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Introduction
This paper aims to critically evaluate the role of digital innovation within professional practice, emphasising the fusion of creativity and technological advancements to foster a conducive learning environment. Through an exploration of learning theories related to digital innovation and pedagogy, it aims to lighten the dynamic interplay between educational theory and the pragmatic application of digital tools, thereby underscoring the pivotal role of digital pedagogy in the design, implementation, and assessment of these technologies.
Central to this discussion is the choice of Blooket, a digital learning tool chosen for its gamification and interactive learning capabilities. The analysis of Blooket illustrates the practical use of digital innovation in improving professional practice, emphasising the importance of continuous refinement based on theory. Detailed perspective on digital pedagogy will be offered, underlining its role in creating engaging, effective, and inclusive learning experiences.
The structure is delineated into four sections: firstly, an in-depth analysis of the role of creativity and digital innovation in professional practice, exploring the theoretical underpinnings and contemporary applications; secondly, a detailed account of selection, justification and potential impact of Blooket as the chosen digital learning tool; thirdly, the detailed process of application of Blooket including design, implementation, results and recap phases; and finally, a reflective evaluation of the tool in practice, drawing on educational theory to propose enhancements and future directions. 




The role of creativity and Digital Innovation
Navigating the connection of creativity and digital innovation in education exposes transformative opportunities for teaching and learning methodologies. The integration of technology into educational practices, as highlighted by Beetham (2019), Daniela (2020), and Enomoto (2018), fosters an educational landscape ripe for pedagogical innovation. This integration not only enhances instructional strategies but also nurtures creativity, equipping students to navigate the complexities of the contemporary digital era.
Beetham (2019) interprets the transformative role of digital tools in education, portraying them as essential mediums for immersive learning experiences. These tools facilitate an exploratory approach to content, encouraging both learners and teachers to engage in collaborative ventures and to manifest their creativity in innovative ways. This interaction can significantly enrich the educational journey, making it a more comprehensive and varied experience. Daniela (2020) further underscores the impact of digital pedagogy in creating learning environments that are not only interactive but also tailored to meet the diverse needs and preferences of learners. For instance, the implementation of adaptive learning platforms like Blooket, which can adjust the difficulty of questions based on the learner's responses, exemplifies how digital tools can personalise the learning experience to suit individual learner profiles, thereby enhancing engagement and understanding.
These adaptive environments are instrumental in not only facilitating knowledge acquisition but also in nurturing critical thinking, augmenting problem-solving skills, and amplifying learner’s creative outputs (Blankenship, 2019). A pertinent example of this can be seen in the use of Virtual Reality (VR) simulations in medical education, where students can practice surgical procedures in a risk-free, virtual environment. This innovative approach not only deepens their understanding of complex medical procedures but also improves their decision-making skills under pressure, directly reflecting the enhancement of problem-solving abilities and creative thinking.
Furthermore, the application of these digital innovations in education, through the views of Beetham (2019), Daniela (2020), and Enomoto's (2018) work, expresses a shift towards learning principles where technology and pedagogy are synergistically blended. This blend enables the creation of educational experiences that are more engaging, accessible, and aligned with the demands of the digital age. It promotes a move away from traditional, one-size-fits-all teaching models towards more flexible, interactive, and student-focused approaches. For example, incorporating interactive e-learning modules that allow students to progress through course materials at their own pace, effectively tailors the learning experience to individual needs. In addition, research conducted by Jisc (2019), titled "Digital 2030 - A Strategic Framework for Post-16 Digital Learning in Wales," reveals that 64% of Further Education (FE) students concurred that digital tools enhanced their independence in learning. Additionally, 57% acknowledged that digital methodologies facilitated the integration of learning into their daily lives.
To contextualise their theories, Beetham (2019) advocates for the use of digital resources that stimulate active learning and critical engagement with course materials. Daniela (2020) points to the efficacy of digital platforms in supporting collaborative projects that mirror real-world challenges, thereby enhancing learners readiness for the workforce. Enomoto (2018) emphasises the importance of educators as facilitators who guide students through digital landscapes, encouraging exploration, discovery, and creative problem-solving. These perspectives collectively argue for an educational framework that is not only informed by the latest digital advancements but also grounded in pedagogical principles that value creativity, learner autonomy, and the cultivation of a digitally literate student. This approach necessitates educators to critically evaluate and select digital tools that align with these pedagogical objectives, ensuring that technology acts as a catalyst for educational innovation rather than merely a supplementary resource.
Linking the literature to the Advance HE UK Professional Standards Framework (Advance HE, 2023) the incorporation of digital tools and pedagogies aligns with several key areas of the framework. Specifically, it supports A1 (Design and plan learning activities and/or programmes of study), by enabling the creation of engaging, customised learning experiences. It addresses A2 (Teach and/or support learning), through the facilitation of interactive and personalised educational environments that cater to a wide array of learning styles and preferences. Additionally, the focus on developing critical thinking and problem-solving skills through the use of digital innovations resonates with V3 (Use evidence-informed approaches and the outcomes from research, scholarship and continuing professional development), as it underscores the importance of leveraging research-backed technologies to foster an enriching learning atmosphere. Therefore, the strategic employment of digital tools and pedagogies not only enriches the educational landscape but also ensures alignment with the standards set forth by the UKPSF, advocating for a forward-thinking approach to teaching and learning in the digital age.
The infusion of digital innovation within educational practices necessitates a robust examination of the ethical dimensions associated with its deployment. As highlighted by Enomoto (2018), the integration of digital tools in pedagogy demands adherence to ethical principles that underscore equity, privacy, and the conscientious employment of technology. This ethical consideration extends beyond ordinary utility, encompassing the digital divide, the protection of student data, and the creation of an inclusive educational milieu that democratises access to digital resources for all learners.
