Literature Review Example B
The role of creativity and digital innovation
Introduction
Over the last century the educational industry in the United Kingdom (UK) has evolved significantly to enhance pedagogical learning through the use of digital innovation (DI) within professional practice, with digital technologies (DT) being a vital tool to enable this (Hashim, Tlemsani and Matthews, 2022). This revolution has evolved from the use of chalk boards in the early 1800’s, to gradually introducing new technologies as they have emerged as a result of Moores Law for cheap digital infrastructure, such as projectors, computers, laptops, connectivity apps and more recently virtual reality (Fichman, Santos and Zheng, 2014). This is in line with the United Nations vision for quality education for all, as part of their Sustainable Development 2030 Agenda that aims to provide inclusive and equitable education using DT (Haleem et al, 2022). This was enhanced further during the impact of the COVID-19 pandemic and lockdowns initiating school closures, resulting in learners needing DT in order to receive education remotely (Pozo et al, 2021). 
The main role of DI in education and professional practice is to be utilised as an effective tool to enhance learner outcomes, assist system improvements, contribute to improved quality, support and satisfaction and to pass on knowledge effectively that fosters student engagement and motivation (Ng, 2015). However, not everyone is in agreement that DI in professional pedagogical practice is the way forward. McCarthy et al (2023) argues that DI in education and professional practice is still not a global universal concept due to a lack of governance, regulation, finances and resources and requires significant investment that many educational landscapes are unable to achieve. Additionally, Gkrimpizi, Peristeras and Magnisalis (2023) share that from a teaching perspective, despite being essential, DI has not been integrated into education as efficiently as it should considering its wider use in society. Uzorka, Namara and Olaniyan (2023) share many professionals are not up to date with the implementation of technology, pedagogical practices and frameworks for DI, have a resistance to change, lack confidence and expertise and display limited understanding of the benefits linked to DI. That being said, despite not everyone in agreement that DI is the way forward in professional practice, as society travels further towards a digital era, more blended approaches are being used especially within higher and further education (HFE) settings (Adel and Dayan, 2021). This is to help with a more engaging, flexible, inclusive, accessible and personalised experience for students that can create equality of opportunity in wider society and skill development (Yang et al, 2023). The following assignment will incorporate a miniature literature review based on creativity and digital innovation (C&DI) within post compulsory education (PCE), followed by a justification for using a selected type of technology linked to a framework, which in this case was the Kahoot gamification platform (KGP). A lesson plan and photographic evidence will also be implemented and will then end with an evaluation and reflection of the DI outcome.
The following Literature review will focus on three main Journal articles discussing C&DI in PCE. In order to find the right academically valuable and reliable peer reviewed journal articles required for the literature review, the Critical Appraisal Skills Programme (CASP) evaluation tool will be utilised (Long, French and Brooks, 2020).
DI is not only used to help students, it can also help teachers develop a more creative working ethic and practice. An example of this includes e-learning, also known as technology enhanced learning, which can be carried out through various forms of technology which supports reuse and resource sharing (Concannon, Flynn and Campbell, 2005). Literature by Mayes and Freitas (2004) believes that e-learning influences the learning process by putting theory into practice and utilising technology through support.
Mayes and Freitas (2004) explain that due to the changing nature of teaching practice and the shifting of roles to include more training, such as safeguarding and with less time to do this, e-learning is becoming a more creative way to train teachers using pedagogical design. Additionally the literature by Mayes and Freitas (2004) suggests that utilising good pedagogical designs through e-learning can reduce inconsistencies between the curriculum taught, methods used, learning environment and procedures followed to improve learner outcomes. Liu, Zhao and Su (2022) are in agreement with Mayes and Freitas (2004) and state that computer technology development has enabled e-learning, as a remote interactive environment, to generate the construction of understanding for capable and confident learners and has been utilised more within PCE since the COVID-19 pandemic. Not only is this a more cost effective way to navigate training in a turbulent economic climate, but it can be flexible for busy schedules, achieved in a comfortable environment, generate quality teaching and can be a quick and effective way to deliver new pedagogical practices in the curriculum (Stecula and Wolniak, 2022). An example of this comes from the study by Nilsson and Lund (2018) who introduced in house digital didactic design (D3) to science teachers, whereby they design their own DT in order to help develop individual knowledge of technology through active participation. The purpose was to enable experts in teaching and learning to understand the benefits of introducing a co-designed DT their students would find beneficial through a cognitive approach, whilst improving teacher knowledge, motivation and professional development (Nilsson and Lund, 2018).
However, Gherhes et al (2021) argue this form of C&DI can take away the value of face to face learning that fosters a sense of belonging and can create more physical problems such as eyesight deterioration, back pain and reduces general interaction needed for effective communication and building relationships with learners. Maatuk et al (2022) also disagrees with e-learning as a tool to improve digital skill acquisition by suggesting that following instructions removes creativity from learning as primarily focusing on theory removes the applied practice aspect. That being said Stefan (2012) believes that e-learning can be immersive and interactive when utilised and as technology develops further will become a mainstream exploratory and fertile form of creative learning in many other industries also. Furthermore, according to Albrahim (2020) being able to use digital systems required for e-learning will enhance teachers’ ability to be adaptable to technology as it becomes more mainstream within educational settings and remove discomfort. This is especially considering Schiuma, Schettini and Santarsiero (2021) understand DI as being more about talent and how to creatively use technology as a tool rather than the technology used which reiterates the importance of the report generated by Mayes and Freitas (2004).
