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Reflective Report
The topic of behaviour within higher education is often overlooked or minimised, frequently being associated primarily with compulsory schooling rather than post-compulsory or adult learning contexts. However, student behaviour is closely linked to learning outcomes, inclusion, and a sense of belonging. It can provide insight into how confident learners feel, how well they are supported, and the clarity with which expectations are communicated. Consequently, understanding and managing behaviour is an essential component of effective teaching in post-16 settings (Mather, 2025).
Similarly, student engagement reflects the degree to which learners are motivated, curious, and invested in both their programme of study and the wider academic community. Engagement encompasses not only participation in learning activities but also the emotional and cognitive commitment learners bring to their education, influencing achievement, retention, and overall satisfaction (Hack, 2025). 
This paper will examine contemporary behaviour management theorists such as Fred Jones (Jones, 2008) and William Glasser (Glasser, 2007), and academic perspectives, and their applicability to further and adult education. It will also explore principles of effective learner engagement and analyse the legislative frameworks, including the Education and Inspections Act 2006 (HM Government, 2006) and the SEND Code of Practice (HM Government, 2024). which underpin practice. The discussion will critically evaluate the effectiveness and limitations of these approaches in the post-compulsory sector.
Behaviour management has been widely explored within educational research, with several theoretical approaches seeking to explain why learners behave in particular ways and how teachers can respond effectively. Behaviourist approaches are among the earliest models used in education and are based on the principle that behaviour is shaped by consequences. Susan Bentham explains that individuals are more likely to repeat behaviours that lead to positive outcomes and avoid behaviours associated with negative consequences. Within classroom environments this often involves the use of praise, rewards and sanctions to reinforce desirable behaviour and discourage disruption (Bentham, pp.13-14, 2005).
Behaviourists also highlight the importance of observational learning, linking to Social Learning Theory, which suggests that individuals can learn behaviours by observing the consequences experienced by others rather than only through direct experience (Bentham, p.14, 2005). In educational contexts this means that when a teacher addresses inappropriate behaviour, other learners may modify their behaviour after observing the outcome. 
Relational approaches to behaviour management emphasise the importance of communication and relationships between teachers and learners. Transactional Analysis provides a framework for understanding behaviour through social interactions and psychological states. S. Newell and D. Jeffrey (2002, p.3) describe transactional analysis as a theory of personality and a method for analysing interpersonal communication. Within classroom contexts this approach suggests that behaviour management becomes more effective when teachers build respectful relationships with learners. When teachers recognise students’ potential and treat them with respect, behavioural issues are often easier to manage (Newell and Jeffrey, 2002, pp.129-130). This relational perspective is particularly relevant in further and adult education settings, where collaborative learning environments can promote engagement and motivation.
Assertive discipline offers another approach which combines structure with positive communication. Lee Canter and Marlene Canter argue that teachers should adopt an assertive teaching style to establish an environment in which learning can occur effectively. According to Canter and Canter teachers have both the right and the responsibility to define clear expectations for behaviour (Canter, canter, pp.3–5, 1992). This involves communicating rules consistently while avoiding hostile or aggressive responses. As James Cangelosi notes, communication that is intimidating or insulting can damage relationships with learners and reduce engagement. When applied effectively, assertive discipline can support classroom organisation while maintaining mutual respect between teachers and students (Cangelosi, p.34, 1993) .
Preventative approaches also highlight the importance of teacher awareness and classroom organisation. Research by Jacob Kounin emphasises the concept of “withitness”, referring to a teacher’s awareness of events occurring across the classroom. Teachers who demonstrate this awareness are able to identify potential disruptions early and address them before they escalate (Cangelosi, 1993, pp.18–19). Similarly, research by Fred Jones highlights the importance of monitoring learners and maintaining physical proximity within the classroom (Cangelosi, 1993, pp.23–25). By moving around the classroom and maintaining engagement across the whole group, teachers can reduce the likelihood of disruptive behaviour developing.
Another perspective is offered by William Glasser, who emphasises the importance of personal responsibility in behaviour management. Glasser argues that while teachers may attempt to understand the reasons behind disruptive behaviour, this should not lead to tolerance of inappropriate conduct. Students are capable of choosing to cooperate with classroom expectations and should therefore be encouraged to take responsibility for their behaviour (Cangelosi, 1993, pp.28–29). In post-compulsory education this perspective may be particularly relevant, as adult learners often respond positively to being treated as responsible individuals.
Behaviour management is closely connected to the concept of learner engagement. Engagement refers to the extent to which students actively participate in learning activities and demonstrate motivation towards their studies. 
However, levels of engagement can vary significantly between learners. Highlighted by Cangelosi, students bring diverse backgrounds, experiences and personal circumstances to the classroom which can influence their attitudes towards education. Factors such as self-confidence, previous educational experiences and personal interests may affect how learners respond to teaching  (Cangelosi, pp.7–11, 1993) . Teachers therefore play a key role in creating learning environments that encourage engagement. Effective lesson planning, clear objectives and well-structured classroom organisation can all contribute to maintaining student participation (Cangelosi, p.12, 1993).
Communication strategies also support both behaviour management and learner engagement. Susan Bentham, emphasises the importance of active listening when addressing behavioural issues, as it demonstrates that teachers value students’ perspectives. Constructive feedback can also support learner motivation(Bentham, p.25, 2005). Bentham also suggests that feedback should combine constructive criticism with positive reinforcement in order to preserve learners’ confidence while encouraging improvement (Bentham, pp.23–24, 2005).
Behaviour management in post-compulsory education is also shaped by legislation and professional frameworks. The Education and Inspections Act 2006 provides a framework for behaviour policies within educational institutions and emphasises the responsibility of educators to promote positive behaviour and maintain safe learning environments (HM Government, 2011). Inclusive practice is further supported by the SEND Code of Practice, which highlights the need for education providers to support learners with special educational needs and disabilities (HM Government, 2024). Behaviour that appears disruptive may sometimes be linked to additional learning needs or mental health challenges, meaning educators must consider individual circumstances when responding to behaviour.
Professional expectations for teachers in Wales are outlined in the Professional Standards for Further Education Teachers and Work-Based Learning Practitioners in Wales (Welsh Government, 2023). These standards emphasise the importance of creating inclusive learning environments, establishing professional relationships with learners and supporting student development. Effective behaviour management and learner engagement are therefore key components of professional teaching practice.
Overall, behaviour management and learner engagement are closely interconnected within post-compulsory education. While behaviourist approaches can establish clear expectations, relational and preventative strategies may be more effective for adult learners. By combining structure, communication and inclusive practice, educators can create learning environments that promote both positive behaviour and meaningful engagement.


















