increases motivation, engagement, is an effective form of assessment and contributes to a fun classroom environment. 
Somewhat contrastingly, however, Wang, Weng and Quek (2022) completed a study in to learner engagement in Synchronised Online Learning (SOL) with of 55 learners across 4 classes and the age of the learners ranging from 17-20 years old in Singapore. Their overall conclusion was the main factors to increase engagement with online learning is the teacher, the content and the learner; technology and the classroom environment is not as significant which reinforces the aforesaid views of Swanzen (2018), Hollaway and Guthro (2020) and Beetham and Sharpe (2020). However, they do also state that learning content does help satisfy learner needs and goals, and e-assessment can motivate and engage learners. Furthermore, they also found feedback, polls and quizzes were engaging. Despite overall positive findings regarding the use of quizzes to enhance motivation, engagement and assess learning outcomes, The Collegion (2023) proposes some disadvantages of using quizzes with students including it can increase stress and anxiety for learners and note some students may guess the answers, which may mean they have not fully grasped the topic.  Reece and Walker (2007) and Fowdar (2011) also note disadvantages of digital game-based quizzes include technology not working, and nondetailed feedback.
Some limitations to the research considered thus far in this literature review include that the focus has predominately been on students who are studying in Higher Education Institutes and does not delve deeper in to multi-generational student factors.
Urick (2016) considers the need for educators and trainers to integrate technology in to the work-based learning environment and this should include a consideration of the different learning needs of multi-generations as the workforce consists of multi-generational learners who attend training. His view is that game-based learning should be used in workforce training as it increases fun, however, he found in his study that the younger generations were more used to technology in training compared to the older generation who were not ‘computer savvy’ (Urik 2016 p. 56).  Lowell and Morris (2019) state that educators and trainers need to adjust their approach to consider multi-generational learners and their varying needs. Staddon (2020) also highlights the need for educators to design lessons and activities that all learners can access, and it is important to consider the learning needs of all students. However, Staddon (2020) also established in her study that no difference in attitudes were found towards use of technology of mature students compared to younger students. She notes that once mature learners realise the value of technology, it increases motivation, which links with Knowles’ (1984) theory of Andragogy, that learners need to know why they are doing something and its application to their lives. Surana (2018) agrees that using interactive digital quizzes in workforce development will create a fun and competitive environment between colleagues. He notes that employees ‘typically forget 80% of new information within 30 days’ and suggests that online quizzes will help learners retain information. However, this recommendation is not based on specific research, rather a business suggestion and therefore lacks credibility. Furthermore, it is based on e-learning rather than in class face-to face learning. Arguably though, the points made are reinforced by the Ebbinghaus Forgetting Curve (Ebbinghaus, 1885) which suggests the individual’s biggest forgetting curve is immediately after something is first learned. Therefore, revisiting the information at the end of the session will assist with retaining information (Race, 2020). 
Limitations of this literature review include a lack of consideration of research in to digital exclusion for varying reasons such as digital poverty (Digital Poverty Alliance, 2021), lack of confidence in using technology or the impact of digital technology and quiz-based learning on students with additional learning needs. Additionally, research was considered from different areas across the world. It would be useful for further research to be undertaken considering the benefits of using digital quizzes in a face-to-face workforce training session, particularly in Wales; especially when considering the Office of National Statistics (ONS, 2019) state ‘In 2018, Wales had the lowest proportion of people with all five basic digital skills (66%) and the highest proportion of those with zero basic digital skills (19%).’ ONS (2019) suggest individuals who are not fully engaged with the ‘digital world are at risk of being left behind’ which leads to inequality and a ‘digital divide.’ The Digital Strategy for Wales (Welsh Government, 2021) aims to reduce digital exclusion in Wales with specific missions including to ‘Equip people with the motivation, access, skills and confidence to engage with an increasingly digital world, based on their needs’ (Mission 2, Welsh Government, 2021). Nevertheless, educators and trainers would benefit from being mindful of potential limitations to the use of digital technology in post compulsory education and training including workforce training and development. 
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Selection and Justification of appropriate Teaching Tool
Based on the above general conclusion that the use of interactive quiz-based activities enhances motivation and engagement in learners and acts as an effective assessment tool in a PCET setting, I have decided to devise a quiz utilising the tool Mentimeter. This will be for a session on ‘Reflective Practice’ with social workers aged between 25-55 years old undertaking their first year in practice (K2, K4, UK Professional Standards Framework- UKPSF hereafter, 2011). 