Selwyn (2016) reinforces this perspective by emphasising the critical role of ethics in navigating the complexities introduced by digital technologies in educational settings. He argues that ethical practices in digital education should prioritise the rights and well-being of students, ensuring that technological advancements contribute positively to the learning experience without compromising student privacy or security. Similarly, Williamson (2017) delves into the implications of big data and analytics in education, highlighting the ethical obligation to use such data judiciously, with a keen awareness of privacy concerns and the potential for misuse. In addition, the work of James et al. (2019) on ethical considerations in digital learning underscores the necessity to bridge the digital divide, a disparity in access to digital tools and resources among students from different socio-economic backgrounds. They argue that educators and institutions must actively work to mitigate this divide, ensuring equitable access to digital innovations that can enhance learning outcomes. Incorporating digital innovation into teaching and learning, therefore, requires a balanced approach that weighs the benefits of technology against potential ethical pitfalls (Williamson, 2017). By fostering an environment that respects and upholds ethical standards, teachers can harness the power of digital innovation to enrich the educational experience while safeguarding the interests and rights of all students (Selwyn, 2016).
As digital tools become increasingly integral to educational methodologies, the responsibility falls on teachers to ensure that their application of these technologies adheres to ethical standards, particularly regarding digital equity, data privacy, and inclusivity. Adequate training, including ethical considerations for educators becomes essential in navigating these complexities, equipping them with the knowledge and skills to employ digital innovations responsibly (James et al., 2019). 
The introduction of digital innovations such as Artificial Intelligence (AI), Virtual Reality (VR), and Augmented Reality (AR) is reshaping education, offering immersive and tailored learning experiences (Kamalov et al., 2023). These technologies promise to enhance educational practices significantly but require careful consideration of their pedagogical integration and the readiness of both infrastructure and educators to adopt such advancements effectively.
Luckin et al. (2016) argue that AI can be particularly transformative by providing customised learning pathways that adapt to each student's unique needs and pace. In addition, Zawacki-Richter (2019) explains that it enables educators to focus on complex teaching tasks while leveraging AI's data analysis capabilities to optimise teaching strategies based on real-time insights into student learning patterns. Similarly, VR and AR technologies create interactive learning environments that connect theoretical knowledge with practical application. These tools facilitate experiential learning through simulations, improving comprehension and retention of complex subjects (Radianti et al., 2020).
However, Kamalov et al. (2023) highlight that integrating these technologies into education poses challenges, including pedagogical alignment and the technological infrastructure's capacity. Teacher’s familiarity with AI tools and the creation of VR/AR content demands significant resources and expertise, which can be prohibitive for resource-limited institutions. Furthermore, the digital divide risks widening educational disparities, as not all students have equal access to these advanced technologies. An example could be the challenges a school in rural areas could face attempting to implement VR-based science lessons without adequate bandwidth or technical support, leading to disjointed learning experiences.  The experience of remote learning during the COVID-19 pandemic underscored the impact of such inequalities (Selwyn, 2016).
Successful adoption of AI, VR, and AR in education hinges on aligning these innovations with educational goals, ensuring universal access to digital tools, and enhancing the digital literacy of the educational community. By overcoming these hurdles, the full potential of digital innovations can be unlocked for a more engaging and inclusive educational landscape (Jisc, 2019).
Utilising games in education offers a blend of benefits and challenges that necessitate a critical examination. On the advantages side, games can significantly enhance learner engagement and motivation, offering an interactive environment where students can explore concepts at their own pace. Sailer and Homner (2020) argue that digital game-based learning capitalises on the motivational effects of games to improve student’s engagement and information retention. Similarly, Gee (2003) highlights the potential of games to foster higher-order thinking skills, such as strategic thinking and problem-solving, in a context that feels relevant and engaging to students. These aspects are particularly important in fostering an active learning environment, as students are more likely to engage deeply with the material when they find the learning process enjoyable and meaningful (Game-Based Learning and Gamification for Education, 2023).
However, the use of games in education is not without its drawbacks. Critics like Clark et al. (2016) caution against the assumption that the engagement offered by games automatically translates into learning gains. They argue that without careful integration into the curriculum and alignment with learning objectives, games may distract more than they educate. Additionally, the effectiveness of educational games can be limited by the quality of the game design and the relevance of the game content to educational goals. As highlighted in prior discussion regarding the introduction of digital innovations, there is also the challenge of unequal access to technological resources, which can exacerbate existing educational inequalities (Selwyn, 2016).
While games hold the promise of making learning more engaging and interactive, their educational effectiveness is contingent upon thoughtful implementation and support. Lei, Gupta and Berger (2022) explain that the critical balance lies in leveraging the motivational and cognitive benefits of games while ensuring that they are pedagogically sound and accessible to all learners. This nuanced approach requires educators to not only select or design games that align with educational objectives but also to integrate them into the curriculum in a way that complements traditional teaching methods and addresses the diverse needs of learners.
The reviewed literature underscores the transformative potential of creativity and digital innovation in reshaping educational practices. By embracing these advancements, teachers can foster more engaging, inclusive, and effective learning environments. However, the successful integration of digital innovation into education requires a thoughtful approach that considers pedagogical principles, ethical implications, and the evolving landscape of emerging technologies. The design, implementation, and testing of Blooket within a professional learning environment will serve as a practical case study to illustrate the principles discussed in this literature review.