Reflective Account
Observation 1 – Level 4 – Visual Studies
The first observed session focused on teaching one-point perspective drawing. The tutor began the lesson by outlining clear learning objectives and linking the content to the previous lesson. This appeared to help learners recall prior knowledge and understand how the new content built upon earlier learning. Establishing these connections can support learner confidence, as students are able to recognise their progress and understand the purpose of the lesson.
The session followed a clear structure consisting of explanation, demonstration, an extended example, a recap and a practical task. This logical sequence appeared effective in supporting learner engagement, as students were gradually introduced to the concept before being asked to apply it independently. The tutor used visual demonstrations on the board, drawing clear perspective lines and explaining each step carefully. During the initial demonstration the pacing was slightly fast, which may have limited understanding for some learners. However, the tutor responded effectively by repeating the demonstration and providing further clarification for those who required more time. This demonstrated an awareness of learner needs and the ability to adapt teaching strategies accordingly.
Questioning was used consistently throughout the session to maintain engagement and check understanding. Both open and closed questions were used effectively. Closed questions were used to check recall of key concepts, such as identifying the X, Y and Z axes, while open questions encouraged learners to think more deeply about the process of creating perspective drawings. This approach appeared to keep students actively involved in the lesson rather than passively observing the demonstration.
The tutor also created a positive classroom atmosphere through humour and relatable examples. References to gaming terminology helped connect the topic to students’ interests, which appeared to increase engagement and encourage discussion. Establishing this rapport with learners contributed to a relaxed but productive learning environment.
During the practical task, the tutor circulated around the classroom and regularly checked learner progress. This allowed the tutor to provide one-to-one support where needed and ensure that students remained focused on the activity. Differentiation was evident through repeated demonstrations and the provision of additional resources for students who required further support. Positive reinforcement was used frequently, with the tutor praising effort and reassuring learners who were struggling. This appeared to build confidence and encourage learners to continue attempting the task.
One minor organisational issue observed was that the register was taken mid-session rather than at the beginning. While this allowed time for late arrivals, completing the register earlier may support better organisation and ensure accurate attendance records from the start of the lesson.
Overall, this observation highlighted the importance of structured teaching, questioning strategies and supportive communication in maintaining learner engagement. It also demonstrated how adaptability and positive reinforcement can contribute to an inclusive learning environment.