The Mentimeter quiz will be utilised as a ‘short cycle’ summative assessment as it will take place within one session rather than over a series of lessons (Dylan Wiliam Centre, 2017). The aim of using this tool for assessment will be to enhance the learning experience of the attendees (Ollin, Thompson and Tummins, 2019). Furthermore, as a formative assessment of learner’s initial knowledge on the subject, I will set up a slide with a Mentimeter word cloud to use at the beginning of the session to gauge the initial knowledge of the learners on reflective practice. Learners will be able to scan a QR code or access the website on the instruction page and input words to describe their thoughts on reflective practice in the workplace. Iona (2018) notes Mentimeter is a digital tool whereby users can create interactive content such as presentations. Learners can use mobile phones to connect to the programme in order to take part. However, if they do not have mobile phones, they are able to access the programme via the website. An additional advantage to Mentimeter according to Vallely and Gibson (2018) is that students found it easy to use as well as being an effective assessment tool. Anonymous responses which allow for a safe, non-judgemental environment, offer a setting for individuals to comfortably move along Maslow’s hierarchy of needs (Maslow, 1943). However, anonymity can also act as a disadvantage, according to Vallely and Gibson (2018) as it is not possible to see who has replied to a question, it is difficult to identify learner needs from this assessment tool alone. Also, they suggest as submitted answers cannot be edited, some students may feel self-aware or frustrated if they make mistake. 
When considering the benefit of the use of this tool for assessment in my session, I reviewed the TPACK model (Mishra and Koehler, 2006). Regarding the Technological Content Knowledge, I have designed a PowerPoint presentation for the session and the interactive quiz at the end of the session will be used to review and assess the retention and learning. I have Content Knowledge of the subject area; however, it is a subject these learners may not consider significant in day-to-day work therefore the use of the word cloud slide will enable me to assess their initial knowledge and compare with results of the quiz to review learning outcomes. Therefore, the aim will be to promote deeper learning which is engaging and fun (Reece and Walker, 2007). Greener (2018) notes the use of digital technology to provide feedback on learning and achievement can help increase learner engagement (Pedagogical knowledge). Furthermore, as part of my job-role I have free access to a Mentimeter account which will enable me to explore the tool without restrictions. I have previously developed a quiz in a separate setting using this programme and it was positively received as a fun, engaging summative assessment. I have considered whether the interactive elements of the session will be a distraction for the learners, or whether it will complement the pedagogy (Beetham and Sharpe, 2020) and I feel it will be a positive addition. Duja (2017 p.103) states technology should be used as a ‘medium for instruction’ rather than the main focus of a lesson or a distraction, and the use of technology in class is purposeful as it mirrors the current societal climate where use of technology is commonplace (V4, UKPSF, 2011).
Before I was aware of Mentimeter as a tool for an interactive quiz, I would have used a quiz in my teaching sessions but it would have been PowerPoint slides which detailed the questions. When considering the SAMR model (Puentdura, 2006), I can identify that a Mentimeter quiz for me would be A- Augmentation as although it is a direct substitution for a PowerPoint slide, the interactive and competitive element of a Mentimeter quiz with emojis and immediate feedback allows students to monitor their progress and exposes the student’s competitive nature which enhances motivation and enjoyment (Knowles, 2020; Gopalan, 2017)
The aim of the session is to support learners to remember the content of the session, have an understanding on what was discussed and to apply the learning in practice (Bloom’s Taxonomy of Needs, 1956). A quiz will allow me to assess their skills in remembering and understanding the topic. Applying the knowledge will be difficult to assess as it will be in practice outside of the teaching session. 
I will be ‘designing and planning learning activities’ (A1, UKPSF, 2011) which include delivery of the topic and a quiz for assessing the learning. I have considered that this is an ‘appropriate method for teaching, learning and assessing’ and ‘an appropriate learning technology’ (K2, K4, UKPSF, 2011) at this level as it is a work based one-off training and the assessment is needed of this particular session rather than series of lessons. In my view, it will also be a ‘method for evaluating the effectiveness of teaching’ (K5, UKPSF, 2011) as if the quiz is not successful, or the learners are unable to answer the questions, I will need to review my delivery of the topic.
Some considerations for implementing a Mentimeter quiz in a work-based training session however, would be digital exclusion (UK Parliament, 2023). Specifically, whether individuals have smartphones to scan the QR code or whether there is internet access. Furthermore, some individuals may not feel confident with technology and therefore may not feel comfortable resulting in dis-engagement and demotivation. The concern is there would not be ‘equality of opportunity for learners.’ (V2, UKPSF, 2011). In order to address this, I will be sure to ask them to bring a digital device prior to the session as this will promote participation in the session (V2, UKPSF, 2011). 
Therefore, to conclude this section, I have chosen a Mentimeter quiz as my tool. I feel this will be engaging and fun and will be an effective way to assess the learning from the session, which is a vital aspect of pedagogy. 
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Application of the Chosen Learning Tool
This section consists of the lesson plan for the session, highlighting the plan to utilise the Mentimeter quiz and also photographs of my delivering and co-ordinating the quiz.
Lesson Plan:
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Lesson Plan