Selection and Justification of appropriate teaching tool
Selecting the appropriate technological tool for classroom use is crucial in facilitating an effective learning environment (Roblyer and Hughes, 2019). The choice should be guided by the tool's alignment with educational goals, its ability to support interactive learning experiences, and its compatibility with the existing curriculum (Beetham, 2019). Accessibility considerations are paramount to ensure inclusivity for all students. The simplicity of the tool's interface, requiring minimal training for users, promotes seamless integration into educational activities. Additionally, the tool's adaptability and scalability in response to changing educational trends and diverse learner needs underscore its long-term viability in the educational setting (Roblyer and Hughes, 2019). Properly selected technology can therefore significantly enhance the engagement, personalisation, accessibility of the educational experience and learning outcomes.
In choosing Blooket as the technological tool for my classroom, I undertook an analysis of its features compared to alternatives like Kahoot, Wordwall, and Mentimeter. My decision-making process was influenced by several key factors: the demographics of my students, the tool's user accessibility, the necessity for the tool to be free of charge, and how well it aligned with the lesson's objectives and the desired learning outcomes.
To ensure the tool selected was pedagogically appropriate, I referenced the Advance HE PSF (2023) and employed Puentedura’s (2006) SAMR model (Substitution, Augmentation, Modification, Redefinition) as a guide for integrating Blooket effectively into the lesson. This approach was crucial in making an informed choice that not only met the logistical needs of the lesson but also adhered to established educational standards and principles for the integration of technology in teaching.
In my search, I prioritised tools that offered both visual and textual instructions, recognising the unparalleled benefits of such a design. The inclusion of visual elements was particularly critical; as it would facilitate comprehension for students who might face language barriers, thereby enhancing accessibility and inclusivity. This resonates with the inclusive teaching principles highlighted in A2 of the Advance HE PSF (2023), which advocate for providing equitable learning opportunities to all students, irrespective of their linguistic or cultural background.
In the large offering of educational tools, which includes platforms such as Kahoot, Wordwall, Blooket, Microsoft Forms, Mentimeter, and Vevox, the challenge was to identify one that not only met these criteria but was also accessible and free. Fortunately, these platforms are universally accessible, compatible with various devices including mobile phones and computers, and offer free versions, therefore meeting my primary requirements.
As noted in my lesson plan, the quiz was placed at the beginning of the lecture as a starter following previous week’s recap. The objective here was to gauge the student’s existing prior knowledge of hotel organisations before delving deeper into the subject and to engage students early in the lecture through an interactive format. The idea of using a game-based learning tool seemed particularly appropriate for this purpose. Research supports that game-based learning can significantly enhance student engagement and motivation. For instance, a study by Sailer and Homner (2020) demonstrates the positive impact of gamification on learning outcomes, highlighting how such interactive approaches can foster engagement and facilitate a deeper understanding of course material. By incorporating a game-based quiz, I aimed not only to assess prior knowledge effectively but also to create an immersive learning experience that could captivate and motivate students from the onset.
Tools like Blooket, Wordwall, and Mentimeter present innovative methods to promote interactive learning through quizzes and activities. Each platform has its unique strengths, but Blooket distinguishes itself through its comprehensive gamification approach. Unlike the straightforward Q&A format typical of these platforms, Blooket integrates elements of strategic gameplay, thereby actively motivating them to participate. Prensky (2001) underscores the value of gamification in education, noting that it taps into the intrinsic motivation and competitive spirit of students, making learning a more dynamic and enjoyable experience.
For instance, Blooket's game modes, such as "Gold Quest", "Tower Defense” or “Racing”, transform a simple quiz into a competitive and strategic game, where students not only answer questions but also make decisions on how to best accumulate points or defend against challenges. This additional strategic layer significantly boosts engagement beyond the linear interactions of tools like Wordwall. While Wordwall allows for the creation of diverse interactive activities, it lacks a live competitive element. Students working at their own pace and only being ranked on a leaderboard after completion may not fully engage or motivate all learners, especially those who benefit from a competitive learning atmosphere (Vandercruysse, Vandewaetere and Clarebout, 2012).
Mentimeter, on the other hand, excels in facilitating real-time feedback and gathering opinions, making it an excellent tool for gauging classroom understanding and opinion. However, it falls short in offering the rich gamification and competitive atmosphere that Blooket provides. While Mentimeter is invaluable for creating an interactive dialogue between educators and students, its utility is primarily focused on feedback rather than engaging students in a gamified learning journey (Hill, 2019).
The integration of Blooket, particularly its racing mode, at the beginning of lectures to assess prior knowledge not only enriches the learning environment but also aligns with the transformative stages of the SAMR model, developed by Puentedura (2006). This model emphasises the progression of technology integration in education from simple substitution to a complete redefinition of learning tasks. Unlike Wordwall and Mentimeter, which primarily enhance existing tasks with digital capabilities (falling into the Substitution and Augmentation phases), Blooket exceeds these initial stages by altering the way educational assessments and engagements are conducted. Blooket elevates formative assessments into captivating races by incorporating elements of competition. This approach encourages students to actively engage, applying their knowledge strategically to advance in the game, thereby promoting motivation and a deeper understanding of the material through interactive play (Smith and Doe, 2020).
Used as a tool, the Blooket’s platforms embodies the Redefinition phase of the SAMR model by enabling the creation of new tasks that were previously inconceivable with traditional methods. The ability to instantly assess and visually display collective class knowledge in an engaging, game-based format offers insights into student understanding in real-time, something that traditional quizzes and flashcards cannot achieve. This application of technology redefines the assessment process, turning it into an opportunity for immediate feedback and tailored instruction based on the collective performance of the class. The strategic choice of Blooket, therefore, enhances student motivation and engagement through gamification. It also aligns with the higher-order goals of the SAMR model, showcasing how technology can enhance educational practices.
In summary, the decision to employ Blooket is rooted in its superior ability to engage students through gamification, and fulfill the transformative potential of digital tools as outlined by the SAMR model. Blooket not only augments traditional teaching methods but also modifies and redefines the learning experience, making it a good choice for fostering an inclusive, engaging, and effective learning environment for Level 4 students.