Observation 2 – Level 6 – User Experience Design
The second session observed focused on theoretical content within a module. The tutor began by presenting the scheme of work and outlining the structure of the module, including assessment expectations and key learning outcomes. Providing this overview appeared to help learners understand the purpose of the module and how individual sessions contributed to the overall learning goals.
The lesson followed a clear sequence consisting of a module overview, theoretical explanation, a group activity and a final summary. This structure appeared effective in supporting learner engagement, as students were first introduced to the theory before applying their understanding through collaborative discussion. The pacing of the session was steady, allowing sufficient time for learners to process complex information without the session feeling overly slow.
Slides were used effectively to support the lecture. The slides contained minimal text and were supported by detailed verbal explanations from the tutor. This approach appeared to help maintain learner attention, as students focused on listening and note-taking rather than simply reading from the slides. The tutor also used real-world examples to explain theoretical concepts, linking them to familiar games and industry practices. This helped students understand how the theory related to practical applications.
Questioning was used regularly throughout the session to encourage participation and reflection. Students appeared attentive and engaged, with many taking notes and contributing to discussions. The tutor’s approachable tone and use of humour created a relaxed environment that appeared to encourage learners to ask questions and participate more freely.
Towards the end of the session, a group activity was introduced in which students applied the theory to practical examples. This collaborative task encouraged discussion among learners and allowed them to reinforce their understanding by applying concepts in a practical context. The session concluded with a summary of the key points covered and a preview of the next lesson, helping students understand how the content connected to future learning.
A brief technical issue occurred during the lesson; however, the tutor responded calmly by switching to a laptop and continuing the presentation without significant delay. This demonstrated effective preparation and adaptability, ensuring that learner engagement was maintained despite the disruption.
Overall, this observation highlighted the value of clear structure, real-world examples and collaborative learning activities in maintaining engagement during theory-based lessons.