	Topic: Reflective Practice in social work
	Class: First year in Practice Social Workers


	Date: 17/3/23

	Length of lesson: 3 hours
	Number of students: approx. 15

	Resources required: Laptop, projector screen, reflective practice cards, phone/laptop.


	Aim of Lesson

· To provide newly qualified social workers with the basics of reflective practice and encourage regular use throughout practice with strategies.


	Learning Outcomes – The Learners Should Be Able To:

· Explain what is reflective thinking
· Explain the how to be reflective practitioner
· Name some reflective models
· Describe why being a reflective practitioner is important


	Previous student knowledge required for the session:	

Students have been made aware in advance of the need to bring a digital device. 
These students would all be in their first year in practice of social work and would have a social work degree


	Anticipated difficulties (if applicable):

Social workers often feel too busy to utilise reflection and do not see the value. Staff may be distracted by work commitments.



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

A1 Design and plan learning activities and/or programmes of study: (I developed the lesson including learning activities)
A2 Teach and/or support learning: (as the sole trainer, I was teaching and supporting learners with the content)
A4 Develop effective learning environments and approaches to student support and guidance: The environment was appropriate in a training room with other social workers at the same stage of qualification.
A5 Engage in continuing professional development in subjects/disciplines and their pedagogy, incorporating research, scholarship and the evaluation of professional practices: This session contributed to learner CPD in an area linked to their professional practice. 
Core Knowledge 
K1 The subject material: I have good knowledge of the subject area as it is a regular topic that needs to be covered in my role. 
K2 Appropriate methods for teaching, learning and assessing in the subject area and at the level of the academic programme: I have utilised a range of teaching methods to try and promote deeper learning. 
K4 The use and value of appropriate learning technologies: Digital quiz to enhance motivation, engagement and assess learning
K5 Methods for evaluating the effectiveness of teaching: I have asked learners to fill out feedback sheets for my own knowledge and future teaching. 
V3 Use evidence-informed approaches and the outcomes from research, scholarship and continuing professional development: various teaching strategies used to try and meet different learning needs, 
V4 Acknowledge the wider context in which higher education operates recognising the implications for professional practice: this session was to enhance knowledge and improve on skills relevant for practising social workers. 









Lesson Detail:

	
Stage 
	
Focus
	
Strategy 
	
Time 


	Introduction






Development 















Plenary/conclusion




	Introduction

Ground rules
Overview of session

Learning outcomes

Ice Breaker





Thinking time


Model of reflections (overview)


Why it’s important


Recap

Discussion






Exercise 1 & 2





Quiz



Questions/comments


Evaluation

Feedback for use of Mentimeter in session
	Power point






Question and answer ‘reflect for session.’

Power point/question and answer – reflective thinking to reflective practice


Mentimeter- wordcloud/or just question and answer

Powerpoint 


Powerpoint


Videos x 3 reflective practice 


Question- what tools can you use?


Break 


Case study and own case discussion 






Quiz – mentimeter






Handouts What, so what, now what?