Application of the chosen learning tool
To start the application process and explain the methodology employed, I identified four distinct phases: Design, Implementation, Results and Recap. By using screenshots with annotations, each section will carefully document and analyse each step I took.
1. Design
Creation of a Blooket account : To start the process, a free account had to be created on Blooket.com. This was straightforward and it took a couple of minutes.
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Description automatically generated]Creation of the Quizz : There are a few options to create a quiz on Blooket, it can be by importing a set of questions from an excel format, importing an already made quiz from another platform or manually (create from scratch). Privacy settings also allow for the quiz to be private (for your own use only) or public (for anyone using the platform to access). In my case, I opted for a manual creation and made the quiz public for other colleagues within the team to find easily and use it  with their group of learners.	
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Description automatically generated]Creation of question set: Blooket offers the creation of 2 type of questions, Multiple choice or Typing answer (open question). Each question can be accompanied by an image and/or an audio message. It also offers a choice of time limitation per question (maximum of 300 seconds) and the question set can be offered in a random of same order for all students.
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Description automatically generated]Example of question created: I opted for multiple-choice questions (four options per question) as this was the learner’s first introduction to organisations. It offered them an opportunity to give an answer, even if they didn't know it at first, through the use of deductive reasoning. Each question had a visual along with the logo of the hotel and a written clue, to cater to a broader type of learner. Each question was set to 20 seconds; this choice was made based on the fact that the quiz would take the form of a race. If no answer was selected, it would offer another question after 20 seconds. Random order was selected to avoid students being tempted to collaborate during the quiz.	