Reflection on My Own Teaching Practice
In addition to observing other professionals, I also reflected on my own teaching practice through delivering a session introducing learners to Unreal Engine MetaHumans and their applications within game development. The aim of the lesson was to help students understand the purpose of MetaHumans while also developing practical skills in creating and importing them into Unreal Engine as playable characters.
The session began with an introduction outlining the aims and learning outcomes. Clearly presenting these objectives helped learners understand the focus of the session and what they were expected to achieve. The lesson then moved into an explanation of what MetaHumans are and how they are used within modern game development. Industry examples were used to demonstrate how the technology can support character creation within games and animation. Linking the topic to real industry practices appeared to help students understand the relevance of the software and encouraged discussion about how it could be applied within their own projects.
Questioning was used throughout the session to encourage participation and check understanding. Learners were asked to discuss potential advantages and limitations of MetaHumans, allowing them to evaluate whether the technology would be suitable for their own indie game projects. Recording responses on the whiteboard helped validate learner contributions and encouraged further discussion.
The practical element of the lesson involved students creating their own MetaHumans using MetaHuman Creator before importing them into Unreal Engine. This hands-on activity appeared to maintain learner engagement, as students were able to apply theoretical knowledge directly within a practical context. Circulating around the classroom allowed me to monitor progress and provide one-to-one support where required. Positive reinforcement was used to encourage learners and recognise their progress, which helped maintain motivation during the activity.
Observer feedback highlighted several strengths within the session, including strong subject knowledge, clear explanations and effective rapport with learners. Maintaining eye contact, using humour and relating examples to familiar games helped establish a relaxed and approachable learning environment. The feedback also indicated that the demonstrations of software processes were clear and engaging, which appeared to inspire learners to experiment with the technology themselves.
However, the feedback also identified areas for development. One suggestion was to break demonstrations into smaller stages so that learners could practice each feature before moving on to the next. This would allow students to consolidate their understanding gradually and potentially deepen their engagement with the software. Another recommendation was ensuring that presentation text is clearly visible from all areas of the classroom.
Reflecting on this session has reinforced the importance of clear structure, effective questioning and practical application when teaching technical subjects. It has also highlighted the value of flexibility, preparation and responsive teaching when supporting learners with complex software tools. These insights will inform my future teaching practice and help me continue developing strategies that support learner engagement, confidence and collaborative learning.
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Appendices
Appendix A: Teacher observation forms
[bookmark: _Toc48127143]Teacher Observation Form 
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	Teacher

	Tutor A

	Date
	06/10/2025

	Group
	Level 4

	Topic/Context
	Visual Studies - 

	Notes on the lesson:

	• Clear learning objectives at the start, linking to previous lesson on one-point perspective.
• Logical structure: explanation > demonstration > extended example > recap > practical task.
• Good use of visual demonstration on the board; clear lines and examples for students to follow.
• Pacing slightly fast during the first demo, but adjusted well with a second and repeated demo for those who needed more time.
• Strong use of questioning:
• Open questions to guide students through each step.
• Closed questions to recall prior knowledge (e.g. XYZ axis).
• Students actively engaged; positive atmosphere with lots of discussion and humour.
• Tutor used relatable examples (gaming terms) to keep interest and build rapport.
• Register taken mid-lesson, slightly late but allowed time for all learners to arrive.
• Effective classroom management; calm handling of technical issues by switching to a laptop.
• Differentiation through repeated demonstrations, one-to-one support, and spare resources.
• Frequent checks on learner progress during the practical task.
• Positive reinforcement used consistently, praising effort, reassuring those struggling.



	What I have learned:

	• Linking new content to previous lessons helps learners feel more confident and reinforces understanding.
• Purposeful questioning keeps learners focused and encourages critical thinking.
• Positive reinforcement builds confidence and supports a friendly learning environment.
• Staying calm and adaptable during technical issues keeps lessons flowing smoothly.
• Enthusiasm, humour, and body language all play a big part in keeping learners motivated.

	Targets to improve my own practice (mapped to professional standards):

	•Plan structured questioning to check understanding and promote higher-order thinking.
 (Maintain and update subject knowledge; Enable learners to share responsibility for learning)
•Offer differentiated examples or repeated demonstrations to support mixed-ability learners. 
(Value and promote diversity and inclusion; Plan and deliver effective learning)
•Take registers at the start to improve safety and organisation.
(Demonstrate commitment to learners’ safety and well-being)
•Use more positive reinforcement and relaxed communication to encourage learner engagement.
(Build positive relationships; Demonstrate dignity, courtesy, and respect)
•Prepare technical backups (e.g. spare files, alternative equipment) to reduce disruptions.
(Plan and deliver effective learning; Reflect on own skills to improve learning)
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	Teacher