Feedback form

	9.00-9.10





9.10-9.25



9.25-9.35






9.35-9.45




9.45-10





10 -10.10


20 min + 30 min (10.10-10.30 &10.30-11)



11.00-11.15


11.15-11.30



11.50-12.00








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

Mentimeter word cloud as a formative assessment of student’s awareness of the topic before the session starts and as an ice breaker.
Summative assessment with use of an interactive quiz to assess learning from the session. As this session is a one off, the assessment/quiz will be an interactive, engaging way to end the session to gauge what has been learnt.



	Informal reflection (to be completed after the session)

The session went to plan. The learners were engaged and appeared to enjoy aspects of the session. I feel the information could have been deeper for this learning and I will look at developing my training for the future.

I decided not to do the Mentimeter word cloud as I felt that just shouting out answers met the needs of the learners better. The Mentimeter word cloud in this situation would have been using technology for the sake of it. There was no need to keep the comments made by the learners and as I did not ask each individual to feedback, there was no pressure on the learners at this particular time. 

The quiz was engaging and fun and I felt that it was a good element. Feedback was positive overall; however, I was concerned about the speed of the response time, especially for those who had informed me they were dyslexic. As I was aware of this, I had adjusted the response time to be longer. I was worried about individuals who did not have a mobile phone or who did not have a suitable connection but all went to plan. However, I should have ensured I had printed out more case study information as it did not work so well in the group work aspect.
Also on hindsight, I could have made the whole presentation more interactive and will do this in the future as people could have logged in at the beginning and it would have saved time.
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Figure 1
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Figure 2
Figures 1 and 2 demonstrate the moment when learners were using their phones to connect to the quiz by scanning the QR code and following the ‘instructions page’. I was controlling the quiz from my laptop at the front. 
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Figure 3

Figure 3 shows the learners in the process of connecting to the quiz. Once learners were connected, they were all allocated an icon which appeared on the screen to represent them. They were able to put a suggested name, or choose a name to represent them.  
Below pictures include slides with questions and a countdown whereby the learners needed to respond within a specific time limit. 
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Figure 4
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Figure 5
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Figure 6

Figures 4-6 demonstrating learners are using mobile phones to respond to the questions
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Figure 7

Figure 7 demonstrates question on the slide which aims to assess learning from the session. 
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Figure 8

Figure 8 above shows the instant results from a question providing immediate feedback to learners.
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Figure 9