Completed Quiz overview: The completed quiz has been titled “Guess the organisation’s logo” and consists of 20 questions overall. The quiz can be used live and hosted in the classroom or could be assigned as homework. I opted for the live hosting version for the purpose of the lecture as identifiable in the lesson plan.
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2. Implementation
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Description automatically generated]Slide on Power Point: To present the activity to the class, the below slide was used, it included a QR code or the game ID for ease of access from any device. Whilst students were logging in I accessed the Blooket website to launch the game.
Launching the game: Selecting the game mode and starting to host the game requires just a few clicks. As soon as everyone was logged in, I clicked start for the quiz to begin. Each student can choose their nickname, allowing them the option to remain anonymous if they desire. They can also select their icon from a list proposed by Blooket.
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Student view: The students used their mobile device to view and answer the question set. At the meantime, the classroom screen displayed the race track reflecting progression of students. At the end of the race the podium was displayed on the classroom screen.
Student’s mobile device view[image: A screenshot of a phone

Description automatically generated]				Classroom screen
[image: Ms.Vainisi on X: "Finding new technology tools to engage students in self  directed learning = My win today! The students practiced their  multiplication facts in today's morning meeting using Blooket! Am I]









3. Results
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Description automatically generated]Overview on Blooket : The below results can be accessed at any time after the race and are saved in a history. It showcases the number of players, as well as the overall percentage of correct and incorrect answers. This tool can be utilised to evaluate the difficulty of the questions based on the percentage of correct answers. It also aids in identifying quickly the class's prior knowledge level before proceeding with the remainder of the lecture.	
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Description automatically generated]Leaderboard view:  The leaderboard can assist in identifying the strengths and weaknesses of each student. For instance, we observe that Marius has answered more questions than other students and demonstrated high accuracy (78%). Comparing Adri and Elli underscores the contrast between speed and accuracy. Adri answered a total of 19 questions with only 42% accuracy and scored a total of 7 in the game. However, Elli also scored 7 in the game but answered only 10 questions, yet her accuracy was significantly higher at 70%. These observations suggest Marius excels in both engagement and comprehension, Adri demonstrates eagerness but may benefit from focusing on accuracy, and Elli shows thoughtful participation with a strong grasp of the material, though could potentially increase rapidity.	





4. Recap
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Description automatically generated]As highlighted in the leaderboard results, some students have not been able to answer the full set of 20 questions in the time given (Screenshots of questions below). To ensure learning outcomes were reached from the  activity in a form a quiz, I went over all questions as a recap and added further information about the hotel organisations, differentiating the group, the brand and the structure. This was done using the Power point as visual support and through discussion in the classroom.
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The above outlines the creation, and use of the "Guess the Organisation's Logo" quiz, designed to achieve the lesson's goals as detailed in the lesson plan below. Utilising the user-friendly Blooket platform for both teachers and students, detailed evaluation follows in the next section. Through Design, Implementation, Results, and Recap phases, the quiz engaged learners via Blooket, blending visual aids and timed questions for interactive learning. Analysis of outcomes highlighted learner’s strengths and areas for improvement, notably through leaderboard insights. A final recap addressed learning gaps, underpinning objectives with further discussion and information.
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Description automatically generated]Lesson Plan
	Topic: Introducing Organisations
	Class: CertHe Level 4 – Management and Organisational Behaviour – BMIH4008

	Date: 31/01/2024
	Length of lesson: 2 hours
	Number of students: 14

	Resources required:
Screen: For visual aid including PowerPoint presentation: “Week 2 - Part 1 - Introducing Organisations”
Flipchart and pen
Paper and pen for group work
One mobile device or laptop per student

	Aim of Lesson
To introduce students to the foundational concepts of organisations, including their classification and functions. To provide an introductive understanding of how organisations operate and their role in various sectors with an emphasis on the Hospitality sector.