Similar to e-learning, C&DI has also been instrumental in helping classroom environments adapt to the inclusive practice of additional learning needs (ALN) and neurodiverse (ND) students (Zolyomi et al, 2018). As ALN and neurodiversity is becoming a more mainstream discourse in education, based on the emphasis that every individuals mind works differently through cognitive variation, creating a fit for purpose environment for these individuals to thrive and reduce difficulties is vital (Hamilton and Petty, 2023). That being said Syharat et al (2023) allude that many ALN and ND students have difficulty maintaining the unwritten institutional expectations of behaviour, interaction and studying, such as sitting still through lectures and reduced breaks that can cause loss of concentration and motivation. Sviridova et al (2023) believes that this is where immersive technologies, such as Virtual Reality (VR) and Augmented Reality (AR), can act as a tool to blur the lines between physical and digital worlds and improve academic performance, engagement and motivation of ALN and ND students. With this in mind Schmidt et al (2023) believe that not only can VR/AR DT improve the quality of education by creating memory stimulation, but can also improve visual and spatial literacy. 
The study by Sviridova et al (2023) was based on 180 students in two HFE institutions, where the effectiveness of using immersive technologies as a tool to improve academic success, motivation and involvement was utilised. Sviridova et al (2023) found that after using the motivation and engagement scale on three tests engagement and motivation did increase, however there was no impact on academic success and grade improvement which Hayat et al (2020) shares is the main indicator of measuring learning success. Additionally the studies by Sviridova et al (2023) did not highlight the amount of ALN or ND students that were involved, although Gurbuz, Hanley and Riby (2019) explain that roughly 2.4% of the UK population fall into the ND category with only around 40% of this statistic successfully completing PCE studies.
Many subjects such as architecture, aviation, design, construction and engineering are already advanced in utilising VR/AR tools to display 3D models and 360° videos that take students to physically restricted locations, which also incorporates inclusivity, diversity and acceptance of ALN and ND students within the educational field (Marks and Thomas, 2022). This reiterates the notion that Sviridova et al (2023) share in VR/AR becoming a predominant concept within many HFE settings moving forward when bridging the gap between traditional teaching methods and real world experiences that goes beyond textbooks and lectures. That being said there needs to be ethical considerations when utilising this form of C&DI so that mental and physical health, safety, privacy and autonomy is not impacted (Skulmowski, 2023). Not only is the cost of incorporating VR/AR into learning astronomical, but it also takes immense time, planning and training to effectively utilise these tools effectively and efficiently (Farra et al, 2020). Furthermore, Al-Ansi et al (2023) highlights that there is limited and insufficient scientific knowledge on the impact that VR/AR tools have on learning outcomes for students of all abilities despite the wealth of opportunities it creates to leverage technology enhanced learning and individual customised learning experiences. 
Whilst VR/AR may be disputable as effective tools that can be widely utilised within all areas of education, there are other forms of C&DI that can be utilised more extensively to shape pedagogical experiences at a more affordable cost (Menon, 2022). One of these tools is gamification which refers to an educational approach using digital game design in order to motivate students for optimised learning and support behaviour change (Smiderle et al, 2020). As the use of smartphones are now a standard addition to society in general, education is slowly moving from the previous notion that mobile phone use should be limited and kept away during lesson time, to a more opportunistic method of teaching that can foster collaborative learning experiences (Mohammadi, Sarvestani and Nouroozi, 2020). One study that focuses on utilising smartphone use for gamification was conducted by Neureiter et al (2020) who incorporated the online gaming platform Kahoot in a medical educational environment to help second year medical students learn four major topics. 
Neureiter et al (2020) found that when utilising Kahoot as part of teaching, the percentage of correct answers increased from 45% prior to using the platform to 76.3% post using the platform, with the time taken to answer questions decreasing from 50% making the average time to answer move from 8.3 seconds to 4.3 seconds. This suggests that utilising a gamification platform via smartphone in a classroom situation can help students become more motivated, increase engagement and retain more information, thus strengthening the education system and academic achievement (Pechenkina et al, 2017). Salhab and Daher (2023) believe this could be a result of empowering students to take control of their own learning through a medium like technology they feel they can connect on a more intimate level with. Having said that, Tofade, Elsner and Haines (2013) highlight that gamification questions are only able to ask lower level convergent questions that require factual recall rather than in depth higher order divergent questions that promote analysis and evaluation or deep critical thinking processes. This is a negative aspect reflected in the study by Neureiter et al (2020) as there were no questions based on epidemiological content, ethical patient questionnaires or medical testing as part of the KGP. 
The study by Neureiter et al (2020) fails to include the main limitations linked to gamification platforms. Wang and Tahir (2020) advise that although Kahoot has roughly seventy million active users, with 50% of this number being student led, there can be some concerning issues that can increase student anxiety such as stressful time pressure, unstable internet connection and fear of losing. That being said DT integration will always have limitations, similar to traditional teaching methods, where certain students will not engage well (Schwerdt and Wuppermann, 2011). Evidence by Licorish et al (2018) agrees with the study by Neureiter et al (2020) indicating that their key findings revealed educational games minimise distractions and improve teaching quality to enhance classroom dynamics, motivation and the learning process for a more enriched learning quality not found in conventional teaching. 
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