	Tutor B

	Date
	06/10/2025

	Group
	Level 6

	Topic/Context
	User Experience Design – The Five Main Ingredients of UX Design

	Notes on the lesson:

	•Clear structure and pacing throughout: module overview > theory lecture > group activity > summary.
•Scheme of work shown at the start; expectations and assignment breakdown clearly explained.
•Smooth pacing, slow enough for comprehension but not too drawn out.
•Technical issues handled well by switching to a laptop and continuing without delay.
•Slides used effectively, minimal text, supported by verbal explanation and real-world examples.
•Regular open questioning encouraged reflection and participation.
•Terminology clearly explained; theory linked to real products for better understanding.
•Use of humour and relatable examples (e.g. Sea of Thieves “Lazybeard”) helped connect with students.
•Students attentive, taking notes, and asking questions.
•Group exercise at the end reinforced understanding by applying theory to examples.
•Summary recapped key concepts and previewed the next session.




	What I have learned:

	•Showing the scheme of work early helps learners understand long-term goals and assessment expectations.
•Relating theory to real-world products makes content easier to grasp and keeps learners engaged.
•A calm, steady pace supports comprehension, especially in theory-heavy lessons.
•Light humour and approachable tone can encourage questions and keep students relaxed.
•Having technical backups ready (like a laptop or duplicate presentation) prevents major disruptions.


	Targets to improve my own practice (mapped to professional standards):

	•Integrate real-world case studies into my lessons to make complex ideas more relatable.
(Maintain and update subject knowledge; Plan and deliver effective learning)
•Open each module with a clear overview to give learners a sense of structure and purpose.
(Demonstrate commitment to learners; Enable learners to share responsibility for learning)
•Encourage paired or group discussions to reinforce learning through collaboration.
(Build positive and collaborative relationships)
•Simplify slides and focus on verbal breakdowns to avoid cognitive overload.
(Plan and deliver effective learning; Demonstrate commitment to learners)
•Adopt flexible lesson pacing, slowing down or adding breaks when covering dense theory.
(Critically reflect on own values and skills; Demonstrate commitment to well-being)
























Appendix B: Lesson Plan for own teaching session
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Lesson Plan

	Topic: Metahuman Creation
	Class: Level 5 Computer Games Design and Computer Game Development.


	Date: 23/02/26

	Length of lesson: 2 Hours
	Number of students: 15+

	Resources required:
-Student PCs with Unreal Engine 5 installed.
-Internet access for Metahuman Creator.
-Smartboard for demonstrations.
-PC for Lecturer.
-Methuman powerpoint presentation.


	Aim of Lesson
To introduce students to Unreal Engine MetaHumans, their applications in modern game development and animation, and to develop practical skills in creating, importing, and setting up a MetaHuman as a playable character.


	Learning Outcomes – The Learners Should Be Able To:
-Define what a MetaHuman is and explain its purpose in Unreal Engine.
-Identify advantages and limitations of using MetaHumans in game development.
-Evaluate whether a MetaHuman is appropriate for their own indie game project.
-Create a MetaHuman using MetaHuman Creator.
-Import a MetaHuman into Unreal Engine.
-Set up a MetaHuman as a playable character within an Unreal project.


	Previous student knowledge required for the session:	
-Basic knowledge on Unreal Engine navigation.


	Anticipated difficulties (if applicable):
-Unreal Engine will only allow for a number of accounts to log in from 1 ip address.
(Contingency: Pairing up students for practical activities in Unreal Engine)
-Internet issues
(Contingency: keep back up of PowerPoint on a hard drive)


	Professional Standards (where are these being met within the session)
-Demonstrate commitment to learners, their learning, safety and well-being .
-Value and promote diversity, equality of opportunity and inclusion.
-Understand the importance of the Welsh culture and language as a bilingual nation.
-Demonstrate dignity, courtesy and respect towards others.
-Maintain and update knowledge of my subject(s) and how best to teach and assess them.
-Know how to use evidence and research to improve my practice.
-Plan and deliver effective learning, teaching and assessment.
-Build positive and collaborative relationships.
-Enable learners to share responsibility for their own learning and assessment.