	Learning Outcomes – The Learners Should Be Able To:
Identify different types of organisations and their characteristics.
Understand the basic organisational structures and their functionalities.
Recognise the roles and responsibilities within an organisation.
Analyse how organisations impact and are influenced by their environments.

	Previous student knowledge required for the session:	
Basic, general understanding of business and management concepts. This lesson is designed for level 4 students.

	Anticipated difficulties (if applicable):
Differentiating between various types of organisations
Technical difficulties to access Blooket activity or feedback form on MS Forms

	Professional Standards (where are these being met within the session)
Areas of Activity (A)
A1: Design and Planning of Learning Activities - Development Section of Lesson Plan: Involves the design and planning of activities, such as the presentation (PowerPoint) on introducing organisations, and the Blooket quiz activity.
A2: Teaching and/or Supporting Learning – Throughout the lecture: Direct teaching and engagement with students.
A3: Assessment and Giving Feedback to Learners - Assessment Strategies: Involves assessing student participation and understanding through discussions, activities, and MS feedback form linked to Blooket quiz activity.
A4: Developing Effective Learning Environments and Approaches to Student Support and Guidance - Anticipated Difficulties and Conclusion Section: Addressing potential learning challenges and providing guidance for student queries.
A5: Engagement in Continuing Professional Development in Subjects and their Pedagogy, Incorporating Research, Scholarship and the Evaluation of Professional Practices - Informal Reflection: Demonstrates ongoing reflective practice on teaching effectiveness using Gibbs' Reflective Cycle last section of lesson plan.

Core Knowledge (K)
K1: Subject Material - Development Section: Covers the core subject material of different types of organisations, their structures, and functions.
K2: Appropriate Methods for Teaching, Learning and Assessing in the Subject Area and at the Level of the Academic Programme - Assessment Strategies and Development Section: Use of varied teaching methods, including presentations, group discussions, and quiz.
K3: How Students Learn, Both Generally and Within Their Subject/Disciplinary Area - Introduction and Development Sections: Tailoring the content and activities to how students learn about organisational concepts.
K4: The Use and Value of Appropriate Learning Technologies - Resources Required Section: Utilisation of PowerPoint and other digital resources such as Blooket and MS Forms.

	K5: Methods for Evaluating the Effectiveness of Teaching – Informal Reflection: Evaluating the effectiveness of the session through reflective practice and asses knowledge at the start of following week’s lecture in recap.
K6: The Implications of Quality Assurance and Quality Enhancement for Academic and Professional Practice - Professional Standards Met Within the Session: Aligning teaching practices with quality standards and professional expectations.
Professional Values (V)
V1: Respect Individual Learners and Diverse Learning Communities - Tailoring the lesson to meet diverse learning needs and ensuring inclusivity, including Blooket quiz with images and descriptions.
V2: Promote Participation in Higher Education and Equality of Opportunity for Learners
Group Activity: Addressing learning barriers and promoting equal participation.
V3: Use Evidence-Informed Approaches and the Outcomes from Research, Scholarship and Continuing Professional Development- Informal Reflection and Development Section: Incorporating evidence-based teaching methods and reflective practice.
V4: Acknowledge the Wider Context in Which Higher Education Operates Recognizing the Implications for Professional Practice - Introduction and Conclusion Sections: Contextualizing the topic within the broader scope of higher education and organisational studies.







Lesson Detail:
	Stage 
	Focus
	Strategy 
	Time 

	Recap


Introduction



Development 






























Conclusion
	The role of the Manager
Managers vs Leaders

Greeting and introduction to the topic
Overview of Lesson aims & objectives

Define organisations
Provide definition
Why do organisations exist?
Different types of organisations Common factors

Identify Hotel organisations
Quiz – Guess the Hotel brand 
Review of answers as group


Use of digital tool in classroom feedback


Theory of Organisations
Mintzbesrg’s theory
Mullin’s theory

Classification of organisations
Public/Private/Not-for-Profit
Formal/Informal
Product/Service

Influences to organisations
Use of PESTEL 
Example of external factors applied to the hospitality industry

Summarisation of key points


Q&A / Feedback Session


	Assessment of achieved learning from last’s week lecture. Informal questioning.