Figure 9- This is the moment that the winner of the quiz was revealed. 
Evaluation and Reflection	 
In order to reflect on and evaluate the use of a Quiz through the digital tool Mentimeter, I will follow Jasper’s (2013) ERA model to consider Experience, Reflection and Action. 
Experience: The session took place on the 21st March 2023 with fifteen Newly Qualified Social Workers aged between 25-55 who were attending mandatory training on Reflective Practice. I was ‘supporting learning’ by promoting the importance of reflective practice and utilising reflective models in the workplace (A2, UKPSF, 2011). The Mentimeter quiz included a set of questions which I had devised in order to assess learning (A3, UKPSF, 2011) in a fun and engaging way with a view to increase motivation of learners (Coleman and Money, 2020). In order to achieve this outcome, I had put the questions on individual slides in ‘competition mode’ as it would ensure anonymity of learners, and a competitive time limit to answer the questions. 
Reflection: I had planned on using the word cloud element of Mentimeter tool for a formative assessment of knowledge at the beginning of the session but felt that question and answer was more appropriate and quicker in the moment, therefore I omitted the word cloud aspect. This evidenced to me that the pedagogy needs to precede technology (Beetham and Sharpe, 2020) and teachers need reflect in action (Schön, 2984) to determine the needs of the moment. With regards to the use of Mentimeter Quiz as a summative assessment, I felt it was a successful way to assess learners (Vallely and Gibson, 2018; A3, UKPSF, 2011). The Quiz itself was short and engaging. 
I had devised Feedback forms and had obtained feedback from fifteen learners. I had asked the following questions and have summarised the answers: 
How did you feel about the Quiz? All fifteen learners said they enjoyed it, it was fun, and a good recap of the session. Five learners specified they enjoyed the interactive element and one specifically commented it was interesting and different to use a mobile phone.
What are the benefits and limitations of having a quiz in the session? Eight learners fed-back it was beneficial, easy to use, it broke up the session and consolidated the learning and did not note any limitations. Out of the remaining seven learners, the benefits included it was a good aspect which cemented the learning, makes the session more interactive, relaxes people and the instant results are a benefit, additionally, it is anonymous and does not identify individuals. However, some of the feedback for the limitations included the system was unfamiliar, the need to use technology, the phone signal in the building is not the best, and not everyone has a mobile phone to use.
Would you have preferred to do something else? No
Based on the feedback, I can summarise that overall, the quiz element was a positive addition to the session. Individuals felt that it was interactive and fun and it was a good recap of the session. However, some learners felt that the system was unfamiliar and they did not like the use of technology. Although individuals can access the quiz on their laptops, this may not have worked for them in the moment. This could have led to excluding those who did not have a smart phone or who were not confident in this level of digital technology, which would not have allowed for an ‘equal opportunity for all learners’ to participate (V2, UKPSF, 2011.) This feedback correlates with the disadvantages mentioned by The Collegion (2023), Reece and Walker (2007) and (Fowdar, 2011). 
I feel that the quiz was visually pleasing with emojis as characters which I thought enhanced enjoyment and I felt it met ‘the way students learn’ (K3, UKPSF, 2011) based on VARK learning dimensions (Fleming, 1992). However, there was no mandatory expectation to engage with the digital quiz. Learners could have answered the questions personally by writing down the answer if this was more comfortable for them. In future sessions, I will be sure to emphasise that option which will create a more Humanism learning approach (Saunders, 2020). When considering the set learning outcomes, the quiz successfully identified whether they had been met (Race and Pickford, 2007). Overall, I feel that the instant feedback and competition element was good in this session to enhance learner engagement, promote intrinsic and extrinsic motivation (Ryan and Deci, 2000) and to assess learning (A3, UKPSF, 2011; Cagiltay, Ozcelik and Ozcelik, 2015). However, in the future, I will also revisit the learning outcomes following with quiz (Race, 2020). Arguably, the instant rewarding feedback can link to Behaviourist theory (Skinner, 1938). 
I had been informed by a learner that she was dyslexic and required information ahead of the session, therefore I sent her the PowerPoint slides in advance as advised by British Dyslexia Association (N/D). However, I did not send the quiz link as my intention was to assess learning at the end of the session. I was initially concerned about the need to read fast and answer the quiz questions quickly, therefore, I increased the response time on the slide to allow more time to read and answer the question to ensure ‘equality of opportunity for all learners’ (V2, UKPSF, 2011). On reflection, I feel that the allocated time to answer the quiz questions was sufficient and furthermore, the individual with dyslexia informed me that she was able to participate as she is used to using her own phone. This demonstrates that the use of technology in lessons is beneficial if it complements how learners use technology daily (V4, UKPSF, 2011; Duja, 2017). Unfortunately, I had made an error on one of the quiz questions in my preparation, and I had omitted one correct answer. Therefore, when some of the learners selected this answer, it came up as incorrect even though it was correct in the context of the session. I felt this was demotivating for the learner concerned. They were frustrated as they had been penalised by my error. As this was at the end of the session, it did not impact on the engagement during the session but I will be mindful of ensuring the quiz answers are all accurate next time. 
Additionally, I feel that I had missed an opportunity to make the whole session interactive. Learners could have accessed the whole presentation on their devices as they entered by scanning the QR code/accessing the website and this would have allowed for use of the word cloud slide and greater engagement and collaboration in line with the Technology Integration Matrix (2006). My focus was the Mentimeter quiz at the end, however, there is much more that Mentimeter can offer such as a fully interactive presentation (Iona, 2018). 
Action: In advance of future sessions, I will ask learners to bring either a phone or a laptop to ensure they are adequately prepared. As they enter, I will ask learners to scan the QR code/access the website at the beginning to allow full access to the presentation to ensure time efficiency and full involvement when activities take place (K4, V2, UKPSF, 2011). However, I also recognise not everyone wants to be involved with digital content particularly a quiz, so I will emphasise the option of writing answers down (K2, K3, K4, UKPSF, 2011). Furthermore, in each future session, I will align the learning outcomes more to the specific questions of the quiz and recap the learning outcomes at the end of the session (A3, K5, UKPSF, 2011).  
(Written assignment total word count: 4390)
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