Lesson Detail:

	
Stage 
	
Focus
	
Strategy 
	
Time 


	Introduction






Development 















Plenary/conclusion




	Register



Introduction 



What is a MetaHuman?




Pros & Cons of MetaHuman Use



MetaHuman Creator




Metahuman Creator Practical



Importing to MetaHumans to Unreal Engine


Making MetaHuman characters playable.


Recap and buffer
	-Taking Register, allowing students time to arrive.


-Aims and objectives, contents of the lesson covered.


-Breakdown of what exactly a MetaHuman character is.
-Examples of MetaHumans used in industry.


-Discussion with students, what do they think the pros and cons of MetaHumans are.


-Breakdown on how the MetaHuman Creator can be used to create characters.


-Students will have a hands on experience with the MetaHuman Creator website.


-Walkthrough given on how to import MetaHumans in to Unreal Engine.



-Instructions given on how to make a MetaHuman playable in Unreal Engine.


-Student discussion efficiency, pros and cons, and general insight of Metahumans and if they'll use them in their assignment work.
	5mins



5mins



5mins





5mins




10mins




30mins




20 mins




20mins



10mins



	Assessment Strategies: when and how are they included within the lesson?
-Formative questioning during lectures to check understanding of MetaHumans and industry usage.
-Observation of pair activity to assess engagement and application of design concepts.
-Practical task assessment through successful import and setup of a MetaHuman in Unreal Engine.
-Peer discussion evaluating whether MetaHumans are appropriate for their projects.
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Appendix C: SMART Action plan
	Action No.
	Target/Goal
	Action Steps
	Link to Professional Standards
	Resources
	Target Date for Completion
	Comments/Progress

	1.
	Improve use of structured questioning to deepen learner engagement.
	Plan open and closed questions within lesson plans; use questioning to check understanding and encourage discussion during sessions; reflect on effectiveness after teaching
	-Demonstrate commitment to learners, their learning, safety and well-being.
-Maintain and update knowledge of my subject(s) and how best to teach and assess them.

	Lesson plans, questioning frameworks, feedback from mentor
	Within next 2 teaching sessions
	

	2.
		



	Improve differentiation to support mixed-ability learners



	Break demonstrations into smaller stages; provide step-by-step tasks; circulate during practical work to provide individual support
	-Demonstrate commitment to learners, their learning, safety and well-being.
-Value and promote diversity, equality of opportunity and inclusion.
	Lesson planning templates, Unreal Engine tutorials, peer feedback
	Next module delivery
	

	3.
	Improve organisation and classroom management
	Take register at the start of lessons; clearly outline expectations and session structure
	-Demonstrate commitment to learners, their learning, safety and well-being 
	Attendance register system, lesson plan checklist
	Immediately
	

	4.
	Improve presentation design and accessibility
	Increase font size on slides; reduce text and use visuals; check visibility from back of classroom before sessions
	-Value and promote diversity, equality of opportunity and inclusion.
	PowerPoint templates, accessibility guidance
	Before next presentation
	

	5.
	Develop strategies to maintain learner engagement in practical software sessions
	Introduce shorter practical activities following each demonstration; encourage students to share results with class
	-Demonstrate commitment to learners, their learning, safety and well-being.
-Plan and deliver effective learning, teaching and assessment.
	Unreal Engine software, classroom projector, student PCs
	Next practical lesson
	

	6
	Improve preparedness for technical issues during lessons
	Prepare backup copies of presentations; ensure alternative equipment (laptop/USB) is available
	-Plan and deliver effective learning, teaching and assessment.
	External hard drive, backup presentation files
	Immediately
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