Teacher led delivery using PowerPoint presentation as supporting material and visual aid.


Teacher led delivery using PowerPoint presentation as supporting material and visual aid



Use of Booklet quiz tool – students to scan QR code and use own mobile device.
Review of answers as group activity with use of PowerPoint

Use of Microsoft Form, students to complete on mobile devices or laptops

Group discussion – Teacher led delivery.


Teacher led delivery using PowerPoint presentation as supporting material and visual aid



Group activity – groups of 4 students



Teacher led delivery using flip chart to summarise student’s findings.

Teacher to invite questions, provide answers and clarifications
	5 minutes


5 minutes




10 minutes





20 minutes




10 minutes



20 minutes



20 minutes




10 minutes



10 minutes


10 minutes



	Assessment Strategies: when and how are they included within the lesson?
1 – During the introduction with a quick pre-assessment through a simple question related to the previous lecture based on management and leadership.
2 – During the quiz using Blooket platform with a formative assessment to asses student’s prior knowledge.
3 – During the conclusion and Q&A/Feedback session with a formative assessment asking what students have learned and found most interesting to ensure clarity and effectiveness of the lesson.




	Informal reflection (to be completed after the session)

Description: The lesson on "Introducing Organisations" was successfully conducted. The students engaged actively with the content, particularly quiz activity. They had a good recollection of previous week’s learning and engaged appropriately throughout.

Feelings: I felt satisfied with the student’s level of engagement and the depth of their questions, which indicated a good understanding of the material. I felt happy to see them comfortable in asking further questions.

Evaluation: The lesson went well. The use of the quiz facilitated practical understanding, and the structured PowerPoint aided in clear delivery of concepts.

Analysis: The positive outcome seemed largely due to a good balance of taught content and group activities. This approach appeared to resonate well with the students, enhancing their learning experience.

Conclusion: The combination of theoretical teaching with practical application was effective. Students not only grasped the concepts but also would feel comfortable to apply them in a real-world context.

Action Plan: For future lessons, I will continue to incorporate group activities, practical examples and summative assessments using the appropriate tool. Additionally, I will explore more interactive elements to further enhance student engagement and understanding.



Evaluation and Reflection 
In reflection on my experience using the Blooket platform for the "Guess the Organisation's Logo" quiz, I utilised Gibbs' Reflective Cycle to critically evaluate its impact on teaching and learning within a digital innovation framework. By adopting Gibbs' Reflective Cycle (1988), I aim to dissect the integration of the Blooket platform into my teaching practice systematically. Gibbs' model appealed to me due to its cyclical nature, which facilitates iterative learning from both positive and negative outcomes. This framework provides a comprehensive approach to reflection that I believed would best support my objective analysis and the development of future practices.

Description 
To enhance the learning experience of Level 4 students, I decided to introduce the Blooket platform into our curriculum for the first time. This decision was driven by the platform's reputation for being user-friendly and its capacity to transform traditional learning scenarios into interactive, gamified experiences. The class, including 14 students, had not previously encountered Blooket, and their initial reaction to using a gaming platform for educational purposes was enthusiastic.
The crafted quiz was designed to serve as an engaging medium for introducing students to the foundational concepts of organisations, focusing particularly on the hospitality sector and renown global hotel brands. 
This approach to assessing student’s prior knowledge of hotel organisations through Blooket was an experimental journey aimed to foster a dynamic and interactive classroom environment where students could actively engage with the content, thereby deepening their knowledge of organisations in the hospitality sector.

Feelings
The process was exhilarating yet daunting. This digital journey with Blooket provoked a blend of emotions. The excitement of introducing something new to the classroom was met with a hint of apprehension regarding the smooth integration of the technology and the possibility of encountering student disengagement. My initial nervousness about the technology's functionality was counterbalanced by the excitement of using a new teaching tool. As the activity unfolded, the student's reactions further relieved my concerns. Their positive and enthusiastic engagement, stimulated by the competitive edge that Blooket introduced, was evident. Laughter and light-hearted banter filled the classroom, turning the learning environment into a lively and interactive space. Witnessing their joy and active participation not only reassured me but also instilled a profound sense of satisfaction and accomplishment. This experience reaffirmed the potential of digital tools to transform educational encounters into engaging and memorable learning experiences.

Evaluation
To evaluate the efficacy of Blooket as a teaching resource, I collected qualitative and quantitative feedback from students. This includes their immediate verbal reactions and answers to a questionnaire featuring open-ended questions, multiple-choice queries, and a rating scale from one to ten.
Every one of the 14 participants reported enjoying the use of Blooket, citing its user-friendliness, entertaining qualities, and interactive nature as key factors for their positive feedback.
In terms of Blooket's role in aiding lesson understanding, the overall feedback yielded an average rating of 9.14 out of 10, showcasing the platform's effectiveness.
When questioned about Blooket's ease of navigation and user-friendliness, the average rating climbed to 9.5 out of 10, reflecting the platform's accessibility and simplicity.
There was a single technical issue reported, where a student was disconnected and couldn't rejoin the quiz. I quickly paired this student with a peer to share a device, allowing both to continue their engagement without interruption. This workaround was smoothly accepted by the students, effectively navigating around the technical issue without detriment to their learning.
All respondents concurred that the quiz format significantly boosted their retention of information more than traditional methods. This result motivates me to further utilise this platform and evaluate their retention of specifically taught information through Blooket.
Responses regarding the difficulty level of questions varied: two students deemed it too easy, another two found it overly challenging, while the majority (ten students) thought it posed a moderate challenge. This variety indicates that the quiz's difficulty level was generally suitable for the class.
Regarding motivation to participate, 64% of students felt that Blooket didn't change their level of motivation, with some mentioning that the digital platform made them feel more at ease to participate than in standard, spoken classroom discussions. Every student advocated for Blooket's continued use in classroom settings.
The feedback highlighted Blooket's utility in education, affirming its value in enhancing lesson engagement and pinpointing areas for improvement such as technological reliability and accommodating diverse learning requirements. The immediate feedback provided by the platform enabled timely assessments. These insights will be pivotal in refining my digital teaching strategy, striving for a more inclusive and stimulating learning environment.

Analysis
Reflecting on the integration of the Blooket platform into my teaching strategy, it's apparent that it impacted positively the educational experience for both the learners and myself. The digital tool implementation, also brought challenges, requiring a careful balance between new educational strategies and practical considerations.
Choosing Blooket aimed to present foundational organisational concepts in a lively, interactive way, aligning with the digital skills vital for today's hospitality sector. The student’s warm welcome of this platform highlighted the value of incorporating engaging and competitive elements into education, complementing conventional lecture methods. This enthusiasm also highlighted the varied digital competencies of students. While the majority navigated Blooket with ease, the incident of a student being disconnected served as a reminder of the barriers that can create digital learning. This incident, though minor, emphasised the necessity of having contingency plans to ensure inclusivity and continuity in learning.
Designing the quiz underscored the significant time investment required for content creation; a task that might have typically taken 30 minutes extended to over two hours. While this time commitment makes frequent implementation across all lessons impractical, the benefit lies in the reusability of the quizzes. This approach allows for the gradual expansion of my digital resource portfolio. Additionally, collaboration with colleagues who utilise and create quizzes enhances this process, enabling us as a team to rapidly integrate technological tools into our teaching discipline, thereby enriching our academic offerings.
The collected feedback provided a nuanced understanding of the platform's educational impact. The high scores in terms of enjoyment and user-friendliness affirmed Blooket's value as an engaging educational tool. Yet, it also revealed a diversity in perceived challenge levels, highlighting the complexity of designing digital content that is universally appropriate for all learners. 
The integration of Blooket into the lesson achieved its intended outcomes, enhancing student interaction and engagement with the subject matter. It offered valuable insights into student’s understanding and retention, prompting a reconsideration of how digital tools can be integrated into curriculums to enhance, rather than replace, traditional teaching methodologies. 

Action Plan
Incorporating Blooket into my teaching practice has been a learning curve, reinforcing the idea that innovation in education requires adaptability, preparedness, and a willingness to learn from successes and setbacks. This experience enhanced my understanding of the potential and limitations of digital tools in education, informing my future practice in integrating technology to create more inclusive, effective, and engaging learning environments. 
Moving forward, I plan to continue integrating digital tools like Blooket into my teaching practice, considering both its strengths and limitations. I will seek to balance technological innovation with traditional teaching methods to cater to diverse learning preferences. Additionally, I aim to further explore and implement strategies to address any technological or accessibility barriers encountered by students, ensuring a more inclusive and effective learning environment.
This reflective practice has underscored the importance of adapting to and embracing digital innovations in education. It has informed my approach to leveraging technology to enhance teaching and learning outcomes, emphasising the need for continuous professional development and flexibility in pedagogical strategies.
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